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DICE GAMES 

M&M DICE GAME: You’ll need a serving spoon, M&M’s, a large bowl, pair of dice and a shoebox top.  Everyone sits in a 
circle.  

Fill the bowl with M&M’s.  Place the spoon in the bowl.  Pick a person to start and hand them the bowl.  To the person on 
their left, hand the dice and the box top.  On your mark, the person with the dice starts rolling.  The person with the M&M’s 
starts shoveling them into their mouth as fast as they can.  As soon as the dice roller hits doubles, the M&M’s get passed 
to them, and the dice are passed to the next person.  This goes on and on until the people in the circle are sick or out of 
M&M’s.  

GUM GAME: Place big pack of Wrigleys gum, oven mitts and large knife and fork.  Roll two dice and if number is 7, pick 
up mitts and knife and fork and try to open the gum before the next person rolls 7 on the dice.  See how many pieces of 
gum you can get in your mouth before set time is up.  You could do this with any object in the middle (Christmas present 
etc.)  

CANDY GAME: Buy about 20 candy bars (different kinds).  Put them in a pile in the middle of a circle of chairs so 
everyone can see them.  Put a pair of dice in a pie plate. If you want the game to move faster or if you have a big group, 
use 2 pie plates with dice in them.  Play:  everyone shakes the dice into the pie plate.  If you roll a double 7, or 11, you 
choose a candy bar from the pile or take a candy bar from whoever has the one you want.  Put the candy bar under your 
chair so everyone can see it.  When all the candy is gone from the pile, set the timer for 10 minutes (or however long you 
think everyone will stay interested. When the timer rings, whatever candy you have is what you get.  Some people go 
home with many bars, and some go home empty handed.  

THE CHOCOLATE GAME: All kiddies sit in a circle and first person rolls the dice. They then pass the dice to the next 
person until someone rolls a 6. When that person does they get up, put on all the clothes and then sits down and starts 
eating the chocolate - they must use the knife and folk and cut only one piece at a time. They keep eating until someone 
else rolls a 6, who then gets up, puts the clothes on and begins eating the chocolate.  

PASS IT ON: Sit close together in two lines facing the same direction. The person in the front of each line rolls a die. 
When one of them gets a six, both of them pass a small object (a jack, a ball, a bracelet) to the person behind them who 
passes it on until it reaches the end. When it gets to the last person, that person must get up and race to the front of the 
line with the object and sit down. The person who sits down first, gets to sit in the front of the line. The person who was 
second to sit down, goes back to his or her spot. Whichever line rotates from back to front first, wins.  

MUSICAL CHAIRS/HOT POTATOE GAMES 

ELIMINATION MUSICAL CHAIRS: Like regular Musical Chairs, you start out with one less chair than players, and 
snippets of music are played as the players circle the chairs. When the music stops, everyone must sit. A chair is 
removed, not a player. If a chair is not available, they must find a lap to sit on. That's where the fun comes in! You start 
with, say, 20 players and 19 chairs, then you have 20 players and 5 chairs, then finally all 20 players on a single chair. It's 
fun to see how players naturally figure the best way to do this; big ones on bottom, arms holding on.  

WHERE’S MY SEAT?: The chairs are put in a line with their seats facing opposite sides - alternating. The leader of the 
game takes a long stick and walks round all the players, who are sitting on the chairs. Then he strikes the floor with the 
stick near one of the players. This player stands up and follows the leader.  



The leader walks round the chairs, striking the stick near the players and very soon he is followed by all of the players. 
The leader makes different movements as he walks, and all the rest repeat them. Suddenly the leader strikes with the 
stick twice. This is a signal for the players to take their places again as soon as possible. (It is not easy at all now, as the 
chairs stand with their seats facing different sides.) The leader tries to take one of the places for himself. The player who 
doesn’t manage to take a seat becomes the leader.  

PASSIN’ PIGGIES: Tie up two corners of a pillow with some string. Draw a snout and eyes on it. Tie a ribbon round the  
"neck". Get into a circle and start the piggy going around from player to player. As the music plays, the piggy is passed 
around the circle. As the music stops, the player who was the last in passing the piggy says "oink-oink" and gets a prize 
from a bowl (or trough), standing in the center of the circle.  

DUCKY, DUCKY: Everyone sits in a circle except one who is given a pillow and blind-fold.  They then go and place the 
pillow on a persons lap, sit on it and say “ducky, ducky”.  The person should say "quack, quack" this can be done only 3 
times.  If the blindfolded person guesses the name the person, they should now be given the blindfold and the game run 
over again - after everyone has changed their places.  

SMALL CHANGE: Each player has three coins.  

You all put your hands behind your backs and select 0,1,2 or 3 coins in your right hand. Keeping your left hand behind 
your back, present the right hand, without revealing its contents.  

The leader starts by estimating how many coins are hidden in total in all the hands presented. So if there are 4 players the 
total could be anywhere between 0 and 12. The leader calls out a number and play moves round to the right, each player 
calling out in turn. No number may be repeated.  

Once everyone has selected a different number, the hands are revealed. The person who correctly guessed the total (if 
anyone did) drops out.  

Play resumes, with the person to the left leading, until the ultimate loser is the last man in. It gets quite challenging when 
there are just two of you left and you're trying to bluff your opponent.  

OINK: The object of this game is to pass a snort around the circle as fast as you can without laughing. Get in a circle, 
facing in. Now, one person snorts at a person immediately next to her. That person then snorts to the person on her other 
side. The snort continues around the circle in the same way. You may not laugh when you are being snorted at or when 
you are snorting. Once you have finished your snort, you may laugh until the person next to you received a snort and is 
preparing to snort at you. Anyone who cannot snort may offer a substitute animal sound or say "Oink." Making faces while 
snorting is permissible. If a person laughs when they are being snorted at or before they successfully snort, they are out 
of the circle. Then the person who last snorted then snorts to the next person in the circle to begin again. When there are 
two people left, they face each other and snort at each other without laughing at all until one of them cracks. The last 
person is then crowned Snort Monarch.  

CAT: Sit in a circle. Pick one person to be the "cat." The "cat" can only do what a cat can do as she goes up to a person 
and tries to make her laugh. The person who is approached must say with out smiling or laughing, "Nice kitty, nice kitty" 
while patting the "cat" from the top of her head to the end of her back. If the approached person succeeds in doing this, 
then the "cat" must approach someone else. If the person laughs or smiles before completing the words and actions 
required, she is then the "cat." Cats can clean themselves, get moody, get comfortable on someone's lap, lean, fall 
asleep, scratch, meow, purr, etc. The person must move to the person like a cat would. Crawl, stretch, paw, pose, bat at 
toys, hunt, pounce . . . it's all admissible! (If someone feels uncomfortable with a particular cat behavior, the people 
playing can rule it out from that game.)  



FOOD GAMES 

Pudding Pictionary Use plates covered with pudding in place of a drawing board and use your finger instead of a pen. 
Use the charade ideas or make up your own.  

Smartie Game Each of the players are given straws. They then have a certain amount of time to suck smarties out of a 
bowl. They are usually given about a minute.  

NEWTON'S LAW Hang some apples from the ceiling with strings of varying lengths. The players are given scissors and 
hats. Divide the players into pairs. The first player in each pair cuts off an apple; the second player tries to catch it into a 
hat. You can’t take the hat off the floor. The pair that manages to gather the greatest number of apples in their hat wins 
the game. If an apple misses the hat, it has to stay on the floor and can’t be picked up.  

GOIN’ FISHIN’ The players stand with their backs to each other. They hold fishing rods in their hands. To the strings of 
the fishing rods there attached the unwrapped bars of chocolate. The players' task is to eat the bar from the other player's 
fishing rod as soon as possible.  

PEAS This game is best played over a period of time - like the whole party. Each person is given a number of peas (say 
10). Use dry split peas, not the frozen kind. The object of the game is to make someone else say either the word 'yes' or 
'no'. If yes or no is said, then that person forfeits a pea to the person who catches them out. The winner is the person with 
the most peas at the designated time (i.e. the end of a party).  

DON’T TIP THE TRUCK! Fill a toy truck with any vegetables, fruit or nuts. Tie a string to the front of the truck. Attach a 
stick to the other end of the string. The object is to wind the string on the stick as fast as possible, trying not to spill the 
contents of the truck as it moves toward the player. The jury determines "the fastest" driver with the help of a stopwatch.  

EVERYONE PLAYS GAMES 

MASS TWISTER: Cut out construction paper circles in red, yellow, green and blue.  Tape them randomly to the gym floor 
(be sure to use masking tape, or risk the wrath of your maintenance crew!).  Using a Twister spinner, call out the body 
parts and the colors.  This way, you can have 20 or more people playing at once!  

HUMAN KNOT: Have everyone stand in a circle. Have everyone reach into the circle and grab two hands belonging to 
two different people. Then, try to untangle yourselves. Or, have everyone joins hands facing the center of a circle, except 
one person. That person is the doctor. While the doctor is out of the room, everyone steps over each other, twists, turns, 
and basically turns the circle into a knot. No matter what, they cannot let go of each other's hands. When the circle is a 
mangled knot, call, "Doctor! Doctor!" The doctor then comes in and tries to unravel the knot of girls without unlinking any 
hands, to make them become a circle facing inward again.  

THIS IS A...: Sit all of the participants in a circle. Select as many objects as there are people in the circle. For this 
example, the first object is a toothbrush, the second is a pine cone, and the third is a rock. Start the game by saying:  

#1 This is a toothbrush.  
#2 A What?  
#1 A Toothbrush.  
#2 A What?  
#1 A Toothbrush.  
#2 A What?  
#1 A Toothbrush.  
#2 OH!!! 

 



Now it gets tricky. #1 introduces a new object to #2 while #2 introduces the toothbrush to #3. Turn your head to the 
person you are talking to.  
 
# 1 This is a pine cone.   #2 This is a toothbrush.  
#2 A What?                      #3 A What?  
#1 A pine cone.                #2 A Toothbrush.  
#2 A What?                      #3 A What?  
#1 A pine cone.                #2 A Toothbrush.  
#2 A What?                      #3 A What?  
#1 A pine cone.                #2 A Toothbrush.  
#2 OH!!!!                          #3 OH!!!! 

 
Now it gets trickier. While #1 introduces a new object to #2, #2 introduces the pine cone to #3 and #3 introduces the 
toothbrush to #4.  
   

#1 This is a rock. #2 This is a pinecone. #3 This is a toothbrush 

#2 A What? #3 A What? #4 A What? 

#1 A rock. #2 A pinecone. #3 A toothbrush. 

#2 A What? #3 A What? #4 A What? 

#1 A rock. #2 A pinecone. #3 A toothbrush. 

#2 A What?  #3 A What? #4 A What? 

#1 A rock. #2 A pinecone. #3 A toothbrush. 

#2 OH!!!!  #3 OH!!!!  #4 OH!!!! 

 
Continue until all of the objects are passed around the circle several times and people are tired of the game.  
   

MACHINE: One person makes a motion and a sound to match it. Let's say she makes a punching motion in front of her 
and says, "Ha Ya!" (Pick activities that would be easy to do for a long period of time). The next person comes up and 
chooses an interconnecting movement with the first person and makes a matching sound. Let's say she comes up behind 
her and pretends to tickle the first person's stomach while they say "Hee hee hee!" Then another person comes up and 
does an interconnecting motion and makes a sound. When all of the participants are doing this, someone can direct them 
to go faster, slower, louder, softer, and finally make them break down. Use this game as an introduction game by having 
the sound be each person’s first name  

CHAIN TAG: This game is just like normal tag, where one person starts off as 'it' and they have to chase after all the 
other people. When they tag another person that person becomes 'it'. In chain tag, when another person gets 'it' they link 
hands with the original person. They then run around together trying to catch everyone else. When they get another 
person they join onto the end of the chain. The chain is not allowed to be broken.  
When one person is left that person becomes 'it' for the next game.  

BARNYARD ANIMAL GAME Have everyone write down their favorite barnyard animal, as long as it is NOT the rooster. 
Next have everyone write down five different numbers between 1-20 (depending on the group size). Start calling out 
numbers, and the people who have that number have to make the sound of the animal they wrote on their paper. 
Barnyard animals are not shy, so there should be a lot of loud sounds. After someone has all five numbers called out that 
they wrote down, they win...BUT...they have to stand up, bend their knees, flap their "wings" and crow like a rooster to 
receive their prize.  

SCISSORS: All players sit in a circle, and one is given a pair of scissors.  In turn, the scissors are passed around the 
circle, from one player to the next.  As a player passes the scissors to the next person  they say either "CROSSED" or 
"UNCROSSED", and will be told if they are right or wrong.  The object is to try and find out what the rule is.  It is 
interesting at the start if the person knows the rule, and makes a great play of turning the scissors around and opening 
and closing them.  The game continues until all have solved the mystery, or you take pity on the remainder.  The rule has 
nothing to do with the scissors.  IT'S WHETHER YOU HAVE YOUR LEGS CROSSED!  



PAPER BAG GAME: Everyone forms a circle with the paper bag in the middle (it should be open and standing up as if 
you are ready to put something in it). The object of the game is to bend down and pick up the bag with your mouth -hands 
behind your back and one leg up in the air. If you fall or touch the floor with your hands - you are out. When everyone has 
attempted it, the bag is cut about an inch, and the remaining people continue to try to pick up the bag with their mouth - 
continue this routine until only one person is left.  

BUBBLE BURST: Roll out the desired length of Bubble Packing. The first kid to walk the entire length of Bubble Packing 
without bursting a bubble wins a prize. Eventually someone makes it, but it sure is fun watching all the creative ways kids 
will try to outsmart physics.  

LAND, WATER: This is a game for attentive players. On hearing the word "land" the players jump forward, on hearing the 
word "water" backward. Then the word "land" is suddenly changed into "bank". The actions of the players must be the 
same as after the word "land". The word "water" may be changed into "sea", "lake", "river", etc. The player who often 
mistakes is out.  

SLEEPING PIRATE: All the people (except one - The Pirate) sit Cross Legged on the floor in a circle.  The pirate sits 
Cross-legged in the middle of the circle, blindfolded, with a large bunch of keys on the floor in front of him.  

A person is nominated to creep up and take the keys and then return to their place, without the pirate hearing them.  The 
Pirate has three guesses to point to where he thinks the raider is.  If he is successful, the raider becomes the Pirate.  

PORT AND STARBOARD: On the command (from the list below) the participants have to do the appropriate action.  
After a while, start removing the last player to comply, until only one remains.  

· Port (Run to one side of the area)  
· Starboard (run to the other side)  
· Captains Coming Aboard (Stand to attention and Salute)  
· Submarines (Lie on the floor)  
· Hoist the Mainsail (run on the spot - like climbing the rigging)  
· Mess Deck (Sit cross legged on the floor - ready for lunch)  
· Davey Jones (Climb a tree, stand on a chair - anything so that you are not on the floor)  
· Up Periscope (Stand up straight and old hands to eyes as though looking through binoculars) 

 

TEAM GAMES 

 
PLATE RACE: Give each person a paper plate (rocks, bricks, and boards also work well and do not blow away). 
Separate into teams. Give every team another paper plate. The teams race each other to a finish line while only stepping 
on the paper plates. This will require throwing a paper plate in front of the team and each team member moving forward. 
The last member picks up the last plate and it gets handed to the front where it is then thrown ahead and stepped on. 
Everyone moves forward a plate and the process continues.  

ZOMBIE: Two pairs participate in this game. Each pair stands hand in hand with their adjoining hands tied together. With 
their free hands (one with the right hand and other with the left one) they must wrap up the package, bind the rope round 
it and tie it a bow. The pair that finishes the task the first is the winner.  

MUMMIES: Split the partygoers into teams of three and give each team a toilet roll.  Two persons then wrap the third in 
the toilet roll so that they look like an Egyptian Mummy.  The winning team is the one who in a set time (say 2 minutes) 
have the neatest and most covered Mummy.  



FASHION DESIGNER: This is like "Mummies" but instead of having toilet paper and having to wrap the 'victim' to look like 
a mummy, you give each team part of a (not ready pasted) wall-paper roll, and 12 safety pins and they have to make an 
'outfit', in say 5 minutes.  

If you wish, you may specify "A dress", "Jacket and trousers", etc.  (The paper may be pinned on the person's normal 
clothes, rather than having to make the 'outfit' and then they have to put it on.)  

PASS A HAT: The players are in 2 circles: inner one and outer one. One player in each circle has a hat on his/her head. 
The object is to pass the hat round the circle. But the players mustn't use their hands while passing the hat from head to 
head. The team that passes the hat round the circle the first wins the game.  

CENTIPEDES: In a spacious room you can arrange centipedes race. The players form up in 2 lines in file with their hands 
on the waists of the players in front of them. Near the opposite wall there stands a chair or a flag. On hearing the signal of 
the leader the teams run round the chair or the flag and return back. While running one cannot take his/her hands off the 
waist of the person in front of. If the chain is broken the team loses the game. The team also loses the game if it overturns 
and doesn't lift the chair or the flag. The game may be funnier if you ask the teams to run round the chair or the flag 
squatting.  

CENTIPEDES 2: Divide the players into 2 teams of 10-20 members each. The teams form up in the file. Each team is 
given a rope. The players take the rope with their left or right hands from the both sides evenly. Then each player takes 
him/herself by the right or left ankle. At the leader's command the centipedes jump 10-12 yards forward, holding the rope 
with their hands. Then they turn around and jump backward. The players may also run with the both feet, but in this case 
the players must stand in the line closer to each other. The team that manages to jump or to run to finish line the first 
becomes the winner (while running the players mustn't let the rope off).  

SPIDER:  Draw 2 circles on the start line. Divide the players into 2 teams (15-20 players in each one). Stand each team in 
a circle. Rope the players of each team together. So, each team is "a spider". At the leader's command "the spiders" 
begin to move to the finish-line. On the finish line there are 2 more circles. The spiders must get to them as fast as 
possible.  

SINGLE PERSON TEAMS 

FIREMEN: Turn the sleeves of 2 jackets inside out. Hang these jackets on the backs of 2 chairs. The chairs are with their 
backs to each other at a distance of 1 meter. Put a 2m. rope under these 2 chairs. Both of the participants stand at their 
chairs. On hearing the signal, they take their jackets off the chairs, turn the sleeves out, put them on and do up all the 
buttons. Then each "fireman" runs round the chair of the rival, takes his seat and pulls the rope. The first player to cope 
with the task is the winner.  

WATER BRIGADE: Two players compete in this game. For each player there is a chair with a bowl of water and a spoon 
on it. A few steps away there are two more chairs with an empty glass on each of them. The object of the player is to fill 
the empty glass with water as soon as possible. The player who is the first to do it is the winner.  

ON THE MARSH: Each player is given 2 sheets of paper. The player must cross "the marsh" stepping only on "lily pads" - 
the sheets of paper. At first the player steps on one of the sheets with his/her feet. Another sheet he/she places in front of 
him/her. Then he/she must step on this sheet and put the previous one in front of it. The player who crosses the room the 
first is the winner.  

ONE HAND JOE: For each player (there must be not more then 4 of them) there is a heap of many small and some big 
objects. The task is to carry all of them in one hand to the distance of 5-7 yards being blindfolded. The players mustn't 
hold the objects with the other hand or drop them on the floor. The player who covers the distance the first becomes the 
winner.  



FOOTBALL BALLOON:  A balloon is put on the floor. At the distance of 5-6 steps from it there stands the person who 
wants to make a penalty kick. At first he is blindfolded and then asked to come to the balloon and kick it. Sometimes you 
may make this game more complicated by turning the player around for several times before he kicks the balloon. It's a 
real fun when the player having accurately made those 5-6 steps kicks the air, because he went in the wrong direction.  

PAPER-BAGS:  Put a small hole in the bottom of 2-4 paper-bags. Tie 2-4 2 yard long threads to a stake or pole head-
level to the players. The players put the paper bags on the threads with the their wide parts facing them. The players are 
at the distance of 1-2 steps from each other. The threads are tight. The paper-bags are equalized. At the leader's 
command the players begin to blow into their paper-bags. The player whose paper-bag moves forward faster becomes 
the winner.  

MONGOLIAN GAME (TSOROG-BOMBOG):  For this game you'll need 2 large cardboard funnels. The opening in the 
narrow part of each funnel must not be larger than a coin, the opening in the wide part must be large enough to put it on 
the player's face. Beside the funnels you'll need 2 little wooden bricks and 4 chairs. To begin the game put 2 chairs in a 
line at a distance of 3-4 meters from each other. Opposite each chair (at the distance of 10-12 meters) put one more 
chair. Two players compete in this game. To begin with they sit on their chairs with the funnels in their hands. The bricks 
are at their feet on the floor. As the leader commands: "Begin!" - the players put the funnels on their faces (so as to see 
the floor only through the little opening) and begin to drive their bricks to "the goal" (the interval between the legs of the 
opposite chair). The player who copes with the task the first becomes the winner. But it's rather difficult to cope with this 
task, because the players can see only the little space of the floor in the little opening of the funnel, while after each kick 
the brick drops out of the field of vision. Advice for the leader: watch that the players don't take off their funnels (otherwise 
the game makes no sense), watch that the players kick the brick and don't drag it.  

SPOON: Put a stool upside down. At each leg of the stool stands a player. The players are blindfolded. Each of them 
holds a spoon in his/her hand. At the leader's command the players make 3 steps forward, turn around and try to place 
the spoon on the leg of the stool as soon as possible. Two players who place their spoons the first win the game.  

WEIGHTLESS: The players sit down on "the astronaut’s chairs" (on the chairs) one at a time. Their task is to gather 10 
objects placed around the chair (at the distance of 3 - 5 feet from it) at the leader’s command. While gathering the objects 
the players may stand up and move away from their chairs, but they must not "lose contact" with the chair. The player 
who fulfils the task the first is the winner.  

STEALTHY SNAKE:  Put a rattle on a round piece of elastic. The players have the elastic on their knees. The rattle must 
be between the knees. The players' task is to cover a distance as soon as possible trying not to make noise. This can be 
a relay – make it around a chair and back, passing off the rattle to the next player.  

BALLOON POLO:  Give 2 balloons to each player - a round and a long one. Using the long balloon as a bat the players 
must drive the round balloon into a box on the other side of the room. The player whose balloon is driven into the box the 
first is the winner. It's easier to judge about the winner if the balloons of the players are of different colors.  

LILLY PAD, LILLY PAD:  Ask 3-6 persons to participate in this game. Each of them is given 2 paper (plastic) glasses 
filled with water. In front of each player on the floor there are 5 cardboard circles that are situated at the equal distance 
from each other. The players' task is to get to the finish line jumping from one circle to another. The player who has water 
in his/her glasses at the end of the game is the winner. To be more accurate and to make the game funnier you may 
measure the water in the glasses by placing tape on the outside at the beginning water level.  

WHAT’S BEHIND MY BACK?: Two players take part in this game. They are rivals. Pin well-defined pictures and paper 
circles with numbers (i.e. 96, 105 etc.) on the backs of the players. The players are in the circle. (The circle may be drawn 
with the chalk on the floor.) They stand on one foot. Their task is to catch sight of the picture and number on the rival’s 
back, jumping on one foot and not stepping out of the circle. The player who is the first in "deciphering" the rival is the 
winner.  



SHOT PUT:  Put a ping-pong ball on the edge of a table. The player is blindfolded. He/she stands with his/her back to the 
table. At the command he/she makes 5 steps forwards, turns around 3 times, comes back to the table and blows the ball 
off the table. Very often after the turning around the players lose their orientation. Then it's very funny to watch the player 
who tries to blow the ball off the place the ball has never been.  

BOOK, BROOM, BALL and WATER: This game is a kind of little race. You must walk 10-20 yards with a book on your 
head, having a glass full of water in your left hand and a broom in the right. At the same time you must roll a ball with your 
feet. The fastest is the winner.  

ARCHITECT:  In 1 minute, you are to build the highest possible tower, using empty pop cans. After the leader's signal the 
construction is stopped. If the tower falls, and you have some more time, just begin from the very beginning. The number 
of points received by the players depends on the number of cans in the tower.  

JUMPING FISH:  The players must make as many jumps with a jump rope as possible wearing flippers on their feet.  

SCRIPTURE GAMES 
 
 
DANIEL IN THE LION'S DEN: Have the children make lion masks out of construction paper and paper plates.  Show 
younger children how to fringe the paper to create manes. Or, use yarn scraps! You can play "lion's den", a version of 
"Duck, Duck, Goose" using "Lion, Lion, Daniel!"  
 
HOLD TO THE ROD: The object is to hold to the rope and make it blindfolded over obstacles (rope tied to chairs etc).  
 
TITLE OF LIBERTY TAG: The person who has the flag (with a Primary or Sacrament meeting song sheet taped on one 
side) reads a verse to someone and if they can't identify it, they must take the flag and carry it around until they find 
someone else who can't identify one of the songs and so on.  
 
BOOK OF MORMON HALL OF FAME/SHAME: The participant draws a name from a hat and then must tape it on the 
fame or shame side of a black board. (Have a couple BofM's around to look up those obscure names.)  
 
LAMANITE/NEPHITE FIGHT: Tie contrasting color balloons on the ankles of the youth.  Everyone tries to stomp the 
contrasting balloon and pop it.  
 
WHERE IN THE WORLD IS CAPTAIN MORONI’S HELMET?: You can have clues set out throughout the church 
building, with each room being a place and time from the Book of Mormon.  You could have a dark room with a small light 
to represent the Jaredites crossing the oceans - have people acting the parts, and relate the story of the Brother of Jared 
and his faith.  The clues they get are the qualities the people from the Book of Mormon displayed - For instance, the first 
letter of Faith is part of the clue.  When they find all of the places and clues in order, the children have spelled out where 
Moroni's Helmet is hidden.  
 
If they follow the wrong clue, they go to rooms that tell about the bad people in the Book of Mormon.  These can be 
Korihor, Coriantimur and Shizz, The Gadianton Robbers, etc.  The people in these rooms will lead the children the wrong 
way, and give them the wrong clues.  
 
At the end of the search (you can do it in shifts), ask the children about their experiences.  Explain that we have also 
received clues and instructions that will help us receive the greatest treasure ever -- eternal life with our Heavenly Father.  
These clues are the scriptures, and just like the evil people from the Book of Mormon, there are things that try to keep us 
from finding our way - just like in the vision of the Iron Rod.  
As a treat, the children can have chocolate coins.  The craft can be a paper "crown" with paper or plastic "jewels" they 
receive when they figure out the clues in each room.  



 
WIDOWS MITE COIN DROP: How many "coins" can a person drop into a bucket without using his/her hands?  They can 
drop them with their mouths, knees, elbows, etc.  Have a stack of chocolate coins in front of each team, and watch the fun 
as they try to pick them up and carry them to the bucket.  The coins that made it into the bucket are the prizes for the 
teams.  
 
KEEP THE COMMANDMENTS DART THROW: Mark 20 or so balloons with the numbers 1 - 10 and pin to a board.  As 
each balloon pops, the thrower is read the corresponding commandment (i.e.: if they pop a balloon with an '8' on it, they 
are read the 8th commandment), and asked how we can keep that commandment.  Each correct answer gets a point.  
Answers cannot be repeated, and if a team can't come up with an answer in 15 seconds, they have to give the point to the 
other team.  Prizes can be bookmarks with the commandments printed on them for each team.  
 
THE HOUSE BUILT UPON A ROCK BUILDING CONTEST:  Have a stack of pebbles or small rocks inside a large plastic 
container (possibly a kiddie pool).  Have another container with sand in it. Have teams build a building out of milk cartons 
or wood blocks on top of the rocks or the sand.  The goal is to build the sturdiest building in a short amount of time (2 
minutes).  After the buildings are done, dump water into the containers and see if the building stands.  
 
PARABLE OF THE SOWER RING TOSS: Tape individual packets of seeds to the bottom of inflated balloons.  Place on 
the floor.  Have the participants toss a large hoop over the balloon to win the seeds.  Have a scripture or quote about a 
sower of seeds on the packets.  
 
CHOOSE THE RIGHT MAZE: Set up a maze of chairs or hay bales with a question and answers at each turn.  The 
answers are in arrows pointing in different directions.  If they make all of the right choices, they make it out of the maze.  If 
they make wrong choices, they get lost.  This might make a nice change for a "Haunted House" at halloween.  Set up the 
"house" with black trach bags hanging from the ceiling as the barriers, and have people in costume at each turn asking 
the question and directing the partygoers.  
 
FISHERS OF MEN FISHING GAME: The end of the fishing pole has a clothespin attached.  Behind a barrier (sheet, 
towel, blackboard or piano) sits a person with pictures of people from the scriptures or Church history.  They clip the 
picture on, and the player has three guesses as to who it is.  If they tell the story behind the picture, they get extra points 
or a larger "prize".  (i.e.: gum for the name, pencil for the name and the story.)  
 
COUNT YOUR MANY BLESSINGS GUESSING GAME: Guess how many Gumballs (blessings) are in the jar.  Each 
child got a small package of gum balls.  The person who guessed closest gets the whole jar.  You can attach the gumball 
poem about reading scriptures to the small bags given out.  
 
FOLLOW IN HIS FOOTSTEPS TWISTER:  Place pictures (laminated or otherwise) from the life of Christ on the floor.  
Make sure there are a few of each one.  Call out a situation or people in the pictures along with left foot, right foot.  The 
participants place their feet on the appropriate pictures, and the last one left standing is the winner.  
 



Source:  www.mormonshare.com 
 
Games listed on website:  (see website for more details on each game) 
 
Creation/Matching Memory Game 
Nativity Matching Cards 
Mormon Cranium 
Mormon Clue 
Scriptionary 
Speed Scriptionary 
Primary Bingo 

Itty Bitty Mormon City Scavenger Hunt 
Mission Preparation Cube Game 
Joseph Smith Jeopardy 
CTR Jeopardy 
Temple Blessings Jigsaw Puzzle 
Happy Heart-10 Lepers 

 

FOUR-WAY TUG-OF-WAR: Obtain 12 feet of soft cotton rope and tie ends together. Place four people 
inside, facing outwards four different directions, and place the rope across the stomachs for a four-corner 
tug-of-war. All four participants try to reach for a piece of candy which is placed directly in front of them 
about six feet away. The person that first grabs his piece of candy is the winner and gets all four pieces of 
candy.  

MINI MARSHMALLOW GUNS: Cut some pieces of 1/2 inch PVC pipe down to about 12 inches long 
sections. Buy a couple of bags of mini-marshmallows, and use them as your ammo, with the PVC pipe as 
blow gun. Play this in an area that will be easy to clean up, or where it won't matter if you miss some of the 
marshmallows. If you want to make the guns as part of your activity, here are some instructions on making a 
fancy marshmallow shooter .  See www.mormonshare.com for more details.  

SAWDUST SCRAMBLE: Place several pennies, candy chews or small toys or pieces of gum in a pile of 
sawdust or wood shavings. All persons of the same age line up 50 feet away. At the starting signal, they run 
to the sawdust and hunt for the candy. They may keep all they can find. Each age takes their turn, with more 
candy and more sawdust added with each age. The sawdust should be dumped on a plastic drop cloth for 
easy clean-up.  

HUMAN WHEELBARROW RACE: One participant of a team places his hands on the ground in a push-up 
position and his partner steps between his legs and lifts him up by the knees. On the signal, the human 
wheelbarrow is pushed to the goal line: at the point the pusher and the wheelbarrow change places and run 
back to the starting point.  

NOODLE-LEG RACE: Obtain at least two swim noodles. Have teams race against each other to a marker, 
run around it, and come back WITH a swim noodle between thier legs. This is hilarious to watch, and works 
with groups of 1-5 people. Fun for child-parent games too.  

MULTIPLE-LEGGED RELAY RACE: Use old nylon panty hose to tie the legs together. For a three-legged 
race, place the panty hose around the inside legs of two people standing side by side. This may be reduced 
to two people or extended to a five or seven legged race by placing more participants together.  

WATER BALLOON TOSS: This is less messy than tossing eggs. You purchase balloons specially for water 
fights. Divide up into two teams, facing each other and throw the balloon to the opposing team member 
facing you. All the people in one line are given a (raw egg) or water balloon Everyone starts tossing the 
balloon back and form to their partner. With each successful catch, the player steps back one step. The two 



players who successfully toss the balloon (or egg) the furthest "wins." This should be played last because it 
always starts a water fight.  

SACK RACES: Participants are divided up according to size or age or however. Each is given his or her 
gunny sack and on the signal see who can get to the goal line. Gunny sacks can be purchased at the IFA 
store for about $1.20 each. Can be saved for another year.  

TUG-OF-WAR: Divide up into teams. Each team tries to pull the other team over the line OR FOR LOTS OF 
FUN, A WATER PUDDLE.  

PIE EATING CONTESTS: There are many variations of this. Dream up your own. Finding a jelly bean in a 
pie pan filled with whipped cream. Finding a pacifier in a pie pan of whipped cream. Get it in your mouth the 
right way and crawl to the judges to win. You get to wear a bib and no hands here either.  

GOOEY NOSES: Two groups smear vaseline on noses. Cookie sheets of cotton balls are placed on the 
ground 10-15 yards away. The team must run-one member at a time-to the cookie sheets, squat down, pick 
up cotton balls with their noses, then race back to the start without losing their cotton balls. The first team to 
have all members with cotton ball noses is the winner.  

KICK THE CAN: Select an object to serve as the "can" - an actual can, a ball, or a small, taped-up box. 
Select someone to be "It." Select an area to set the can - a clear space about 20 or 30 yards across. Select 
an area to be the "jail" - a comfortable place close to the can, but not blocking the can.  

Tips: Place the can in a grassy area, if possible, since players may have to slide or leap. Select a well-lit area to place the 
can when playing at night.  

If You're "It" - Stand by while another player kicks the can as far as possible. Retrieve the can and put it back where it was 
in the beginning. Capture players by calling out their names and their hiding places while you're stepping on the can. Look 
for players, but try not to stray far from the can. Race back to the can if you see an uncaptured player headed for it. Step 
on the can and call out that player's name if you get to the can first. Run after the can and put it back again if that player 
kicks the can away. Continue until you have all the players in jail.  

If You're Not "It" - Select someone to kick the can as far as possible. Hide. Race back to the can and kick it before It gets 
there. Go to jail if It steps on the can and calls out your name and your correct location. Wait in jail until you are rescued - 
that is, until someone kicks the can. Run away and hide again when the can is kicked and you are released from jail. Be It 
for the next game if you were captured first. (Instructions from eHow.com ) 

LARGE GROUP FUN Source: LDS FHE Resource Book, p 270  

These activities, which are easy to prepare, are great for large family and neighborhood gatherings. A simple activity like 
one of these can make the difference between a dull get-together and a very successful activity. Each activity can be 
adapted for all age-groups and areas.  



Source:  www.sugardoodle.net 

Family Night Scripture Activity (listed under My file Box, Family Home Evening) 
 
Games below are listed under My File Box, Scriptures: 
 
Falling Asleep with the Scriptures 
Family Scripture Study Activity 
Scripture Basketball 
Scripture Dinner 
Scripture Journal 
Scripture Olympics (see below) 
Scripture Scholars (pdf file) 
Scripture Taboo 
Scripture Scavenger Hunt 

 
Scripture Sticker Activity 
Scripture Treasure Hunt 
Scriptionary Game 
Scripture Pictures 
Scriptural Squares 
Uno 

 

SCRIPTURE OLYMPIC GAMES: (see below) 
 
SAMUEL THE LAMANITE WALL CRAWL:  The children stand on a wall of some sort and sang the verse of Book of 
Mormon Stories about Samuel the Lamanite as all the children on the ground squirted them with water guns. 
  
MOSES PARTING THE WATER TUG OF WAR:  Divide the children into two groups.  Fill a wading pool, put a rope 
across the pool and put a group of children on each side of the rope.  Everyone will usually get wet. 
  
NOAH’S ARK RELAY:  Two arks were made out of cardboard.  One for team "a" and one for team "b".  We brought all 
the stuffed animals we could and pooled them all together on the floor in front of the arks.  We divided the children into 
two teams and at the go they were to run and find one pair of animals and put them into their ark.  The object was to get 
the most pairs.  (Animals don't need to look alike, simply match animal types...  i.e.  bear with bear, rabbit with rabbit, etc.) 
  
TEN VIRGIN RELAY:  You'll need to save 10 milk jugs and cut the tops of them off.  Then decorate them to look like oil 
lamps as in the story.  Next, fill the 10 buckets with water and place them across from each other spread out.  Put one big 
serving spoon with each bucket.  Give the children a time limit and place each one in front of their bucket which should 
have a fill line.  The object is to fill the line without moving the bucket and before the time runs out. 
  
DAVID AND GOLIATH PEA SHOOTING:  Make a large scale drawing of Goliath and place it on a wall of the church 
building outside.  Place a bag of frozen peas and a spoon for the children to try and flip the peas to hit Goliath in the 
forehead. 
  
NEPHITE AND LAMANITE WAR:  Make headbands.  One group all of the same material and the other group out of 
another material.  Then have lots of water balloons filled.  Divide the children according to their headbands and let them 
go for it.  When all the balloons were gone they were to pick up all the casualties (broken balloon pieces). 
 
2,000 STRIPLING WARRIORS:  Bring a bag of play sand and bury plastic knives in the ground.  The children are to find 
all the knives.  Before every activity, read the account of the story from the scriptures, or have a leader tell it in their own 
words.  An important part of the activity although fun, was to put across the scripture stories. 
 
ROCK OF AGES:  We had several leaders/teachers/parents stand in a line and the team was given paper that looked like 
rocks with ages of the people standing in the line. They had so many seconds to place the "rock" in the hands of the 
person whose age it depicted and the team with the most correct got the points. 
 
SWORD OF LABAN:  It was the marshmallow on the end of the plastic knife (sword of Laban) relay. 



 
TOWER OF BABEL:  Each team was given and IDENTICAL set of items. The points were given to the team who built (or 
stacked) the tallest tower. 
 
End the activity by giving everyone gold medals - Ding Dongs rewrapped with gold foil with a ribbon attached to the end of 
them so they could wear them around their necks. You could cut out a circle of paper with "Primary Scripture Olympic 
Gold Medal Winner" glued to the front of the Ding Dong to make them special. (Idea by Barb in Idaho) 
 

 



Source: www.lds.about.com 

http://lds.about.com/od/familyhomeeveninggames/Family_Home_Evening_Games.htm 
 
See website for more details of the games below: 
 

10 Plagues   
1-100 Dice 
Animal 
Animal Sounds 
Apostle Cards 
Balloon Volleyball 
Bible and Book of 
Mormon Scripture 
Cards 
Bigger and Better 
BINGO 
Book of Mormon 
Scripture Hunt 
Candy Bar/Toy 
Game 
Cat and Rat 
Categories 
Do you love your 
neighbor? 
Don’t Eat the 
Prophet (like Don’t 
eat Pete) 
Figure What Food 
Friends 

Flashlight Freeze 
tag 
Funny Feet 
Get to know you 
string Game 
I’ve Never 
Latter-day Prophet 
Cards 
LDS Pictionary 
Lego Scriptionary 
Lights out Hide n 
Seek 
Mystery Code 
Name that prophet 
Nativity Cards 
Nephi’s Boat 
Play-doh Pictionary 
Prophet Bingo 
Red Sea Troubles 
Remember and 
Follow Jesus 
Run through the 
Hoop 
Ring Game 

Run, Run as Fast as 
you Can 
Sardines 
Service Scavenger 
Hunt 
Snort 
Sock Bags 
Sock Wars 
Spoon and Fork 
Squeak, Piggie, 
Squeak! 
Squiggles 
States 
Tap Hands 
Thimble Game 
Three’s a Crowd 
Two truths and a Lie 
Uniquely You 
Vegetable Game 
Vision of the Tree of 
Life 
Word Association 
Working Together 
Wrapped Candy Bar 
Game 

 
 



Source:  http://www.eprimary.dk/index_uk.htm 
 
CANDY BAR GAME: Buy several candy bars, enough for the family plus some extra. Put them in a pile in the middle of 
the circle of chairs so that everyone can see them. Put a pair of dice in a pie plate. Then you just start sending it around 
the circle. Everyone shakes the dice into the pie plate when it comes to them. You have to roll a double, 7, or 11 in order 
to choose a candy bar from the pile. When you roll a double, 7, or 11 you can choose a bar from the pile, or you can take 
a candy from whoever has the one you want. When you take a bar, you should put it under your chair. You can't put it 
behind your back so that it is totally out of sight, but you can hide it a bit so that some people might forget about the one 
that you have. It gets fun when you start taking the candy from other people. When all the candy is gone from the pile, or 
at the end of a designated playing time, whatever candy you do or do not have, is what you get.  
 
Pass around a roll of toilet paper. Everyone tears off as much as they 'need'. Then for every square they have to tell 
something about their day.  
 
DRAW IT OUT: Everyone picks a name of a family member and tells no one. Then they have to draw something about 
the person that will help others guess who it is.  
 
THE BLANKET GAME: Divide group into 2 teams. Have each team gather on their own blanket. They must, as a team, 
turn the blanket over without touching the floor, if they touch the floor they must straighten out the blanket and start over. 
The first team to accomplish this wins. Size of blanket depends on size of group. If it's a smaller family use crib blankets.  
 
THE SNAKE GAME: For this game you will need approx. 20 small treats (M&M's raisins, etc), 20 toothpicks, a die and 1 
large treat (candy bar, bag of licorice etc). Set up as per diagram. Players take turns rolling the die. If they roll a 1 or a 6 
they win the object at the snake's tail end. If it is a treats the player can eat it, if it is a toothpick, the player keeps it in a 
pile. Continue until the last toothpick is won. The player with the most toothpicks wins the large treat.  
 
LEHI AND LIAHONA: A person chosen is removed from the room. Another person hides Lehi. Once Lehi is hidden, the 
Liahona is used to find him. The person removed, comes back and is given the Liahona while the rest of the players sing 
a song, any song. As the player searching for Lehi gets closer the players sing louder. As the player moves further away, 
the players sing softer. The person searching, pretends that the Liahona is guiding him/her. To adapt for younger players, 
saying hot and cold instead of singing can be used.  
PIG: Players take turns rolling the die and racking up points. They can roll as many times as they want, but if they roll a 1, 
they lose all their points for that turn. When they elect to stop, they write down their scores and pass the die to the next 
player. The first player to reach 100 wins.  
 
WORD OF WISDOM BODY BUILDING: Glue the following list of scripture references to a sheet of heavy paper, then cut 
out. Place scripture references in bowl or sack. Draw a simple outline of a body and cut it up by body parts (ie. 2 legs, 2 
arms, 2 hands etc. The more detailed the longer the game). You will need one "body puzzle" per person playing. Layout 
body parts on the table. 
 
To play the game: Each player starts with any two body parts. One player draws a reference strip and reads the verse 
aloud from the scriptures. For each good food mentioned in the scripture, the player takes an additional body part. He 
must put back a body part for each harmful substance mentioned in the scripture. Players take turns drawing reference 
strips. The player who first builds a complete body is the winner. If, after all the reference strips have been drawn, no 
player has completed a body, put all the strips back into the bowl or sack and continue playing. If a player draws a 
scripture that mentions harmful substances and he has no body parts, the player is not penalized. Below is a list of good 
and harmful foods that you will find mentioned in the scriptures. 
Good Foods: Grain, Water, Herbs, Grapes, Loaves, Milk, Honey, Wheat, Venison, Corn, Fruit, Water, Butter, Meat, 
Honeycomb. 
 
Harmful Foods: Wine, Strong drink (alcohol), Tobacco, Poison, Hot drinks (tea and coffee) 



 
Scripture References: 1 Kgs. 17:11 Ex. 17:6 Alma 8:21 1 Ne. 4:7 D&C 89:8 Gen 36:9 Isa. 5:22 1 Chr. 21:20 Job 1:13 Hel. 
11:13 Ruth 2:2 Gen 27:7 Gen. 18:8 Gen. 40:10 D&C 38:18 D&C 89:7 Mosiah 22:7 Alma 55:30 D&C 89:11  Matt. 14:17 
D&C 89:14 Gen. 41:5 Deut. 26:9 Judg. 4:19 Mosiah 11:15 Luke 1:15 Isa. 24:9 Gen. 43:31 Lev. 10:9 D&C 89:9 Judg. 13:4 
Luke 24:42 1 Sam. 17:18 D&C 89:10  
 
KNOW YOUR STANDARD WORKS: The leader calls out the name of a book from the standard works and the family 
names the particular works from which it comes.   Example: Peter. Answer: New Testament.  
 
GUESS WHO YOU ARE: The names of famous scriptural or church history characters are written on small cards, one on 
each card. A cards is pinned on the back of each player. By questions that can be answered yes or no, each family 
member is to guess the name on his/her back.  
 
SCRIPTURE SHOUT: Divide into 2 groups. Group 1 picks a scripture that the family knows (maybe use the monthly 
scriptures for that year in Primary!). Yell out the scripture simultaneously, each individual shouting one assigned word or 
phrase. The remaining group has to figure out the scripture.  
 
PROPHETS: Use a bean bag to toss to the children. When a child catches it, they must name a prophet (ancient or 
modern). This can also be done by naming the temples.  
 
SCRIPTURE BASEBALL: Prepare ahead signs that say 1st, 2nd, 3rd, Home, Pitcher. Place signs around the room in the 
shape of a baseball diamond.  On index cards write approx.15 questions based on the scriptures with answers 
referenced. Difficult questions are labelled ³Home Run². Divide into teams, each with a pitcher selected who chooses the 
first question from the stack and reads it to his first batter. If the batter gives the correct answer, he moves to first base 
and the next batter is up. If the next question is also answered correctly, batters each move ahead 1 base, etc. until one 
comes home to SCORE. If a player misses a question, his team is OUT and the other team is UP TO BAT. Team with the 
highest score wins.  
 
SCRIPT-TAC-TOE: Provide a large tic-tac-toe pattern on the board. Place a number 1-9 at random in each square. 
Prepare 1-3 lists of 9 scripture-related questions each. Have several questions which only the moderator knows are 
³FREE spot² questions. When a team chooses a Free-spot question and answers it correctly, they can place their mark 
over any one unused number on the board. Divide into Team ³X² and Team ³O². Teams take turns selecting a number 
from the board and hearing the question. A correct answer gets their mark placed in that numbered square. An incorrect 
answer allows the opposing team a chance to answer the question for a point. First team to make a Tic-tac-toe in a 
diagonal or straight line wins the game. 
 



Source:  www.ldssplash.com 

WHO’S THE ANIMAL: To start the game, you need a person that is it. Everyone stands in the circle, except the person 
who is it, they stand in the middle. Put a blindfold on the person who is it. Have them say "Go" every one runs around, not 
making any clue of where they are. When the person who is it says "Stop" all the people stop in the circle again. The 
person who is it points in a direction, saying an animal. Whoever he/she points to has to make the animal noise that they 
were told. Trying not to sound like themselves. The person tries to guess the person who made the noise. If he/she 
guesses right, the person who did the animal is it, if not you just pick some one else to be it. - Maren Jacobs 

THIMBLE GAME: One person fills a thimble with water (or we use a squirt bottle). He chooses a category (colors, flavors 
of ice cream, holidays, etc.) aloud. Then he silently makes a choice from that category (blue, chocolate, Christmas, etc.). 
He then gives each member of family a chance to guess what he is thinking. The "lucky" winner gets the water in his face. 
(A thimble holds a lot more than you think!) Try this with gospel categories: Modern day prophets, Books of the Old 
Testament, Articles of Faith, tribes of Israel, etc.  - Cheryl 

FLOUR PENNY TOWER:  Materials: Flour, a Penny, a butter knife, bowl and plate. Pour flour onto the bowl. Pack it in. 
place plate on top of bowl and carefully tip the bowl over. take the bowl off. you should have a perfect nice round flour hill. 
Put the penny on top. Take turns cutting a chunk of the flour off with the knife. Try to keep the penny on the top of the 
flour. Eventually the penny will fall. The persons who made it fall has to pick the penny up with their teeth (no hands 
allowed).  

GOLDEN PLATES PRACTICE: Buy copper plates at a local craft/hardware store. Find a metal stylus and use this to etch 
letters on the plates. This gives everyone an idea of how hard it might have been to record events of "gold plates".  

SCREAMING TOES: Everyone stands up. Get in a circle. Everyone chooses someone and looks at their feet. Everyone 
yells, "SCREAMING TOES!" then looks at the persons face. If they're looking at you, SCREAM! Step out of the circle. The 
last two people in the circle wins!  

FOLLOW THE STRING: You will need lots of string! For every family member have sting, and make them all start at the 
same place. Then make each person's string go it's own direction around the house. Each person follows there string until 
they can find the end of their string. At the end you and place a prize. This is very entertaining for the whole family! My 
mom used to make it easier for the younger kids and pretty hard for the older ones! Like going under rugs and through 
cabinets. I hope you enjoy it as much as we did! 

MARSHMALLOW MANIA: Have a bunch of Questions and a bag of marshmallows ready. If someone answers a 
question correctly, throw a marshmallow at them. The next correct question throw two, and so on. before long everyone 
will be throwing marshmallows and having a great time. 

YOU’RE DEAD (MURDER IN THE DARK): You get some pieces of paper, write "it" on one of them and crumble them 
up.  Then every person takes a piece and if you get the one with IT on it then you are IT.  Everyone sits in a circle and 
holds hands. IT can wink or squeeze someone's hand to "kill" them. If someone is killed, they leave the circle. IT tries not 
to be caught. If someone in the circle guess who IT is, they win. If they guess wrong, they die. If It kills everyone IT wins. -
  Sophie, age 7 

BUTTON, BUTTON, WHO HAS THE BUTTON?: We play button button who has the button. For those who may not 
know the game I will explain. All you need is a button. Everybody sits in a circle. One person in the middle is 'IT'. The 
button gets passed around in a concealed manner. Of course, one person must hold onto the button without passing it. 
The others must pretend they are passing it. After all have passed (or not) 'IT' must point out the person with the button. 
That person becomes 'IT'. (contributed by Caryn Stapp) 



BIG TOE WRESTLING: Everybody takes off their shoes (socks too, if you're a close family) and sits on the floor. One 
person is 'IT'. He/She must try to grab at big toes of other family members. If a big toe is held that person is 'IT' or out, 
whichever. (Warning, be careful of playing with teenage boys...very rough and stinky feet.) (contributed by Caryn Stapp) 

DON’T EAT PETE: A fun game for the young and the old! See www.ldssplash.com for more details and chart. 

SABBATH CHARADES: Act out things to do and not to do on the Sabbath. Cut out these actions, place them in a hat 
and take turns acting them out. (add more of your own if you like). After someone guesses one, have them say weather or 
not it is a good Sunday activity. See who can guess the most. See www.ldssplash.com for more details.  

PIN THE TAG ON THE MISSIONARY:  Print out these pages on cardstock (printout 1, printout 2) Color the missionary, 
cut out the tags and put tape on the back of each one. Blindfold each person and see who gets closest to wear the tag 
should be.  See www.ldssplash.com for more details. 

BOOK OF MORMON GUESS WHO:  Cut out these names and put one on the back of each person without them seeing 
the name. Have each person try and guess who they are by asking yes or no questions.  See www.ldssplash.com for 
more details.  

THE MOUSE GAME: This is a simple game to make and can be used over and over. It is fun for kids and adults! See 
www.ldssplash.com for more details.  

A to Z: Sit in a circle. Go around in a circle and starting with A name a thing that Heavenly Father has given us (ant 
eaters, apples, afterlife, etc.), The next person says a "B" word and repeats the previous given word. By the end of the 
game, the last person should have to list all 26 words. 

CELESTIAL MARBLES: All you need is three marbles and small box to play this fun game.  See www.ldssplash.com for 
more details.  

MUSIC CONCENTRATION: Print out two of these pages (on cardstock if possible). Cut out the squares (make sure they 
are all the same size). Turn them over, mix them up and see who can find the most pairs. Sunday, at church, see if you 
can find all of the symbols in the hymn book. 

MAKE A FAMILY TITLE OF LIBERTY: Make a flag for your own family to fly. (Contributed by Wendy Sorenson).  See 
www.ldssplash.com for more details.  

CONTEST NIGHT: Have a night of contests, check out some ideas here.  See www.ldssplash.com for more details.  

WORD SCRAMBLE: Use the lesson you are teaching to make up your own game. Take some words out of the lesson, 
for example if your lesson is about the first vision you could use "grove" "Joseph" Prayer", etc. Scramble up the letters 
and put each one on a a piece of paper. Let everyone have a word to unscramble and have them tell how that word fit into 
the lesson. (Use short words if you can. Long words are pretty tough) 

FORGIVE AND FORGET:  The players are the game pieces in this fun game about forgiveness. See www.ldssplash.com 
for more details and printouts.  

YOU’VE BEEN SERVED: Cut out  THESE hearts. Put each players name on a strip of paper. Then have each player 
secretly pick a strip out of a hat (make sure they don't get their own. Whosever's name is on their paper, they must do a 
service for that person sometime during the week. Once the service is done, they secretly put their heart on the service 
that they did. Remember, don't tell anyone who you picked because next F.H.E they will try to guess who served them. - 
Alyssa Lumley.  See www.ldssplash.com for more details.   



WHO AM I?:  Everybody has a sticker of a Biblical character name on the back of their shirt. Everyone has to ask 
different questions to figure out who they are. - Lynnette Schetselaar 



Additional Games: 
 
http://www.homeandholidays.com (games for FHE) 
http://www.theideadoor.com/Cubs/cub_games.htm Cub Scout Games (some are applicable to FHE) 
http://www.sugardoodle.net/joomla/index.php?option=com_content&task=view&id=1323  Scripture Taboo 
http://www.sugardoodle.net/joomla/index.php?option=com_content&view=article&id=238 - Games 
 

Games in the Friend: 
 
Find the Blank  Games: 

• Corliss Clayton, “Family History ABCs,” Friend, Feb. 2002, 24.  
• Janet Peterson, “New Testament ABCs,” Friend, Apr. 1983, 37.  
• Janet Peterson, “New Testament” ABC’s, Friend, Jan. 1991, 24.  
• Marianne T. Bates, “Old Testament ABC’s,” Friend, Jan. 1990, 25.  
• Janet Peterson, “Book of Mormon ABC’s,” Friend, Aug.–Sept. 1981, 33. 
• “Book of Mormon ABC’s,” Friend, Feb. 1988, 24.  
• Marianne F. Bates, “Doctrine and Covenants ABC’s,” Friend, Oct. 1989, 24.  
• “Susan’s Scripture Game,” Friend, Mar 1991, 35. (story and game) 
• Church Words and Phrases Game” July 1991, 26.  
• “Wintertime ABC’s,” Friend, Jan. 1980, 23.  
• “LDS ABC Game,” Friend, Mar. 2000, 23. 
• “The ABC’s of Missionary Work,” Friend, May 1989, 23.  
• “Prophets ABC,” Friend, June 1995, 11.  
• “Temple ABCs,” Friend, Sept. 1993, 42.  
• “Easter ABC Fill-in,” Friend, Apr. 1996, 23.  
• “Sports ABCs,” Friend, Sept. 1996, 14.  

 
Matching Games: 

•  “Conference Matching Game,” Friend, Apr 2006, 12–13. 
•  “Sharing Time: Let Your Light Shine,” Friend, Oct 2000, 42. 
•  “Sharing Time: I Will!,” Friend, Sep 2004, 35. 
•  “Parable of the Sower,” Friend, Oct. 1999, 13. 
•  “Latter-day Prophets Matching Game,” Friend, Nov. 2003, 46. 
• “Heavenly Father’s Plan,” Friend, Jun 2003, 46. (sheep and goats game) 
•  “Sharing Time: Temples throughout the World,” Friend, Apr 1993, 35. 
•  “Sharing Time: Choices and Gospel Guideposts,” Friend, Feb 1989, 12. 
•  “Church History Matching Game,” Friend, Aug. 2005, 26. 
•  “Sharing Time: A Day with the Bishop,” Friend, Jul 1989, 44. 
• “Prophets Teach Me to Strengthen My Family,” Friend, Oct 2004, 40. (prophet matching game) 
•  “Sharing Time: The Prophet’s Example,” Friend, Nov 2000, 8.  (latter-day example of believers game) 
•  “Sharing Time: Pioneers and Temples,” Friend, Jul 2002, 47.  (first temples matching game) 
•  “Sharing Time: Keep the Commandments,” Friend, Apr 1994, 12. (following the prophets helps us keep the 

commandments game) 
•  “Sharing Time: The Fruits of Faith,” Friend, May 1984, 39. 
•  “Sharing Time: Jesus Christ Shows Us the Way,” Friend, Mar 1999, 14. (Jesus shows us the way game-grow like 

a plant) 
•  “The Lord Speaks to Us through Prophets,” Friend, Nov 2004, 24–25.  (prophet’s council in old and latter times) 
•  “Articles of Faith Matchup,” Friend, Oct 1996, 25. 
•  “Old-Testament-People Games,” Friend, Nov 1998, 47. 



•  “Animal Matchup,” Friend, Feb. 2006, 35. 
• “The Golden Plates,” Friend, Jan 1973, 10. (golden plates match-up) 

 
Gameboard Games: 

• “Journey to the Temple,” Friend, Sep 2005, 24–25.  
• “Pioneer Puzzle Game” Friend July 2004, 24.  
• “Road to a Happy Family,” Friend, May 2002, 24  
•  “Keeping Our Baptismal Covenant,” Friend, Oct 2006, 24–25.  

“Paul’s Mission,” Friend, Jul 2006, 24–25, 27.  
•  “Sharing Time: Follow the Prophets,” Friend, Aug 1993, 36.   
• “Noah’s Ark Game”, Friend, June 1998, 24-25, 27, 39. 
•  “March of the Mormon Battalion,” Friend, Jul 2002, 24–25 
• “Walking Where Jesus Walked,” Friend, Feb 2003, 24–25 
•  “Exodus Game,” Friend, Nov 1990, 27 (need actual Friend to see gameboard) 
•  “A Visit to the Zoo,” Friend, May 1983, 25 (need actual Friend to see gameboard) 
• “The Life of Joseph Smith,” Friend, Jun 2003, 24–25 (not actual game but you match pictures to where they 

happened on the map) 
 
Games:  

• “Sharing Time: The Gospel Is Restored,” Friend, Feb. 2003, 46. (Articles of Faith Matching Game) 
• “Family Home Evening Bingo” Friend September 2001, 28-29. 

“Pioneer Games Friend February 1989 p. 46. 
• “Temple Preparation Game” Friend November 1993 p. 35. (Bingo game) 
• “I Have Family and Friends” Friend May 1989 p. 46 (BINGO board to write names) 
• “Article of Faith Match-up” Friend October 1996. 

“Happy Family Game,” The Friend (Liahona), Feb. 2004, F13 
• “Button Toss,” Friend, Jan. 1980, 16. 
• “Scripture Pictures,” Friend, August 1989, 5. 
• “It Makes them Happy” Friend December 2006, 42. 
• Samoan Games and Toys Friend January 1975, 38. 
• Turkey Shoot/Turkeys and Pilgrims Friend November 1972, 22. 
• Laurel Rohlfing, “Sharing Time: I Have a Family and Friends,” Friend, May 1989, 46 (Bingo game) 
• Jan Pinborough, “All Over the World: A Matching Game,” Friend, Sep 2003, 24–25 (matching game) 

 
Hunt Games (Treasure or Scavenger):  
“Family Night Treasure Hunt,” Friend, August 1997, 5.  
“Pioneer Treasure Hunt,” Friend, July 1994, 46. 
“Family Treasure,” Friend, July 2000, 38.  
“Puzzles and Games,” Friend, March 1972, 26. 
“Sunday Box Game,” Friend, February 1984, 16. 
“Scripture Pictures,” Friend, August 1989, 5. 
“Books of the New Testament,” Friend, April 2000, 14.  
“It Makes Me Happy,” Friend ,December 2006,  42 (about Joseph Smith and playing games quote) 
“Family Treasure,” Friend, July 2000, 38. 
 
  
 
 

 
 



Grab Bag Game: (For clipart for all grab bags - http://tinyurl.com/y9kkj3f) 

 
“New Testament,” Friend, February 1999, 24-25. 
“Old Testament,” Friend, February 1998, 24-25. 
“Doctrine and Covenants,” Friend, March 2001, 24. 
“Book of Mormon,” Friend, February 2000, 24-25. 
  

Other Helps:  

FHE Resource Book p. 265-339 
  

Other Games: 

http://www.preschoolprintables.com/filefolder/filefolder.shtml File Folder Games 
http://www.lds.org/library/display/0,4945,31-1-15-1,FF.html Games and ideas for FHE 

 


