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Welcome to the BPCN resource pack: New Kid on the Block

We all know that the start of the new term can be quite busy and stressful for the staff as well as the children. As you have new children coming in and old ones returning. The new ones are always a little unsure of what to expect and a bit frightened that the returnees may not like them (even though we know that after a few sessions they have made friends). 
This resource park is here to give you some ideas to help with that transition and help make it easier for the new children. This resource pack suggests games that are fun to play even when you know everyone, making it fun for the returnees and the new children. For example Wallop ‘em is always a great game to play on page 4.
This resource pack is here to just provide you with some new ideas to go alongside games you already know that provide forms of communication play. 

Have a good time! Contact BPCN to let us know how you get on.
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 Circle Games
Rhythmic Name Game

Equipment: None


Play Types: Communication play, Social play   
Get everyone who wants to play together in a circle. Then pick a leader who will set the pace of the rhythm and starts the game off the rhythm is:
Slap, Slap (on the knees) 

Clap, Clap (repeat phase twice)
The object of the game is to get as close to the leaders seat as they can.

The leader begins the rhythm, and on one set of slaps says “My Name is” then his/her name on the claps. Then when it is repeated says “I pass to” then someone else’s name on the clap, clap.  (Names must always be said on the Clap, Clap) The person who’s name is said must respond on the next set of slaps and claps by repeating the phrase but importing their name and someone else’s name. If the player does it correctly i.e. in time, the game continues.  If the player does not do it quickly enough, that player must move to the seat to the right of the leader, and the rest of the group moves up a seat (toward the leader’s spot) to fill in the seats. The game continues until group has learned names well.  The pace can be as fast as desired. The faster it is the harder it becomes. This can lead nicely into playing other music games. 
Name Chase

Equipment: None

Play Type: Communication Play, Locomotor play, social play           

This is a particularly good game if you have a few new members joining a group. Based on the old favourite Duck, Duck, Goose, it helps everyone learn the children's names.

Get the children sit around in a circle, facing each other. One child is chosen to be "it" first. The child who is "it" stands up and walks around the outside of the circle tapping each child on the head and saying their name, with prompting if necessary. At some point when he/she taps a child on the head he/she will say the settings name instead (or chose a random name). The chosen child must now jump up and chase the first child around the circle, trying to tag "it" before they can sit down in their place. If they succeed, "it" has another go. If the child fails, he/she takes over as "it".
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Whomp ‘em 

Equipment:  Sword (use a Styrofoam tube or rolled up tube of newspaper     

etc)


Play Types: Communication play, Locomotor play, social play           
One person is the “Whomp ‘Em Master.”  That individual stands in the middle of circle with the “Whomp ‘Em Sword.” The rest of the group sits in a circle with legs out toward centre of circle (leaving enough room for the person standing in the middle).  The object of the game is for the “Whomp ‘Em Master” to get stuck in the middle of the circle.  Someone starts off the round by saying the name of a member of the group.  The Master must “Whomp” (hit) the legs of that member, before that member says the name of another member.  The game goes on until the Master hits an individual before that individual can say another person’s name (you cannot repeat name that has been said in the round already.)  When the Master succeeds in “Whomping” an individual, that individual becomes the new Master.  Quite crazy...but loads of fun!  
Ball games


Equipment: Ball


Play Types: social play, Communication Play                     
Get everyone into a circle, and then get them to pass the ball to people saying the person’s name they are passing it to. Do this a few times getting quicker each time. For older children you can make it harder by adding in more balls or by them having to say the person’s name on the right when they catch the ball and the name of the person they are passing it to. Then change it to the person on the left then the person second on their right and so on. 

Spud

Equipment: Ball


Play Types: Locomotor play, social play, Communication Play           
Everyone is assigned a number. One person throws up a ball and calls out a number. The person who was assigned that number runs to get the ball as everyone else runs away. When the person whose number was called has the ball in their hands they yell “SPUD or Freeze!” Everyone stops. The person with the ball can take 3 steps toward anyone but has to say the person’s name that they chose, and try's to hit them with the ball. The person being aimed at can try to dodge the ball without moving their feet; but if they get hit or move their feet, they are out. If the person throwing the ball misses, they are out. If no one was assigned the called number, this is a “ghost number”, and everyone has to run and touch the ball. The last person to touch the ball is out. The person assigning numbers in the beginning can purposely skip numbers in order to have these “ghost numbers.” 
Group Games

Straw Game


Equipment: Several straws, a cup and stickers


Play Type: Communication play, Social Play

A question will be asked to the entire group and then each player draws a straw. A small number of straws will be specially marked. Each player that draws the special straw answers the questions.

Before the game begins, count out one straw for each player. Mark a small number of straws at the bottom with a sticker. (The number of straws marked depends on how many people you would like to answer the question -3/4 is usually a good number depending on size of the group playing). You can ask any kind of question you like (the types of question may depend on the ages if those playing) “what is your favourite colour/action figure?” or “If you could be any animal, what would you be?” or “what you did other the summer holiday”. It can be good to have the questions already prepared.

Playing the Game
Place all the straws into a cup.  Ask a question that you have prepared in advance, (you could select one child at a time to pull a question from a bag with the questions in).  Then have everyone grab a straw.  The players with the specially marked straws answer the question.  Repeat this process for as many questions as you like.
Who Am I?
Equipment: A recording device
Play Type: Communication Play, social play           
This is a nice way of calming down a group of children as it tests not only their powers of observation but also their ability to listen closely. It can be varied for all age groups.

In an area where they cannot be overheard, each child records a sentence describing him or herself, for example: “I am five years old, have blond hair and am wearing black shoes. Who am I?” When the tape is played back the children must then try to guess who is speaking. 

This can be made more difficult for older children by asking them to say something that others may not know (or be able to see) for example: “I have a rabbit named Thumper and like to go cycling at the weekends. Who am I?"  

Or, for a group that knows one another better, ask them to try and disguise their voice. Can they fool anyone?
Blanket Name Game 
Equipment:  Blanket


Play Types: Communication play, social play         
Have your group divide itself into two groups. Tell them to sit on the floor facing each other.  Hold up a blanket between the groups so that each team cannot see the other.  A member of each team is quietly selected to move up to the blanket.  On the count of three, drop the blanket so that each of the selected members are facing each other.  Whoever says the other person’s name first, wins.  Whoever loses goes over to the other team.
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2 truths and a lie


Equipment: Pen and paper


Play Types: Communication play, social play         
People write down two truths about themselves and a lie.  Then introduce the three "facts" to the rest of the group who tries to guess which one is a lie.

The Name Game

Equipment: Some small sticky notes (post-its), a pen
Play Type: Communication play,   Social play 
Write the name of a famous person or character on a sticky note for each child. Characters can be dead or alive, fictional or non-fictional, real or "cartoon". Making sure that the player can't see it; stick the note to their forehead.

When everyone is named, expect a lot of giggling to start with! Then the players mingle and walk around the room asking the sort of questions that can be answered by "yes", "no" and "not applicable" to try to work out who they are. 

Example:

· Am I a girl?  No

· Am I on TV?  No

· Am I in story books?  Yes

· And so on...
Hints:
Choose your names carefully so that all the children will know the characters and be able to answer the questions. You can use characters which are particularly appropriate to the situation, such as the children's headmaster.

Be prepared to give hints if necessary. If you prefer you can pin a larger piece of paper on each player’s back rather than use sticky notes. This may be better on a hot day or when the children can't be trusted to keep their sticky note on their forehead!
Find Your Partner 

(A variation of the above game for older children)
Equipment: A pen and Post –it notes
Play types: Communication play, Social play

On the post-it notes write well-known partners for example: Micky Mouse and Minnie Mouse, Batman and Robin, Mary Kate and Ashleigh, etc, choosing well known partners that will be recognised by the children. Then place the post-it notes on people foreheads. At your signal, the children mingle with others, asking questions about themselves which can only be answered by a "yes" or a "no". 

· "Am I alive?", "Am I a film star?", "Am I male?"
While trying to guess who they are, they should also be looking out for their possible partner. The first partners that find each other win. 

My Bear
Equipment:  A picture of a bear for each child (page 10), Colouring pens, 
pencils or crayons, A list of questions (make up your own or 
use the ones below)
Play Types: Communication play, Social play, Creative

This is a game that shows children that they are unique but also allows them to see things that they have in common. It probably works best in smallish groups (about 10) of 4-8 year olds.

Give each child a black and white bear. Ask them to listen to your questions and colour in their bears in answer to the questions. For example you might say “Do you have any sisters or brothers? If you have a sister colour the bear’s tummy red, if you have a brother colour it blue, if you have both colour the bear’s tummy purple”. It is best to keep questions down to two or three answers, particularly with younger children.

When they are finished ask the children to look at one another’s bears. Are any the same? Can they spot similarities and differences between them?

List of possible questions

1. Do you have any sisters or brothers?

· If you have a sister, colour the bear’s tummy red.

· If you have a brother, colour it blue.

· If you have both colour, the bear’s tummy purple.

2. Do you have any pets?

· If yes, colour the bear’s feet green.

· If no, colour the bear’s feet black.

3. How do you like to get about?

· If you prefer to ride your bike, colour the bear’s bow yellow,

· If you like to ride a scooter more, colour the bear’s bow pink

4. What do you like to do most, read a book or draw a picture?

· If you like to read a book, colour the bear’s nose grey.

· If you like to draw a picture, colour the bear’s feet orange.

5. Do you like summer or winter best?

· If you like summer best, colour the bear’s fur brown.

· If you like winter best, leave the bear’s fur white.
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Resources
http://www.activityvillage.co.uk/ice-breaker_games.htm
www.group-games.com 

For more information please contact:

Birmingham PlayCare Network

Email: bpcn@bpcn.org.uk
Tel: 0121 236 2917
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