
Games for children

Charades
(Inside; from 5 years old)

Someone whispers a cue to another person (the mime). The cue can be the name of a
person, book, movie, play, or song. The mime must then get all the other players to guess
the cue by acting it out. The mime cannot speak but she can engage with the audience by
pointing and nodding at someone who is on the right track, shaking her head at someone
who isn’t, etc. When someone guesses correctly, then that person becomes the mime and
someone comes up with a new cue.

There are various universally accepted gestures but you can easily come up with your own:
three fingers held up means there are three words in the cue, opening your hands like a
book means the cue is a book, tugging on your earlobe means “sounds like”, etc.

Fizz, buzz
(Inside; from 7 years old)

1. The players go around in a circle counting, each player saying one number.
2. Instead of saying the number 3 or a multiple of 3, the player says “fizz”.
3. Instead of saying the number 5 or a multiple of 5, the player says “buzz”.
4. If a number has a 3 in it you say “fizz” even if it is not a multiple of 3. So 13, 31, 32

are all “fizz”. The same for 5: all the 50s are “buzz”.
5. If a number is a multiple of both 3 and 5 (or has a 3 and a 5 in it), then you say

“fizzbuzz”.
6. So the count to 25 goes as follows: 1, 2, fizz, 4, buzz, fizz, 7, 8, fizz, buzz, 11, fizz,

fizz, 14, fizzbuzz, 16, 17, fizz, 19, buzz, fizz, 22, fizz, fizz, buzz.
7. If you make a mistake, start over from 1. The whole team wins when you reach 100.



Goat
(Inside; from 8 years old)

Players take turns saying one letter of the alphabet, each player holding a word in her mind
that she is spelling out. The player that spells a complete word loses the round. That is, if the
first four players have said, “R”, “H”, “Y”, and “M” and you then say “E”, then you lose
because you spelled the complete word “RHYME”.

Words of three letters or fewer don’t count. That is, a player does not lose a round for
spelling the words “A”, “IN”, etc.

Each player must have a real word in mind at all times. So if the first three players have said
“E”, “S”, “T”, then you cannot say “X” because there is no real word that begins “ESTX”.

If a player suspects that you don’t have a word in mind, then she can call your bluff by
saying “Challenge”. If you do have a word in mind, then she loses the round. If you were
indeed only bluffing, then you lose the round. If you can’t think of a word, then you might as
well bluff because the worst that can happen is you lose the round anyways.

If you lose a round then you get a “G”. If you lose the next round, you get an “O”, then “A”,
and finally “T”, which means you are the GOAT and lose the game.

Hide and seek
(Inside; from 3 years old)

1. One player closes her eyes, counts to 30 out loud and then yells “Ready or not, here
I come.”

2. While she is doing this, the other players run and hide in different hiding spots.
3. The seeker then goes around trying to find all the players. When anyone is found,

that person joins the seeker until everyone has been found.

Hotter / Colder

All the players except the leader leave the room. The leader hides an object, like her car
keys, somewhere in the room and then calls the other players back in.

The other players then search for the object until they find the object. The leader says
“hotter” if the players are getting closer to the object and “colder” if they’re getting farther
away.

Whoever finds the object becomes the leader and must hide the object again.



I spy
(Inside; from 4 years old)

One player picks an object within sight and gives the other players the color or first letter of
the object. The other players try to guess what she has picked. The formula for giving the
clue is “I spy with my little eye something that starts with the letter M [something that is
blue].” Whoever guesses the object correctly gets to pick the next one.

I went to the market and I bought
(Inside; from 5 years old)

1. Player 1 says one thing she bought at the market: “I went to the market and I bought
a velvet teddy bear.”

2. Player 2 repeats what Player 1 bought and adds one thing: “I went to the market and
I bought a velvet teddy bear and a diamond necklace.”

3. Player 3 adds one item and so on. If a player forgets an item, then she is out and the
other players carry on.

One thing I see, hear, smell, touch
(Inside; from 3 years old)

Each player takes turns saying one thing that she can see, hear, smell and touch: “I can see
a red sailboat on the blue sea, I can hear Radio Ga Ga by Queen on the radio, I can smell
croissants baking, and I can feel the sand in the heel of my shoe.”

Red light, green light
(outside; from 5 years old)

1. All the players except the leader stand behind a line. The leader stands 100 meters
away with her back to the players.

2. Without looking around, the leader yells “Green light” and all the players move
quickly or slowly towards the leader.

3. Suddenly, the leader yells out “Red light” and whips around. All the players have to
freeze. If the leader catches anyone moving, then that person must return to the
starting line.

4. The leader turns her back to the players again and once again says “Green light” and
then “Red light” and so on. Eventually one player reaches the leader without being
caught. That player becomes the new leader.



Simon says
(Inside; from 5 years old)

1. The leader (“Simon”) commands an action and then performs it. Simon must use the
magic words “Simon says”. For instance, Simon might say “Simon says walk
backwards” or “Simon says touch your nose.” All the other players must follow him in
that action.

2. If Simon does not say the magic words “Simon says”, then it is a trick and the other
players must not do that action. That is, if he just says “Walk backwards” and starts
walking backwards, then any player that walks backwards is out.

3. The last one to be tricked is the winner and the next Simon.

Tag
(Outside; from 3 years old)

One player is “it” and runs around trying to tag the other players with one hand. All the other
players run away to avoid being tagged. When “it” successfully tags another player, then that
player becomes the new “it”.

Telephone
(Inside; from 5 years old)

1. Players sit in a line. The player at the beginning of the line thinks up a relatively long
sentence of nonsense, like “My aunt Patricia fell in the quicksand with a rhinoceros.”

2. She whispers this sentence to the next person in line, while all the other players hum
and sing to themselves to create noise distraction.

3. The second person whispers what she heard to the third person in the line and so on
until the end of the line.

4. The person at the end of the line then says out loud what she heard. Hopefully, it is
some humorously distorted version of the original sentence.



Ten Little Monkeys
(Inside; all ages)

Not so much a game as a counting-down rhyme:

Ten little monkeys, jumping on the bed.
One fell off and bumped his head.
Mama called the doctor; doctor said,
“No more monkeys jumping on the bed!”

Nine little monkeys, jumping on the bed.
One fell off and bumped his head.
Mama called the doctor; doctor said,
“No more monkeys jumping on the bed!”

And so on. At the last monkey, the doctor says “Send those monkeys straight to bed!” Add
hand gestures like phoning the doctor so everyone can join in.

Twenty questions
(Inside; from 6 years old)

1. One player thinks of a cue which can be anything: the Eiffel Tower, a diamond, the
family cat, etc.

2. The other players ask yes-or-no questions to guess the cue, such as “Is it bigger than
a breadbox? Is there more than one of them in the world? Is it made of metal?” The
leader answers truthfully to the best of her ability.

3. Players try to guess the cue after no more than twenty questions. Players can try to
guess the cue at any time but every guess counts as one of the twenty questions.

What time is it, Mrs Wolf?
(Outside; from 4 years old)

1. All the players except the leader stand behind a line. The leader (“Mrs. Wolf”) stands
100 meters away with her back to the players.

2. One of the other players yells out “What time is it, Mrs. Wolf?” Mrs. Wolf responds
with a time, like “Six o’clock” or “Four o’clock”. The other players then take six or four
giant steps towards her. Once again, someone yells out “What time is it Mrs Wolf?”
and Mrs. Wolf responds with another o’clock time.

3. When the players have crept close enough, Mrs. Wolf suddenly responds to their
time question by yelling out “Dinnertime!” At the same time, she whips around and
starts chasing the players. The first player to get caught becomes the new Mrs. Wolf.


