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Name that Scripture

Divide into two teams.

One member from each team starts. They take turns saying how many words they can "Name that Scripture" in until they don't want to go any lower.  Whoever goes lowest gets the clue. I read the scripture in that many words and if they name it correctly, they get the appropriate number of points.  If they can't, the other player gets a chance, and if neither can, I add a word. For each added word, they get one less point for identifying the correct scripture.

They say they like this game alot.   As they get more familiar I am going to change the rules.   Such as:

- can't use the first five words of the scripture

- name that scripture using one of the definitions such as the doctrinal teachings or personal application.

I used to have one member from each team come forward.  But recently I changed. No teams just a new challenger comes up to the winner. They try to knock out the standing winner. It works great with a smaller class.  They really get into it.

Variation:


I will read a clue, such as the historical information on the back of the card.  The kids will then name how many words it will take them to name that scripture.  The other team can then either let them name the scripture or reduce the number.  I will then read that number of words and let them name the scripture.  The game is played in teams with one person as the spokes person or captain.  I plan to make a board with the words name that scripture on the poster board with slots behind each letter to hold the clues.

Pictograph 

Memorization technique: 

Write scripture, substituting drawings for words.  For example, D&C 25:12. 4  my soul  D-(light bulb)-eth  N  the (musical staff)  of the (heart), yea, the  (musical staff)  of the righteous is  A (stick figure praying)  un-2  me,  & it shall (bumble bee) answered with  A  blessing upon their (smiling faces, complete with hair).

Variation:

At the first of the year on Fridays I pass out a piece of 9x12 inch art paper to all the students. (I buy an inexpensive art pad at the local discount store.) I assign each student a scripture mastery scripture to draw. I tell them that they need to keep the pictures simple. In fact too much detail can take away from the idea. I want them to give us a visual image of the scripture. they are to incorporate the reference into the picture some how. This is easy for any Nephi scripture, we use knee-high socks. So if the scripture is in 1Ne. someone in the picture has on knee socks and only one is up. The other one is slipped down. For Alma we use an owl. And for Ether we use an Easter basket.

One of my daughters is an art student. We always loved her ideas, very creative. But the ideas of the students who didn't think they were very creative were very good. One of my favorite was for Alma 41:10. Wickedness never was happiness. This student drew a simple witch with a smiling face.  He then drew a large "Not" sign over the top of it. He had drawn an owl in one corner and the # 41 & 10 somewhere on the picture.  The idea is that witches are wicked therefore they can't be happy.

Since the largest class I ever taught has only had 6 students, we will do this for several weeks until we have a picture for every scripture. I even draw my share. No one gets out of it. And if someone has a hard time coming up with an idea we all help. Everyone has to explain their picture and how it relates to the scripture. It is great fun.

A few hints: they need to make sure all numbers in the reference are easily seen and understood at a glance. Also make your picture large enough to fill the page. Both of these are so that the pictures can be identified from across the room. We will spend several weeks just holding up the picture and having the students say the reference then we will start searching them in the scriptures. Usually by Christmas time we don't need the pictures because when I give the clue they can see the picture in their minds and know exactly where to find it.

By doing this the SM Scriptures will get their own names. All my students from 3 years ago know that the WHAMO scripture is Ether 12:26 -- then will I make weak things become strong unto them. Picture this: a 98 pound weakling on one edge of the page and a big muscle builder on the other. Both are dressed the same. In between them is the word WHAMO with all kinds of motion signs. Wouldn't it be nice if our weaknesses could be changed so easily.

Pit

Pit is a commodities (corn, wheat, rye, etc.) trading game.  There are 9 cards of each commodity plus a bull and a bear.  You get out as many different commodities as there are players, ie. if there are 6 players, you get 6 different commodities, plus the bull and the bear.  The dealer shuffles the cards and passes them out.  All players except for the 2 players on the dealers left (if s/he dealt to the left) should have 9 cards.  The 2 players on the left will have 10 cards (they need to remember that they have an extra card!).


The object of the game is to collect all the cards of one commodity.  So, when the dealer is ready, s/he calls "Market's Open".  This is where the fun begins!  Players trade their commodities by offering a certain number of cards, ie "two, two", or "three, three".  The cards they trade have to be the same, ie. 2 wheats, or 3 corns. However, they can add the bull or the bear to the trade.  When one person gets all 9 cards of one commodity, they yell "Corner on _____", whatever commodity they have.

The Bear is always bad.  You always want to get rid of that.  The Bull can be good--for example, if a player has 8 corns, plus the bull, s/he can win that round.  You keep track of the points by the point value which is on the card (only the player who gets the "corner" gets points).  The players with the bull and the bear (unless the bull helped the winner) get -20 points.

I went to our local Wal-Mart and they did not have the game, so I made it up using my husband's old business cards.  If you have a Toys R Us close by, or another good toy store, you may want to check there--if you want the game.

For the scripture mastery version, I cut 3 x 5 index cards in half and divided each scripture in nine parts and wrote one part on each of 9 cards (a total of 225 cards).  I put a number on the top of each card corresponding with the verse (1-25) so they could recognize matches easily (you could put point values on the cards).  They play exactly the same as regular "Pit", but when they get a "corner" on a scripture, they have to say the reference and then say the scripture.  I haven't been keeping track of points with the scripture version--they don't seem to mind.  Also, this morning after the first person got the "corner", I continued the game until someone else got a "corner".  That way more are able to get a "corner".  My 2 seniors seem to win a lot and I want to give the others a chance.

It does a great job of waking them up!

Pioneer Trivia Game

Play game classtime following lesson 7-4-4. Game probably takes most of a classtime. Version of Bloody Knuckles game.

Based on information from book "Pioneer Trivia, 1000 and One Questions to Try Your Pioneer Savvy," published by Pioneer Pride, Provo UT.

Divide class into 2 teams. Move all tables, chairs, etc out of the way. Divide chalkboard into 1/2 vertically; chalk for both teams in chalk tray. Masking tape starting point on floor (to run towards chalkboard). Give each team envelope of answers; they spread all answers out making it easier to scan them looking for correct answer; there are 3 wrong answers included to test teams' knowledge.  Candy prizes for both 1st & 2nd place teams.

Make copies of answers on cardstock (a different color for each team); cut apart; (laminate if you like); put each set in an envelope.

Questions (with answers) for teacher are below.  Teacher reads question; each team chooses a correct answer; team's designated runner (they take turns) takes answer and goes to chalkboard to mark an X in team's section; then brings answer to teacher to see if answer is correct.

1 point for whichever team is first to mark X on chalkboard with correct answer.  (If X doesn't cross; it doesn't count; no extra score.) 1 point to (both) teams if they have correct answer; keep running score on chalkboard.

ANSWERS

2 hour mid-day rest stop

10

24 July 1847

70 degree hot springs

84

360

500

2000 miles

18,000 square miles of sand hills

80,000

beehive

birth of his son

buffalo chips

Buchanan's Blunder

bugle

California

Civil War

cool Brigham Young's mountain fever

ear of corn grown & ripened in SL

Valley

handcarts

horses

improving the roads

keep it away from U.S. Army

make ice cream

odometer

pay by the pound for his lady-love

Porter Rockwell

pullman pioneers

record it in their journals

relied on Lord

right to vote

rocky hills

sand

seagulls

sego lily

sign their names

slower than walking:  2 MPH

snowball fight

so they didn't anger Indians

speedometer

Tabernacle Choir

threat of Johnson's Army

water, grass, wood

west
Teacher's Questions (with answers).....

Teacher reads question.  Each team chooses a correct answer.  Team's designated runner (they take turns) takes answer and goes to chalkboard to mark an X in team's section, then brings answer to teacher to see if it is correct.

1 point for whichever team is first to mark X on chalkboard with correct answer.  (If X doesn't cross, it doesn't count; no extra score.)

1 point to (both) teams if they have correct answer. Keep teams' running score on chalkboard.

1.  After the pioneers crossed the Continental Divide, which way did the streams run?  (west)

2.  The barren Nebraska prairie was a far cry from the lush eastern forests they were used to.  What did pioneers do when they saw a big tree?  (record it in their journal)

3.  What was the most difficult terrain for animals to pull pioneer wagons through?  (sand)

4.  What instrument measured the distance the pioneers traveled? (odometer)

5.  What woke the pioneers up each morning?  (bugle)

6.  Which was faster - covered wagons or handcarts?  (handcarts)

7.  Where did Samuel Brannan want Brigham Young have Church members settle?  (California)

8.  Who was known as the "Destroying Angel?"  (Porter Rockwell)

9.  Why did Mormons burn down Fort Bridger in 1857?  (keep it away from U.S. Army)

10.  How many men were in the Mormon Battalion?  (500)

11.  What was the average speed of the pioneer wagon trains going west?  (slower than walking:  2 MPH)

12.  What musical group was organized by Brigham Young?  (Tabernacle Choir)

13.  When did Brigham Young arrive in the Salt Lake Valley?  (24 July 1847)

14.  What object does the Church use to symbolize hard work, industry, and self-reliance?  (beehive)

15.  What saved the 1848 spring harvest from crickets?  (seagulls)

16.  Utah was one of the first states or territories to give women what privilege?  (right to vote)

17.  How far did the Mormon Battalion march?  (2000 miles)

18.  What ultimately caused the removal of army troops from Utah in 1861?  (Civil War)

19.  In pulling the pioneer wagons, which animals (horses, mules, or oxen) tired the quickest?  (horses)

20.  How many Saints crossed the plains before the trans-continental railroad was finished in 1863?  (80,000)

21.  In 1856, why were the pioneers forbidden to kill buffalo?  (so they didn't anger Indians)

22.  When wood wasn't available, what did the pioneers burn in their fires?  (buffalo chips)

23.  Sending a federal army to Utah, after the U.S. President heard and believed false reports, was called what?  (Buchanan's Blunder)

24.  One pioneer entertainment was called a "weight party."  What was each man required to do?  (pay by the pound for his lady-love)

25.  The Fort Leavenworth paymaster was very surprised at what every one of the Mormon Battalion could do. What was it?  (sign their names)

26.  What edible root did the Indians tell the pioneers about to help them survive the first winter in the valley? (sego lily)

27.  What did the first pioneers spend a lot of time doing in the Rocky Mountains?  (improving the roads)

28.  What motivated William Clayton to write the song, "Come, Come Ye Saints?"  (birth of his son)

29.  What is the total number of handcart companies that made the trek west?  (10)

30.  At the beginning of the pioneer trek, William Clayton kept track of miles traveled by counting the revolutions of a wagon wheel.  How many revolutions equalled one mile?  (360)

31.  What frequent obstacle did the pioneers face in west central Nebraska?  (18,000 square miles of sand hills)

32.  What was the "emigrants laundry tub" outside Fort Laramie?  (70 degree hot springs)

33.  What were the three important items the pioneer Saints needed to find each night on the trek west?  (water, grass, wood)

34.  Most non-LDS wagon train companies hired Oregon guides.  Why didn't the Mormons?  (relied on Lord)

35.  What was "nooning" on the trek west?  (2 hour mid-day rest stop)

36.  What did several pioneer companies do to amuse themselves June 25, 1847, before entering South Pass? (snowball fight)

37.  A pessimistic Jim Bridger offered to pay $1000 for what?  (ear of corn grown & ripened in SL Valley)

38.  In 1856, what percent of the 4,395 foreign immigrants were from the British Isles?  (84)

39.  What were the pioneers called who travelled west by railroad? (pullman pioneers)

40.  Why didn't any handcart companies travel in 1858?  (threat of Johnson's Army)

41.  On July 4, 1847, George A. Smith rode to the mountains and gathered some snow.  Why?  (make ice cream)

Piggies in a Pen

Prep:

With masking tape, mark a square (you decide how big, mine is approx. 3' x 3') on the floor. (for two teams make two equal sized squares) I "opened" one half side of the square to make a "gate". Prepare 25 chase clues.

Rules:

Do a normal scripture chase. Give the clue and say "pigs in a pen". When they find the scripture, they have to enter in through the "gate". I  count to ten and then the pigpen gate closes.  Some find the scripture before the count is over, but often the pen is full and no more piggies can fit (they get very creative at this point). They have to have their scriptures with them as they run into the pen. While they're in the pen, I ask them to recite from memory the scripture. They do pretty well with that. Of course, the piggies are given a treat at this point.

They love seeing how many piggies they can get into the pen.  I really think they just love the body contact! I have 18 in my room and we feel like piggies in a pen as it is. My table and podium are right in the middle up front, so I couldn't put my pen in the middle where it would be most fair for everyone. Therefore, I have two pens, one on each side of the room. The two different groups compete to see who can get more piggies into their pen.

Prove it wrong!

Prepare enough statements for each student to have one.  The statements are somehow incorrect.  Give a page reference from the scriptures for them to find the correct information) Make a handout for each student with one of the statements on it with these instructions:

"Correct the statement below.  When it's your turn to report to the class, read the CORRECTED statement (not the wrong one) and the scripture reference that substatntiates what you wrote.  Scan the page listed to find your answer (which might be in the section heading, verses synopsis after the heading, or verses)."

I mixed the order of the statements when I distributed them so that students sitting next to each other weren't looking in the same scriptural vicinity.  This encourages more individual work.  3 minutes to do assignment.

Puzzled 

 Memorization Technique: 

Write scriptures on large 18x22 newsprint paper, or on an 8 1/2 x 11 cardstock, and cut into puzzle pieces.  One puzzle per zone.  Zones put puzzles together correctly.  Then each zone chooses one puzzle piece to turn over (so the words are facing down) and recites aloud together the scripture - supplying the missing words.  Zones turn over another puzzle piece.  Repeat until all puzzle pieces are turned over.

Roller Ball

Prep

1. In a room clear of all furnishings, make a 15 foot line of masking tape about 4 feet away from the outside wall.  This was where the class members sit with their scriptures.  I had bought 16 small multicolored nerf balls at Toys R Us

2. Place a second 15 foot line of masking tape about 3 feet from the first.

3. About 15 inches from that put a third 15 foot line.  If a ball stopped in that space, they would get one point.  (we marked a 1 with tape.)

4. Make a second space, but make it narrower, about 8 inches.  That space was worth 2 points.

5. Then a third space following the 2 point space, worth 1 point again.  The concept being it is harder to get the ball into the middle space.

To play:

1. Students line up behind the first line with their scriptures

2. All body parts have to be behind the first line.

3. I randomly gave out the balls.  I then declared all the red balls were one team, the blues another, greens

4. another, and since I only had 14 today, I put one yellow on one team and the other yellow on another.

5. (Life isn't fair, I said.)

6. I gave the clue, said chase, and set my timer for 30 seconds.  Each person had to find the scripture and

7. then roll the ball. No blowing.

8. Balls on the line are determined by teacher as to which square they are in.

9. Tally points based on where the balls are after all the balls have rolled.

10. It is fine if a later ball knocks another ball into or out of a particular square.

11. When the timer beeped, we checked the scriptures, and then counted the points up.

Fellow seminary teachers -- this was a blast.  Speed was not important as long as a student could find and roll in 30 seconds.  (Looking at another's scriptures was deemed to be ok.)  Finding the scripture was important, but the creative skill mustered to get their nerf ball into the correct space was fascinating.  I allowed 20 minutes for this game and it was the right amount of time.

Here is a diagram of the floor:

------------------back wall of church ----------------- 
4' where class members sit with nerf balls and scriptures

-----------------tape------------------------------- 

3' between these two rows of tape

-----------------tape--------------------------------------- 
1 point for ball stopping in this 12 inch space

-----------------tape-------------------------------------- 
2 points for ball stopping in this 8 inch space

-----------------tape-------------------------------------- 
1 point for ball stopping in this 12 inch space

-----------------tape------------------------------------- 
I stood here and kept score on the chalk board

--------chalkboard, wall of room next to hall-------

Run For It

Each team has their own set of scripture mastery cards all 25.  They are divided equally between all team members.  Each person being  esponsible for the scriptures on their card.  We go into the cultural hall each team sitting in a chair with their team on the baseline of the basketball court.  Then on the opposite baseline is the rolling chalkboard with a division for each team and  a piece of chalk for each team.  I start reading the actual scripture anywhere in the scripture.  When the team member recognizes that it is his scripture he or she runs to the chalkboard and writes the scripture reference including verse.  (It must be legible)  The first one back in their chair is the winner.  Great fun and gets the blood pumping.

"Resurrected Man" (or Woman) ...

I've done this 2 ways:

1) on the chalkboard (moves fast, can be a quick 5-10 minute review)...using blue & pink chalk, I draw a puffy cloud at the bottom of the board (one in pink, and one on the other side in blue).  I call out a clue and if a boy gets it: I "resurrect" (draw in) a head, etc. and same with girl.  It's amazing how much interest this generates.

2) Write "Resurrected Man" or "Resurrected Woman"  on paper (pink/girls; blue/boys), draw puffy cloud at bottom, with directions for "order of resurrection" below.  Call out a clue and if they find it within a certain time limit (say 15 seconds) they "resurrect" themselves as follows: head, body (triangle for girl, upside down triangle for boy), arm, arm, leg, leg, hand, hand, foot, foot, hair....of course you can add fingers, toes, even hats/ribbons on head if you've time.  If you want to, you can declare "winner" = whoever gets "most" resurrected.  (I usually have a time limit: say 15 or 20 minutes for the whole game).

Riding the Bus

We line up chairs in the cultural hall, in two rows, beside each other.  When they are set up, it's like riding a bus. I read the clue, and let them chase.  They only compete against the person sitting beside them.  When they get the scripture they place their hand on the other person's scriptures.  Those who win move forward one seat, and those that lose move back one.  I run a tiebreaker for any ties.  They especially love this game when our CES supervisor comes to class.  They like the chance to try to beat him (which they sometimes do).  I don't play it frequently - maybe 4 times in a year - because of the reverse psychology of those students who will automatically head for the back of the bus.

Variation:

After the clue is given, the students race to find the scripture.  The first one with the scripture, stands up and remains standing, until each group of two- has one standing.    Then the teacher says something like "Move up to the front of the bus" (However, the persons at the front....THE DRIVER and SHOTGUN are different. If the driver loses, he goes to the back of the bus, and shotgun drives. If the driver wins, he holds his position as driver, and shotgun goes to back of bus.)

In our class, we try to have whoever CAN, hold his/her position as the Bus Driver the longest.    Teacher (that's me) always starts at the back of the bus.....

This game requires no advanced preparation except chair arrangement: (The DRIVER is shown as an X on the left, SHOTGUN on the right)

    - - - - -

X - - - - -

Chair arrangements are like the dashes above.   Put chairs close together, because if you have 20 or more students like I do, it can take up length of room, this can also be done in the hallway, if you won't be bothering other classes.

Scripture Basketball 

Preparation 

1. Do this game in the Cultural Hall 

2. Divide into teams of 4 to 5 players (may be more than two teams) 

3. One basketball per team 

4. At least one basketball hoop (if you have at least four teams, use both hoops) 

5. All players must have scriptures 

To play:

1. Each round the teacher gives a clue to entire group

2. As soon as a team has every member find the scripture one person from that team can begin to shoot (take turns so everyone gets a chance) .

3. Points are only given for baskets --  not for finding the scripture.

4. There is a 30 second time limit from when I say "chase" to when all shooting must stop.

5. Teams can shoot until they make one basket.

6. If they make their point with time on the clock they can spend their time keeping others from scoring.

This works well with two teachers supervising -- this has really been less of a free for all and more of a fun activity -- with anticipation and preparation in advance of these days resulting in a lot of learning. I know those ems teachers who meet in their homes feel sorry for those of us who meet in the building -- but some days I really love a "cultural hall" with a few balls bouncing and a whistle around my neck.  At 6 am.

Scripture Mastery Activity Day

Just before the Thanksgiving 3-day break, we had a successful Scripture Mastery Activity that included 5 classes and about 70 students.  There could have been close to 100, but they knew what we were going to do so some stayed home.

We had 10 activities in 10 different room in our stake center.  First of all we all met together to receive instructions and the handout papers.  They could get into teams of 4 or less and the only thing they ever had to write on their papers was the scripture references.  The papers were stapled together and one rule was that they could not separate the papers and go to the different rooms separately.  They could separate inside each room and gather the answers and write them on the one paper,  but they had to stay together as a team going from room to room.  They could take their scriptures only, not the cards or the book mark.  We rang the bell about 3 minutes before the end so they could gather again and turn in their papers.  This was on Monday, then on Tuesday we announced the 5 top winning groups and gave them certificates, plus we gave all participants a candy bar.  There were about 6 who did not participate and we had them all stay in one room together.  They did not get a candy bar.  boo  hoo.  Here are the activities as we called them for the 10 rooms:

#1 Room    had pictures and they had to decide which picture went with the correct Scripture Mastery

#2 Room    Key Words were written on papers on the walls.

#3 Room   Doctrinal Teachings on papers on the walls from the cards.

#4 Room  Statements and Questions were made up by a teacher

#5 Room  Scriptures with no vowels

#6 Room   Taped Music.  A song for each Scripture Mastery on a tape.

#7 Room  5 words in a row from the scripture chosen at random

#8 Room  Objects.  Different objects to guess which goes best with SM

#9 Room  1st letters of the 1st 20 words of each SM

#10 Room  Cross References written on papers on walls to try and see which SM they matched.

We felt that this was a success and we will probably do it again in about March when things start to drag.   Each room had a person like a parent to be there so that nothing got messed up.

SEARCHLIGHTS

You need a dark room for this (and, hence, a class you can trust in the dark ;-] ). Players sit by teams in single file rows, facing the front, with D&Cs closed. The last team member--sitting at the back of each row--is given a small flashlight (the smaller the better--tiny pen-lights would work best). Turn the room lights off, and remain at the switch. Give a scripture mastery clue. Players with lights must locate the scripture in their books then pass the searchlight forward for the next player to use, and so on. The first team to pass the light all the way to the front and shine it at you wins the round. Immediately turn on the room lights. Teams score points according to how many players have their books open to the correct scripture. The fastest team wins bonus points for finishing first, but only if every player on the team has found the correct scripture. There must be no talking or hinting when it's dark, and when the lights come on, everyone must raise their arms in the air. Anyone touching their books after the light comes on loses points for their team. After each round, players rotate so that the player in front is now at the back.

For classes you can't trust in the dark, use a ball or an "iron rod" or other object that could be passed from back to front. Players can't open their books until the object is passed to them, and upon passing it, they must raise both hands in the air. The first team with all hands in the air, wins. Score as above.

Scriptures Mastery "Stocking Stuffers" game (with objects)

* Christmas stockings (those large red ones with white furry cuffs) as many as you need: one  per team.

*  25 object "clues" (objects we've already identified, right?  for the "bag" thing? or see list below for ideas)  split them up evenly between socks (object needs to be small enough to fit).   Be sure to mix the objects up between stockings so they aren't sequential.

Scriptures Mastery "Stocking Stuffers" game (with objects) - Continued

*  Game rules: "hang stockings" (need to be equidistant from each team), on doorknobs, etc. Game plays as a relay:  allow a certain amount of time (if you have 45 minutes of class, and allow for a few minutes of explanation and team set-up (although I have the chairs set up into teams before class so they basically divide themselves up when they sit down)...and ap. 5 - 7 minutes to close (review answers, designate winning team, etc.).  Let's say you've got about 35 minutes of actual "play time" and 4 teams > divide 4 into 35 = 8 (yes, I know that's only 32, but you'll need some "rotating" time also) minute segments.  When you say "Christmas Morning!" (or the less exciting "Search!") the first person on the team (chairs are one behind the other) runs to their designated stocking, pulls out  a "stocking  stuffer" object, runs back to his team, where they identify the "object"  (write object on scorecard) and the SM reference they believe it refers to (teacher's list is the "final answer list" or you'll have kids stretching every object to fit any reference!).

Only when this info is recorded, does the next person take the identified object,  run back to the stocking, stuff it back in, and pull out another, whereupon he runs back to his team, etc.  When the timer (you need a timer, or a bell & a  very careful clock watcher) rings, all play stops.  Any objects out must be returned unidentified immediately and all teams rotate quickly to the next team's chairs & stocking...Again, on "Go" (or whatever)  the teams resume play.

"Bonus" object: with 25 objects, unless you have 5 teams, you're going to have a "leftover"...so, if you do: put it in a bag on your desk/table and if any team has identified all the objects in their stocking within the 8 minutes, and have time available, they can then come to the table & peek into the bag and try & identify the "bonus" object for extra points.

Game ends after all teams have completed all rotations.  Review answers, (from your sequential list of objects/references...I would identify the object and ask for reference from  the class) with 1 point being given for each one that is correct.  "Bonus object" is worth 5 points.

Sample scoresheet follows: (sorry, I know the "formatting" is messed up.. but it all fits on one page)
SCRIPTURE MASTERY

"Scripture Stocking Stuffers"

Scoresheet

Team Name:______________________

Object:

SM Reference:
POINTS:

1.  ________
__________
______

2. ________
__________
______

3. ________
__________
______

4. ________
__________
______

5. ________
__________
______

6. ________
__________
______

Object:

SM Reference:
POINTS:

7. ________
__________
______

8. ________
__________
______

9. ________
__________
______

10. ________
__________
______

11. ________
__________
______

12. ________
__________
______

Object:

SM Reference:
POINTS:

13. ________
__________
______

14. ________
__________
______

15. ________
__________
______

16. ________
__________
______

17. ________
__________
______

18. ________
__________
______

Object:

SM Reference:
POINTS:

19. ________
__________
______

20. ________
__________
______

21. ________
__________
______

22. ________
__________
______

23. ________
__________
______

24. ________
__________
______

Bonus "stocking stuffer"

Object:

SM Reference:
POINTS:

25. ________
__________
______

TOTAL POINTS THIS TEAM:_____________

Nancy's D&C "object" list: (fit into stockings)

1)      JS-Hist 1:15-20 > First Vision : pair of glasses ("sun"glasses work great!) w/ "20/20" or "#1" on lenses

2)      D&C 1:37-38 > Search the Scriptures: magnifying glass attached to small scriptures

3)      D&C 8:2-3 > Spirit of Revelation:  I used a small balsa wood heart box (can get at craft store) and had one of those miniature key-chain lanterns that really light up (ON) inside! (or: heart (&brain?) w/small penlight attached)

4)      D&C 10:5 > Pray Always: kneepad/s (little kid's size) (I actually used a plastic bag that had disposable shoulder pads in it, took out the printed info and inserted my own: "KNEE PADS": can be used CONTINUALLY > morning, noon, and night!")

5)      D&C 14:7 > Eternal Life/Greatest Gift: mini-present with tag "BEST"

6)      D&C 18:10,15-16 > Worth of Souls:  shoe with dollar bill and question marks  glued on sole (rubber flip-flops work well)

7)      D&C 19:16-19 > Repentance, Suffering: "I'm sorry" greeting card w/"Ouch, That Hurts!)  written inside

8)      D&C 25:12 > Worthy Music: Tab Choir or classical cassette w/halo attached (shiney gold (tinsel) pipecleaner)

9)      D&C 58:26-27 > Agency For Good: missionary name tag, or "to do list" pad (with: pay tithing, say prayers, etc. written & checked off) or if you want to go with the "anxiously engaged"part: a fake diamond with a note that says: "Oh! is this the RIGHT one!!!?????!!!!! What if I'm WRONG!!!!!??????)

10) D&C 58: 42-43 > Confess & Forsake: "kiss" imprint(put lipstick on and kiss blank index card, put "+"  and a stop sign

11) D&C 59:9-10  > Sabbath Day: Sunday program from church

12) D&C 64:9-11 > Forgiveness of Everyone: #490 on doll identified as "everyone" (or "70 x 7" if you think it'd be easier)

13) D&C 64:23 > Tithing: dime (I had a large plastic one)

14) D&C 76:22-24 > Christ Lives:"fake cave with small sign "He is not here" (or pic of cave w/little sign attached)

15) D&C 82:3 > Much Given, Much Required:cornucopia w/food, etc. glued in (note: this was my "too big for the stocking" object, so I made it my "bonus in a bag" one....

16) D&C 82:10 > God's Promises: rope tied in a knot around a curled pic of Savior

17) D&C 84:33-39 > Oath & Covenant of the Priesthood: gavel w/"Aaronic" and/or "Melchizedek" written on it 

18) D&C 88:123-124 > Righteous Living: alarm clock with post-it note: SEMINARY STARTS AT 5:55 (or whatever)

19) D&C 89:18-21 > Word of Wisdom Promise: small forbidden sign (black circle w/diagonal line) over pic of cigarette, etc.

20) D&C 121:34-36 > Priesthood Power, Called & Chosen: a priesthood line of authority card (chosen) attached to a small telephone (called)

21) D&C 130:18-19 > Knowledge:  book (mini-scriptures + scientific) on cloud (cotton balls glued to bottom)

22) D&C 130:20-21 > Blessings From Obedience: "law degree" (fake certificate) with various blessings attached or listed

23) D&C 130:22-23 > Godhead: bone with #1, #2 on it and then a "ghost" (white napkin tied over tootsie roll pop) with #3

24) D&C 131:1-4 > Celestial Marriage: small plastic wedding bells w/small pic of temple (sticker on tag works) attached with white ribbon

25) D&C 137:7 - 10> Heirs of Celestial Kingdom: small earth/globe with house/people glued on

SEARCH WARRANT 

This game is non-competitive. On a master sheet, print "Search Warrant" at the top and put blank lines on the page, enough for all students to write their signatures on. Make as many copies as there are students, and write a different scripture mastery clue on each "warrant."

The object of this activity is for each student to collect the signature of every other student. They do this by 1) pairing up with each other, 2) locating the scripture according to the clue on the other student's warrant, 3) signing the other's warrant, signifying that they've found that scripture, and then 4) moving on to the next student. This isn't done in any kind of order, rather, students freely mix and mingle. This isn't a race to see who can collect all signatures first. Students may help each other locate scriptures. Each student should locate his own scripture first and sign on the first blank of his own warrant.

At the end, completed warrants authorize each student to "search" through a goodie bag to choose a treat.

SEARCH AND RESCUE

Put a tape strip on the floor at either end of the room. Designate one end of the room as "Prison" and the other as "Paradise." Give each student a sealed envelope with a slip of paper containing one scripture mastery clue. All students (each with envelope and personal copy of D&C) stand on the "Prison" side of the room behind the tape ("lost souls"). They stand grouped by teams, except for one player from each team. These stand behind the tape on the "Paradise" side. Play begins when the teacher calls "Search and Rescue!" The players in "Paradise" then rip open their envelopes and find the matching scripture in their books. Upon finding it, each player runs to the "Prison" and "rescues" one teammate by tagging them and racing with them back to "Paradise." Once in "Paradise," the new player now opens his/her envelope and both players locate the new scripture in their books. Upon finding it, the pair rescues a third teammate from "Prison." Now all three must locate the scripture in the new person's envelope. Play continues with all team members locating scriptures and racing back and forth. The first team to rescue all its members from "Prison" wins.

With a small class you could play against the clock and try to beat previous times.

Instead of envelopes, you could fold sheets of paper, and extract promises from students not to peek! Or, you could stand in "Paradise" with a bag of clues for each newly rescued player to draw from.

Scriptures Mastery Review questions at the end of each unit.

I typed these up for myself and thought someone else might enjoy having them also.   I grouped them in the different categories to make it easier to use for scripture chases.  

Personal Application:

1. Decide now that your main objective in this life is to work toward obtaining eternal life. D&C 14:7

2. The Holy Ghost will reveal truth to you in your heart and in your mind. D&C 8: 2-3

3. Secretly provide some worthwhile Christian service for someone who needs it. D&C 58: 26-27

4. Prepare for a mission by learning how to do good things without being told. D&C 58: 26-27

5. Identify a specific commandment you have obeyed and have been blessed for keeping. D&C 82: 10

6. Evaluate your sleeping habits, and strive to follow the counsel to go to bed and rise early. D&C 88: 123-124

7. Comfort a friend who has lost a loved one, who was a nonmember by telling him that those who did not have a chance to hear the gospel in this life can still inherit the celestial kingdom. D&C 137: 7-9

8. Live today so the Holy Ghost can be with you all the time. D&C 130: 22-23

9. One of the reasons to pray at least morning and evening is to enable us to resist temptations. D&C 10:5

10. The knowledge and education we gain in this life will help us in the postmortal life. D&C 130: 18-19

Doctrinal Application: 

1. Moses was able to bring the children of Israel through the Red Sea on dry ground because he had the spirit of revelation. D&C 8:2-3

2. Eternal life is the greatest gift of God. D&C 14: 7

3. We are commanded to study the revelations in the Doctrine and Covenants "for they are true and faithful." D&C 1: 37-38

4. The songs of the righteous are prayers to God. D&C 25: 12

5. We are required to forgive everyone and let God judge others. D&C 64: 9-11

6. By observing the Sabbath day with full purpose of heart, we can become unspotted from the world. D&C 59: 9-10

7. The more of the gospel we understand, the more responsibility we have to live it. D&C 82: 3

8. Our Father in Heaven has promised eternal life to those who are faithful in receiving the priesthood and who magnify their callings. D&C 84: 33-39

9. The rights of the priesthood are connected with the powers of heaven, which can only be controlled by righteousness. D&C 121: 34-36

10. Teach a less active family member that some men set their hearts on things of the world and lose the power to exercise their priesthood. D&C 121: 34-36

11. To obtain the highest of the three degrees in the celestial kingdom, a person must enter into the new and everlasting covenant of celestial marriage. D&C 131:1-4

12. All blessings are based upon obedience to specific laws. D&C 130: 20-21

13. Music or song can be a way of communicating with God. D&C 25:12

Missionary Application: 

1. Using the story of Joseph Smith, teach a friend that revelation has not ceased in the latter days. JSH 1: 15-20 

2. Be a good example of keeping the Sabbath day holy each week. D&C 59: 9-10 

3. Testify to a friend about the blessings of paying a full tithing. D&C 64: 23 

4. Prepare for a mission by learning how to do good things without being told. D&C 58: 26-27 

5. Comfort a confused friend by telling him that God, who cannot lie, is bound to keep His promises. D&C 82: 10 

6. Keep your body and mind clean in preparation for missionary work. D&C 89:18-21 

7. Missionaries teach investigators that the Lord will help them obey the Word of Wisdom. D&C 89: 18-21 

8. Missionaries should serve out of love for the Lord and not for personal gain. D&C 121: 34-36 

9. Teach a less active friend that Satan is real by asking him to read about Satan’s effort to destroy young Joseph. JSH 1: 15-20 

10. When you are baptized for someone who has died, you may be fulfilling the desire of his heart, and he will be able to receive the celestial kingdom. D&C 137:7-9 

11. Teach an investigator that deliberately avoiding marriage and its responsibilities will prevent him from receiving his exaltation. D&C 131: 1-4 

12. Your friend has heard that "God is so large he can fill the whole universe, but so small he can dwell in your heart." You refer him to the scripture that teaches the truth about God. D&C 130: 22-23 

Historical Background: 

1. Because of persecution in Harmony, Pennsylvania, Joseph Smith and Oliver Cowdery went to Fayette, New Your, to stay with the Whitmers and continue translating the Book of Mormon. D&C 14:7 

2. This revelation was received in Harmony, Pennsylvania, after Martin Harris had lost 116 pages of manuscript. D&C 10:5 

3. During a period of great joy when many elders had returned from their missions, Joseph Smith received this revelation on priesthood. D&C 84: 33-39 

4. About the time this revelation was given, Joseph Smith was sustained by the Saints in Missouri as the president of the high priesthood. D&C 82:3 

5. This revelation was sent to the Saints in Missouri as an "olive leaf," or a token of peace. D&C 88: 123-24 

6. While Joseph Smith and other Church leaders were cruelly imprisoned in Liberty Jail, Missouri, he wrote this inspired letter. D&C 121: 34-36 

7. These instructions resulted from questions the Saints asked Joseph Smith. D&C 130: 20 - 21; and D&C 130: 22-23 

8. This revelation was given early in the history of the Church to Oliver Cowdery to help him understand the process of revelation. D&C 8: 2-3 

SCRIPTURE MASTERY TRICK or TREAT ?! 

GENERAL INSTRUCTIONS:

*       Object:  - Beginning with one team (randomly picked), rotate evenly:  allowing each team the opportunity to solve the Scripture Mastery clue (3 of 4 team players must locate reference within 30 seconds)...if they fail, open to any team with correct response...SCORE 10 points for each correct response.

The team that finds the reference then plays for "bonus points" as follows:

- 25 Bonus points:  Dip into the "trick" filled plastic pumpkin ...team player extracting 1  item (must DO what it says within  30 seconds or team to their right automatically gets the CHANCE  for the bonus points)

- The team with the most POINTS at end of all play wins.

*       Materials needed:

"TRICK BAG" (attach "tricks"cards to weird stuff, i.e. gummy worms, spiders, gross bugs, fake body parts (plastic teeth; hand; eyeball, etc.)

SM  word clues (use key words, this needs to move fast)

"TRICK" cards (listed separately as TRICK or TREAT "TRICKS")

"Treats" (individual bags of candy) (by the way: I only have 4 or 5 (or the number of members of one team) bags of candy on my desk, then I have a basket of tootsie roll pops...so they assume only the winning team gets the better prize (but I always pull out another container with bags for each; believe it or not...they never know what I'm going to do that year...)

*       Class set-up:  Divide into teams of 3-5 together.
TRICK or TREAT TRICKS:

* Whistle "I Am A Child of God" so team members can recognize it.

*Stand on your chair and howl at the moon.

*Play "pattycake" with  any member of another team.

*Name one person who spoke at the last Sacrament Meeting you attended.  Must be verified by other ward member.

*Hiss like a cat, purr like a cat, roar like a lion.

*Give the first name of any member of the Osmond family.

*Name the Stake President.

*Yodel.

*At the same time:  Pat your head with your left hand, rub your tummy with your right hand, cross your eyes and say:  "This is so much fun!"

*Name any Scripture Mastery reference & key words for the Doctrine & Covenants.

*Go to the chalkboard and in 15 seconds draw a self-portrait, and write your full name underneath it (including middle)

*Open a hymnbook to #239 and sing the first line with vigor.

*While wiggling your nose, hop on one foot across the room to the member of the opposite sex who is the farthest away, touch their nose with the tip of your finger while saying "beep, beep", and hop back to  your desk.

*Crack a knuckle (or if you can't, a team member)

*Look directly at a member of the opposite sex on another team, say their name, and wink at them.

*Go to the chalkboard, draw a large heart and write something you love.

*Make up and lead your team in a rousing "cheer" for the Doctrine & Covenants (i.e. "give me a "D", give  me an "O", etc.)

*Take the hand of a member of the opposite sex and "waltz" around the room...

*Have your entire team stand, & putting their hands on the shoulders of the person in front of them, chug around the room, saying "I think I can, I think I can..."

*Walk outside the classroom, close door behind you, knock on door, and say loudly, "Knock, Knock"... (when anybody answers "who's there?"), say "Orange" (Orange who?) "Orange you glad YOU didn't get this trick??"

(note: or anything that you think might work for your kids...I usually type this up on tags, hole punch, string with orange or black ribbon,  and tie to the spider, bat, skeleton, etc...and they are not allowed to look "into" the pumpkin when they choose)

The separate scoresheet for each team includes the following info: SCRIPTURE MASTERY  "TRICK or TREAT?!" SCORESHEET

REGULAR POINTS: 


BONUS POINTS: 



TOTAL of ALL POINTS:

(10 for each found reference)                   (25 each time TRICK completed within 30 seconds)

(at the bottom of the scoresheet):

Scripture Volleyball

Preparation: 

1. Do this game in the Cultural Hall,  

2. Set up the volleyball net 

3. One volleyball 

4. Divide into two teams--one on one side of the volleyball net, one on the other.  

5. Each team has a table for their scriptures, near the server.  

To Play: 

1. The teacher gives the clue.  

2. The two servers race against each other (at their own table) to find the correct scripture.  First one to find it

3. serves.  (After 15 seconds, I allow each server to have a team member help him/her to find the scripture.)  

4. Point can only be gained when serve is won.  

5. Servers must rotate after every clue.  

SEARCH YOUR CONSCIENCE

This is played using rules to any scripture mastery game that works well with this idea. Instead of using books, students give scripture references verbally or in writing. This is something you've probably done before, but now you can give it a name!

SEARCH ME

You can keep score or not, or use teams or not. Tape scripture mastery references to your body parts (yes, YOU): hands, feet, shins, knees, elbows, head, etc. Make them big enough to be read from a distance. Give clues, whereupon, students "search you" and give answers based on the location of the correct reference: left elbow, right foot, chin, etc. It will help you to have a key nearby to check.

Alternate ideas:

1. You draw and photocopy a lovely self-portrait. On it, the students write "1" "2" "3" etc. based on the first clue given, the second, and so on.

2. On the lovely self-portrait of you, the students write the matching keyword over the appropriate body part. (You don't need to give verbal clues here.)

3. The students stand so all can see you (let's be honest, we just love it when we're the center of attention...). Give the clue, and on the count of three, everyone points on their own bodies to the correct location. (You could give points here, for example, if all members of a team are pointing to the right place.)

4. Give one keyword. Have students point. Give two keywords. They point to both in sequence. Give three in a row. They point to three places in sequence. Keep adding if they're quick!

5. Tape keywords to yourself instead of references. Have students point to their body parts in the order the scriptures appear in the D&C. (If the keyword for D&C 1:37 were on your right shoulder, they would point there first, and so on.) They might repeat aloud the reference while pointing.

Shout and Roll

Teacher gives the clue and everyone starts chasing.

The first person with their book open to the page calls out "One, " the next person "Two," and so on until the whole class has found the scripture.

If the first person has the correct reference, they get a treat and roll a die (polyhedron if that word makes you nervous) and the person who has the rolled number also gets a treat (or points, etc). This way there is a reward for speed and for anyone who is just able to find the correct scripture.  I came up with this last year when my three speed demons would just leave the rest of the class in the dust.

I have a set of very colorful dice (polyhedrons) that can be found at most hobby shops. My set includes 4-, 8-, 10-, 12-, and 20-sided polyhedrons, with the notable absence of the common 6-sided to avoid the appearance of evil.  Last year, for my class of 16, I usually used the dodecahedron so there was motivation to have a little speed.

Let me give you an example.

Class size: 7

Die option (1): octahedron (8)

First person gets a prize and rolls a seven, giving the seventh (last) person a reward as well. In this class a one could mean that the first person gets two prizes or gets to choose the person who will get the second prize.  An eight could be winner's choice or even the diligent and lucky teacher.

Die option (2): 2 tetrahedrons (4's)

First person gets a reward and rolls 2 fours (or one four twice).  This excludes the winner from two rewards and an eight could be the winner's choice.

You could use different sizes and/or combinations to suit your class size.  I love it when everybody participates and my kids enjoy it.

Shoot Out at the OK Corral

1. The students get into pairs sitting opposite each other in seats or at a table

2. Each person needs scriptures

3. I give a clue like a normal chase

4. Which ever partner gets the scripture first stands and shoots his companion (of course, his gun is his fingers).

5. There can be treats for the winner with best out of 5 etc.

6. It gives those slower kids encouragement that they are only versing one person and not a whole class.  My kids love it.

Slide Over

1. Divide into groups of 4 people each.  Prepare enough for 7 teams, although you may not need that many.   That's 28 people.  (You can do it with any size group)

2. Do this in primary room, or cultural hall, or large room.

IF IN CULTURAL HALL:
Arrange chairs at one end of the cultural hall, in groups of 4.  At the other end of the cultural hall are 6 chairs (for 7 teams), 5 chairs if there are 6 teams, etc. Kind of like musical chairs.

IF IN PRIMARY ROOM:
Arrange small groups of 4 in little inward circles around the room,(facing inward) Put 6 chairs in CENTER of room with backs together (facing outward) (remember that there is ONE LESS CHAIR per teams).

Copy off all scripture mastery scriptures on your computer, make it large type. Cut into strips, there will be about 25 right?   There is one set of clues for each group.    (This does take some prep, but you can do it by hand if you don't have a computer).

The teams are letters of alphabet.  Team A , B, C, D, etc. Teams will sit in their groups.  The chairs that are "SLIDE OVERS" are labeled #1, #2, #3, #4, #5, #6, etc. Chair #1 has the MOST points.  For example, if there are 6 slide over chairs, then the chair #1 is worth 6 points, Chair #2=5 points, Chair #3= 4 points and on down.

HOW TO PLAY THE GAME: 

Each team is given set of clues and spreads them on floor, face up in their group. When they hear the clue (rhyme, keywords, or historical, or doctrinal, or missionary application.... I used rhymes today...) they take the answer that matches on the strip in front of them, and RUNS to the chairs in the front, or middle whereever you place those chairs.         

They will try to run to chair #1 FIRST, because it is worth more points.  All participants who run will show you their strip, so you can see if it is right. If one is wrong, then the participants will slide over and up to the chairs worth more points, while the other teams race to get back with the right answer.  One runner per question, no fair changing runners during a question.  If you get the wrong question, you have to run back to group, sit down, grab right paper and run back, but chances are....another team will beat you.    ALL PARTICIPANTS STAY SEATED UNTIL THEY CALL OUT THEIR FINAL SCORE.   For example:

Chairs:     #1       #2       #3       #4      #5     #6 

Team        C        D        A         F       E       G       (B didn't make it) 

Points        6         5         4         3       2        1 

C calls out "C-6" 
D  calls out "D-5"      (Their team and score...for the score keeper) 
Then go on to next question/clue. 

*This is not difficult and can be used with Unit content questions, scripture mastery or anything in the classroom.    It is a very physical rowdy game but it is our favorite.

Variation: 

Rules:

Divide class into three companies of equal numbers.  Each Company has a classroom small table in the middle of the gym floor.  There are 3 chairs against the wall labeled 5,000 pts, 3,000 pts, 1,000 pts.   Make up one set of 25 or more question slips, and enough sets of answer slips for each company. The question slips will be put into a bowl and drawn out in random order.  Each Company will have an envelope full of the answers.  An answer may be used more than once!  When the question is read, each Company finds the correct answer slip and one member from each company (must rotate) runs down and sits in any chair available. 

Scoring:

If the 5,000 point chair is correct, they get that many points.  3,000 pt chair is checked  and receives points for correct the answer, etc.

If 5,000 chair is incorrect, that person goes back to their table and the other two Slide Over.  The new 5,000 point chair gets a chance, etc.

If the 3,000 point chair is not correct, then they go back to their table and the 1,000 pt chair Slides Over, etc.

VARIATION: 
Several points to ponder and to help administer the game:

The chair with the highest points we call "the Beloved Chair". Also, if they don't have the right answer (which they have to hold up and show teacher), then the teacher says to that student with the wrong answer,: "No, SLIDE OVER".   That student has to go back and get the right answer, in the meantime, the other students can SLIDE up to the next higher point chair. This game works good in the cultural hall with the point chairs at one end and the teams at the other end. I have also administered this game in a small room with teams in inward circles on the outer edges of a room, and the points chairs (including the Beloved Chair) in the CENTER of the room, facing outward with backs to backs.

I usually have 5 teams and 4 points chairs.   It is helpful to name the teams either A, A, B, C, D, E   or by Church History City names.    When they have their answers in the points chairs, they call out their points before they sit back down.

Example:

"A, 20"    "B, 5"   "C,15" and so forth, OR "Nauvoo, 100"  "Kirtland, 500",  "Fayette, 200"   "Colesville, 300"  etc. This game is wonderful for Unit Review, Content questions, and Scripture Mastery. 

Spit Wads!

Label five (empty) drinking glasses or jars with labels such as:

Where in the heck... (question category for places)

What's his face... (people)

Get a date... (dates)

Go to the principle... (gospel principles)


What's the object... (things)

Create several questions for each category and assign a point value depending on the difficulty. Print the questions with their point values  in small print and cut into strips, one question per strip. Roll each strip tightly and stuff into a drinking straw. Place the straws according to categories into the jars.

Students or zones take turns picking a straw from any jar and blowing out the question. If they answer correctly they earn the points.

The Last Straw. The last straw in any category is double the points.

Alternate ideas:

If a student can land the question in a basket or bowl some distance away as he/she blows it out the straw, it's worth double points.

Don't pre-assign points to questions. Put strips of masking tape on the floor at various distances. The farther a student can blow the question, the higher the points earned by a correct answer. (Try it out a few times to get a feel for how far away to place the tape.

Snowball Fight

Hi all.  I wanted share a game I made up.  I was afraid they would think it was silly.. but it worked.. and the kids had a BLAST!  First, I took the scripture reference's and wrote each one on a 5" x7" card.  Then I punched holes in each bottom corner and tied a long string in each.   Each student was given a card and told to tie it to their heads with the reference facing out so the class could see them.  I told them it was important for them to remember which reference was on their own head.  Then they all had a supply of paper wads in their lap.  I then would give a clue .. they had to find the SM and have their scriptures open to it.  Once they had it they  had to throw the paper at the person who was wearing the correct reference.  The first one right got a point.. and if they could quote it they got an extra point.  If it was the one they were wearing.. they just raised their hand and said "mine".  It got a little rowdy.. but not out of control.  They really had fun... and they looked quite silly with the SM on their heads.  Just thought I would share it.. guess it it kind of silly now that I think about it.  :o)

STUMP THE TEACHER

-- either teams or individuals (depending on the size of the class) create SM clues, and I, the teacher, have to find the proper reference.  My class has become very creative with this.  They sing hymns or songs, they check out the cross-references of cross-references, they make up stories, etc..  Every time they stump me, they get a point. Every time I can guess it, I get the point.  The bag of candy goes to them or  stays with me, depending on how sharp I was or how clever they were!  This is an especially good game for the really competitive kids!

Stunt Man

I gave each student about three 1"x3" slips of scrap wrapping paper and had them write a 'stunt' on it – something that someone would have to do like in 'Spin the Bottle' if the bottle points to that person. Things like: 'Stand on your head', 'kiss the floor', etc.  Of course, you have to remind them to be reasonable, and you might want to set up some parameters regarding how far away they have to go - nothing about going to Wal-mart, etc.

I put all of the slips in a basket.

We do regular scripture chase, individual, not teams.  The last person to get the scripture has to draw a paper and do the stunt. (I checked with them before we started to see if they would rather have the last TWO people do the stunt, so that no one would fee like they were being put on the spot, but they were okay with it being the last one (run on sentence, I know).

They really had a good time with it, but it may not be good for groups who have underlying contentions or kids who tend to get out of hand.

"Toute La Gang"

To Play:

1. I read the clue, and the entire class has to find it in order to get a treat  (I bring a treat that is small and cheap - ie jelly beans).

2. Each time the whole class gets the scripture in the allotted amount of time, everyone can come up and take ONE jelly bean each.

3. We start with 30 seconds the first round.

4. They are allowed to help each other - but are not allowed to touch another person's book.

5. In subsequent rounds they must beat the previous time in order to get the treat.  The time keeps getting shorter and shorter as they play.  The funny thing is that they will usually set someone up who deliberately "delays" so that the time increments don't go up by too much (and the one who delays is usually one of the best scripture chasers, as well).

6. When the last person gets it they all yell "TOUTE LA GANG!"  and collect their jelly bean.

What they don't understand is that I really don't care how fast they do or don't get it - this is really an opportunity for the "non-scripture chasers" to experience success, and to lose some of the intimidation that they might feel about scripture chasing.  After playing this game I have always seen the "non-scripture chasers" participation level improve.  It will work in a large class, or small.

Talents/Points Stake Scripture Mastery Day 

Sometime during the February/March blahs, in an all afternoon/evening stake youth activity, we were "let loose" in a cultural hall full of activities of various natures each prepared by a different seminary teacher from the stake.  At the beginning of the activity, we were each given 10 "talents".  We could "spend" those talents to play "fun" games for "points" like basketball free-throws or bean bag toss or darts (bow and arrow target) or something......or we could "earn" more "talents" by participating in scripture/doctrine oriented activities like those which have been mentioned the last couple of days (just wonderful by the way!).  The teachers didn't try to push the lesson and when the kids asked what the difference was between points and talents, the teachers asked "well, what do they sound like?"  At the end of an hour or so, the stake leaders started taking the kids out randomly one or two at a time and their "talents" were counted and their points discarded.  We were then placed in one of 3 rooms based on how many talents we had.  A bishop or stake rep was given to each group and he talked to us about our choices.  If we made parallel choices in this life, we could expect to be in the celestial/telestial/terrestial kingdom.  The concept hit home to lots of us.  What talents were we giving up (neglecting) in real life to earn temporary "fun" or distraction, and what kinds of efforts were important to develop talents that would please the Lord.

The Plan of Salvation was further defined and our own actions spoke loudly.  Those inheriting the lowest kingdom complained briefly that "it just wasn't fair because no one explained to them what was worth something and what wasn't"  Their questions were directed to the scriptures.  I found myself in the celestial room with other kids from the stake who had the same enjoyment in the scriptures.  Bonding was wonderful (a thing rare enough when the stake covers such a wide area) and just knowing that these people thought as I did-it was comforting and revealing.  No-one was told who else went to different "kingdoms" so there was no rivalry and the whole thing ended with a stake dance.

I will never forget this experience-more than 10 years ago, and I will never forget the Seminary Teacher that taught me so much: Sister Genny Baker in Munich Germany.

Wheel of Fortune Word Clues

To play:

Write out the blank spaces for each puzzle on chalk board or large paper pad.  Make a wheel that spins with dollar values.  (lowest value is $200 highest is up to you -  $3000 or more) Divide class up into three teams.

Round 1:

First player on each team takes turns spinning the wheel to figure dollar value of correct guesses.  They look at the puzzle and guess a consonant or vowel.  Consonants earn points, vowels cost $200.  If that letter appears anywhere in the puzzle, you fill in the all the blanks containing that letter.  The contestant can guess the puzzle or spin again.  If they guess incorrectly their turn ends. The next team spins and so on till the first puzzle is solved.

The team that solves the puzzle retains their points if anyone on the team can identify the correct scripture mastery verse that goes with the clue (they only get one try).  If they cannot guess the correct scripture, the next highest score gets to guess, etc.

Round 2, etc.
Next player from each team steps up to the wheel.  Play procedes as before.

Play till you run out of time, or till each player has had one turn.  For the last round, dollar values accumulate and the team with the most points gets to play the Bonus Round.  Fill in any blanks with the letter values of R-S-T-L-N-E.  Then let the contestant guess three more consonants and a vowel of their choice.  They have 15 seconds to guess the puzzle.  And if they do, the team can confer about what scripture the clue is about to win the Bonus Round and win an instant prize.  The bonus round also earns an additional $XX for the team.

All teams divide their totals between all their team members and receive that much "Mormon Money" to use at a later time.

"A PICTURE IS WORTH A THOUSAND WORDS"





(JS-Hist 1:15-20 > "First Vision"}

A = 3
C = 1
D = 2
E = 1
H = 2
I = 2
N  = 1
O = 3
P = 1
R = 3
S = 3
T = 3
U = 2
W = 2 

"GOD SPEAKS TO MAN"







(JS-Hist 1:15-20 > "First Vision")

A  = 2
D = 1
E = 1
G = 1
K = 1
M = 1
N = 1
O = 2
P = 1
S = 2
T = 1

"PONDER GOD'S WORD"







(D&C 1:37-38 > "Search the Scriptures")

D = 3
E = 1
G = 1
N = 1
O = 3
P = 1
R =2
S = 1
W = 1
Y = 1


"FIND THE GOOD STUFF"







(D&C 1:37-38 > "Search the Scriptures")

D = 2
E = 1
F = 3
G = 1
H  = 1
 I  = 1
N = 1
O = 2
S = 1
T = 2
U = 1

"EXAMPLE: A TESTIMONY"






(D&C 8:2-3 > "Spirit of Revelation" )

A = 2
E = 3
I = 1
M = 2
N  = 1
L = 1
O = 1
P = 1
S = 1
T  = 2
X  = 1
Y = 1


"ONLY BY HOLY GHOST"







(D&C 8:2-3 > "Spirit of Revelation" )

B = 1
G =1
H = 2
L = 2
N  = 1
O = 3
S = 1
T = 1
Y = 3

"UNENDING DIVINE DIALOGUE"






(D&C 10:5 > "Pray Always")

A  = 1
D = 3
E = 3
G = 2
I = 4
L = 1
N = 4
O = 1
U = 2
V=1 

"CONSTANT PROTECTION AGAINST SATAN"





(D&C 10:5 > "Pray Always")

A = 5
C = 2
E = 1
G = 1
I = 2
N  = 5
O = 3
P  = 1
R = 1
S = 3
T = 6

"BEST PRESENT OF ALL"







(D&C 14:7 "Eternal Life = Greatest Gift")

A = 1
B = 1
E = 3
F = 1
L = 2
N = 1
O = 1
P = 1
R =1
S = 2
T = 2

"BODY AND SPIRIT = PRICELESS"






(D&C 18:10, 15-16 > "Worth of Souls")

A = 1
B = 1
C = 1
D = 2
E = 2
I  = 3
L = 1
N = 1
O = 1
P = 2
R = 2
S = 3
T = 1
Y = 1

"IF YOU DO, THEN YOU DON'T"






(D&C 19:-26-19 > "Repentance, suffering")

D = 2
E = 1
F = 1
H = 1
I = 1
N = 2
O = 4
T = 2
U = 2
Y = 2

"GOSPEL, CLASSICAL, JAZZ ?"






(D&C 25:12 > "Worthy Music")

A = 3
C = 2
E = 1
G = 1
I = 1
J = 1
L = 3
O =1
P = 1
S = 3
Z = 2

"NOT NECESSARILY ELEVATOR"






(D&C 25:12 > "Worthy Music")

A = 2
C = 1
E = 4
I = 1
L = 2
N = 2
O = 2
R = 2
S = 2
T = 2
V = 1
Y = 1

"DO MUCH GOOD"







(D&C 58:42-43 > "Confess and Forsake")

C = 1
D = 2
G = 1
H = 1
M = 1
O = 3
U = 1

"LAZY = NO REWARD"







(D&C 58:26-27 > "Agency For Good")

A = 2
D = 1
E =1
L = 1
N  = 1
O = 1
R = 2
W = 1
Y = 1
Z = 1

"FESS UP AND STOP"







(D&C 58:26-27 > "Agency For Good")

A = 1
D = 1
E = 1
F = 1
N = 1
O= 1
P=2
S = 3
T = 1
U = 1

"NOT "HOLIDAY""







(D&C 59:9-10 > "Sabbath Day")

A = 1
D = 1
H = 1
I = 1
L = 1
N = 1
O = 2
T = 1
Y = 1

"KEEP IT HOLY"







(D&C 59:9-10 > "Sabbath Day")

E = 2
H = 1
I = 1
K = 1
L = 1
O = 1
P = 1
T = 1
Y =1

"LET IT GO"








(D&C 64:9-11 > "Forgiveness of Everyone")

E = 1
G = 1
I = 1
L = 1
O = 1
T  =2

"FORGIVE OR BE CONDEMNED"






(D&C 64:9-11 > "Forgiveness of Everyone")

B = 1
C = 1
D = 2
E = 4
F = 1
G = 1
I = 1
M =1
N = 2
O = 3
R = 2
V = 1

"LORD'S PAYCHECK"







(D&C 64:23 > "Tithing")

A = 1
C = 2
D = 1
E =  1
H = 1
K = 1
L = 1
O = 1
P = 1
R = 1
S = 1
Y = 1

*"TEN PERCENT"







(D&C 64:23 > "Tithing" )

C  =1
E  = 3
N = 2
P = 1
R  = 1
T  =2

"TWO SAW HIM"







(D&C 76:22-24 > "Christ Lives")

A = 1
H = 1
I =1
M =1
O = 1
S =1
T = 1
W =2

"SEEING IS BELIEVING"







(D&C 76:22-24 > "Christ Lives")

B = 1
E = 4
G  = 2
I = 4 
L = 1
N = 2 
S  = 2
V  = 1

"HIGH EXPECTATIONS"







(D&C 82:3 > ""Much Given, Much Required")

A = 1
C = 2
E = 2
G = 1
H = 2
I = 2
N =1
O = 1
S = 1
T =2
X =1

"BIND LORD"







(D&C 82:10 > "God's Promises")

B = 1 
D = 2
I = 1
L = 1
N = 1
O = 1
R =1

"SWEAR TO BE FAITHFUL"






(D&C 84:33-39 > "Oath & Covenant of the Priesthood"

A = 2
B  = 1
E = 2
F = 2
H  =1
I   = 1
L  =1
O =1
R =1
S  =1
T =2
U   =1
W =1

"GO TO BED EARLY"







(D&C 88:123-124 > "Righteous Living")

A = 1
B = 1
D = 1
E = 2
G =1
L =1
O =2
R =1
T =1
Y=1

"WON'T GET ZAPPED"







(D&C 89:18-21 > "Word of Wisdom, Promise")


A =1
D = 1
E = 2
G = 1
N = 1
O = 1
P =2
T = 2
W = 1
Z = 1

"HARD HEARTS NOT CHOSEN"






(D&C 121:34-36 > "Priesthood Power, Called & Chosen")

A = 2
C = 1
D = 1
E = 2
H = 3
N = 2
O = 2
R  =2
S = 2
T = 2 

"INTELLIGENCE FLOATS"






(D&C 130:18-19 > "Knowledge")

A = 1
C = 1
E = 3
F = 1
G = 1
I = 2
L =3
N = 2
O = 1
S = 1
T = 2

"DO GOOD, GET BLESSING"






(D&C 130:20-21 > "Blessing from Obedience")

B = 1
D =2
E =2
G = 3
I =1
L =1
N =1
O =3
S = 2
T  = 1

"GOD HAS FLESH AND BONES"






(D&C 130:22-23 > "Godhead")

A = 2
B = 1
D = 2
E = 2
F = 1
G = 1
H = 2
L = 1
N = 2
O = 2
S = 3

"TOGETHER FOREVER"







(D&C 131:1-4 > "Celestial Marriage")

E = 4
F = 1
G = 1
H = 1
O = 2
R = 3
T = 2
V = 1

"INHERIT IT ALL"







(D&C 137:7 - 10 > "Heirs of Celestial Kingdom")

A = 1
E = 1
H = 1
I = 3
L = 2
N = 1
R = 1
T = 2

To Tell The Truth

Invite three men to attend seminary on a given date.  They choose between them who will be a BofM character - Nephi, for instance. Prior to their coming, having class members each give one question they would ask, to try and identify the "REAL" Nephi.

I typed up the questions and gave each Brother a copy.  They had a chance to go back through and look up the correct answers and also prepare one or two that are not quite right.

The moment arrives - The class welcomes Brothers A, B and C and they sit at a table in front of the class, introducing themselves as Nephi.  Each student asks a question to either A, B or C.  The students must decide, at the end of the questions, which Nephi is the "REAL" one.  If your Brethren give all but one slightly "off" answer, you're kids will have a tough time!  At the end, invite the "Real" Nephi to please stand up.

Top Dog

1. The students sit on both sides of a long table(s).

2. I give them a scripture clue and say search.

3. They are competing only with the student directly across from them.

4. The first one to find the scripture wins. They are pretty much on the honor system, it is between them to judge who was first.

5. I have everyone who won stand up and everyone who didn't win move down, to the end of the seats. Then the students who won fill in the seats at the head end of the table. It is important to make them stay in order as they move up or down.

6. The two students at the head of the table are the top dogs.

7. Some days I give them a small sweetie when they get to the top. Most days I don't. From time to time there is a tie, if so those two students stay in the seats they are in and everyone fills in around them.

8. I have seen students in my class who are slow or not that motivated get really excited because they won and moved up to the top.

Whadyaknow?

It's an overview of the seminary year, based on questions found in the CES pre- and post-test.  Class is divided into 2 teams.  Each team has a bell (like the ones hotel guests use to ring for a bellboy). Teacher reads question. First team to hit bell answers.  If correct, score 1 point.  If incorrect, other team has chance to answer and score. 

Same student on a team can't answer 2 questions in a row, and can't share answer with someone else on team.

World Series of Baseball

I made a diamond on a poster and little players.  I got questions from the Unit and divided them up into how many bases. (single, double, triple, home run) I put the questions into a "batter's box" and the batter had to come up and pick the question.  We had two teams.  I let them use scriptures, scripture mastery cards, etc. but they only had 30 seconds to answer.  If they were wrong, it was one out.  If the other team could answer it, then it was 2 outs.  (Double play)  Three outs per inning.

Here is a sample of some of my questions for Section 2 Review:  Good luck and play ball!

1 base - T/F All revelation comes from God.

3 bases - According to D&C 29, what is the work that we in the church are to do now to prepare for the second coming?

1-4 bases - Name up to four things that will happen before the 2nd coming according to D&C 29. (name one per base).

1-4 bases - Name up to four things that will happen at the end of the world. (name one per base).

1 base - What does temporal mean?

2 bases - Who else accompanied the four missionaries on their mission to the Lamanites

1-4 bases - Name four things to do to be prepared for baptism. (name one per base).

1-3 bases - Name the three set prayers in the church found in D&C 20. (one per base)

1 base - What are the saints told to attend to twice a year in D&C 20?

1-3 bases - Besides the first elder of the church, name three other callings that Joseph Smith had in the church (one per base).

1 base - We should follow the prophets words as if they come from where?

1 base - Why do you need to be baptized again to join our church if you already were baptized into another church?

2 bases - Missionaries are told over and over in the scriptures to open what?

2 bases - What does common consent mean?

1 base - Name Joseph Smith’s wife

1 base -   What was Emma told not to murmur about?

1 base - Who compiled the first hymn book?

2 bases - Who financed the first printing of the Book of Mormon?

2 bases - T/F Those who are sent to hell to suffer for sins will eventually be able to leave.

Wipe Out 

Memorization technique: 

Write out the scripture on the board, read it out loud in unison, then erase a few words, read it out loud filling in the blanks.  Each time a few more words disappear, and the students (and I) had to rememer more.  By the end of the week, we were all usually able to repeat it with very little help.

What's Missing? 

Memorization Technique: Type the scripture 3 different times on the same sheet of paper, but each time different words are missing (represented by ___________).

First round: Students fill in as many missing words as possible without using scriptures, then use scriptures to complete exercise first time.

Second Round: Fold papers so the first round answers don’t show when filling in blanks for the 2nd Round.

Third Round: By now, students should feel comfortable and have little trouble supplying the missing words - and hopefully no need to refer to their scriptures.

What's My Line?

Invite one or more adults to come in to represent Scripture Characters.  They will have to do some research to be able to answer questions well enough.

Divide the class into two or more teams and taking turns they can ask questions of the visitor and try to guess who he represents from the scriptures.  Each team asks one question and can make a guess or pass, then the other team asks a question and makes a guess or passes.  The visitor can only answer yes or no (or irrelevant). Each question diminishes the number of points earned.  You might start with 200 points and go down by 10 points till the visitor is correctly identified.

