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Student Goals

1. Each student will develop a sense of adventure, drama and suspense.

2. Each student will develop a consistently high (but accomplishable) level of
expectation demanded and created by both the intrinsic an external forces.

3. Each student will participate in a success orientation in which growth is supported
and encouraged and in which the positive is emphasized.

4. Each student will experience an atmosphere of mutual support in which
cooperation, encouragement and interpersonal concerns are consistently present.

5. Each student will find a sense of enjoyment, FUN, and the opportunity to laugh at
a situation, each other, and oneself.

6. Each student will be exposed to a learning approach, which makes use of group
problem solving, which allows for a variety of personal contributions and which
presents problems that can't ordinarily be solved individually.

7. Each student will experience a learning environment, which is more complex,
more engaging, less predicable, and less familiar than a school classroom.

8. Each student will experience the merging of intellectual, social, physical and
emotional learning and development.

9. Each student will experience the combining of moments of active involvement
with moments of personal and group reflection and evaluation.

10. Each student will be encouraged to participate to the best of their ability and to

accept the Challenge by Choice concept knowing that there is no losing face or
failure in any activity.

Curriculum Goals

The Project Adventure curriculum for McGee Middle School establishes a new unit of
activity, which rings a new "challenge" to all students. In setting up this unit it is our
objective to challenge each student to go beyond their old limits, try new activities,
discover new ways of thinking, deal with fear and can accept help and support. By being
given the choice to achieve students will grow in self-awareness, self-image, respect for
others, and start to build leadership skills.



Team Building and Cooperative Games
Balance Game
Ball Toss
Blindfold Formations with Rope

Bumpty, Bump, Bump
Circle the Hoop
Clapping
Drop Catch
Eights
ESP
Foot in the Hoop
Dead or Alive
Group Juggle Name Game
Group Speed Juggle
Human Knots
Impulse
Letter Game
Island Hopping
Lower the Hoop
Moose
Musical Hoops
Pipeline
Silent Class Formations
Spiders Web
Stargate
Stepping Stones
Syllable Name Game
Team Carry
X's and O's
Zip Zap
Zoom



Balance Game

Best Group Size:Groups of 2

Materials Needed:None

Set up: None

Activity: Stand facing your partner arms length apart. Feet should be about
a foot apart, and in a well balanced position. Hold hands up and palms
facing your partner. Try to push hands against hands to knock partner off
balance. You win if your partners feet move, he/she holds you, or if he/she
touches any part of you besides the hands.

Ball Toss

Best Group Size:12-24

Materials Needed:1 small sized McDonalds playground ball per person
Activity: Make a large circle with the students. Place three random students
in the center of the circle. On a signal each student must throw his/her ball
into the center. The three students in the middle must see how many they
can catch. The circle players are trying to work together with the inside
three to reach a team high. The students need to brainstorm and find out the
best way to achieve their goals. Remember all of the balls must be thrown at
the same time!

Blindfold Formations with Rope

Best Group Size:40-60

Materials Needed:1 long rope/ blindfolds for each participant

Set up:In one line have participants put blindfolds on securely.
Activity: You can then ask the group to make different formations like a
circle or square or numbers, letters, etc.



Bumpty, Bump, Bump

Best Group Size:6 - 60 (Groups of 6-8)

Materials Needed:None

Set up: Small Circles

Activity: Students are put into a circle. Select one student to start in the
middle of the circle. That person is the caller. The object of the game is to
not become a caller. (Because the caller is the person that "messed up".) I
always tell the first caller that their turn as a caller at the beginning of the
game does not count as them "messing up". The caller is going to slowly
spin himself or her in the middle of the circle facing their classmates. They
can stop at anytime. When they do, they point to a student, make eye
contact, and say one of the following: YOU, ME, RIGHT, or LEFT. As
soon as they say one of those words, they follow up by saying "bumpty,
bump, bump" The person they pointed to must say the persons name that
was asked when the caller said: YOU, ME, RIGHT, or LEFT. The answer
should be the name of the person on the right, left, your name or the caller’s
name.

Circle the Hoop

Best Group Size:15-30

Materials Needed:Two hula-hoops per group

Set up: Participants hold hands in a circle formation.

Activity: Place hoop on grasped hands; how quickly can the group move the
hoop traveling around the circle (people must go through entire hoop. Try it
with two hoops at once. Time each group or race groups against each other.

Clapping

Best Group Size:20-500

Materials Needed:None

Set up: None

Activity: Participants sit as a group. One volunteer is removed from the
group. That persons goes somewhere out of site and listening range. The
crowd of people is told to communicate by clapping. The closer the chosen
one is to accomplishing a task the louder the clapping, the more distant to
the goal, the less clapping. Basically the hot/cold game with clapping as a
method of communication. The task is told to the group before the chosen
one enters. Only the group knows what the task is to be completed.



Drop Catch

Best Group Size:5-7

Materials Needed:1 catchable object (ball, football, beanbag, rubber
chicken, etc.)

Activity: Students make a small circle. Place one person in the middle of
the circle with a catchable object. The person holding the object is going to
toss the object to a player on the circle. Just before the object is tossed, the
thrower should say, "drop it" or "catch it" the receiver should then do the
opposite.

For example if the person in the middle of the circle tosses the object and
says, "catch it", the person should let the object fall to the ground. However,
if the thrower says, "drop it", they should actually catch it. Basically it is a
game of opposites. If a player on the outside of the circle messes up, they
become the new inside person.

Hints: Make sure the students know it’s a bad thing to be in the middle. I
often start in the middle, and then challenge the students to play the entire
time without getting caught in the middle. You could also play elimination
style 1-3 strikes (mess ups) and your out.

Eights

Best Group Size:8 or 9

Materials Needed:Scrimmage vests work well, but are not needed.

Set up: Eight students, one line, shoulder to shoulder, the group must
alternate every other person. Male female, scrimmage vest no scrimmage
vest, long sleeves, short sleeves.

Activity: Moving in 2's only - the group needs to end up w/males on one
side and females on the other.

Guidelines: Complete move in least amount of moves, anyone next to you
is a potential member of a pair, pairs may not pivot or turn around, final line
must be solid, no gaps.



ESP
Best Group Size:Any, but best with an even number
Materials Needed:None
Set up: Each student gets a partner.
Activity: First the partners stand facing each other with about five feet
between them. Next tell the students to turn around so they are now back to
back, with about five feet still between them. Without being able to look at
each other now, each student is asked to change three physical things on
their body to change their appearance. For example take elastic out of their
hair, switch watch to their other hand, pull socks up, etc. After all students
have made their changes, ask the students to face each other and figure out
what is different about the person. The person with the most correct
observations is the winner.

Foot in the Hoop

Best Group Size:12-40

Materials needed 1 hula-hoop

Activity: Place the hoop on the floor. Ask the class to hold hands, and form
a circle around the hoop. Students should be as far from the hoop as
possible, until they are unable to hold hands any longer. Each student
should then make eye contact with someone across from him or her. On
cue, the entire group will exchange places. There are two rules when
exchanging places, students must walk, and one foot must touch inside the
hoop.

Dead or Alive

Best Group Size:3 or more

Materials Needed:1 item (ball, frisbee, hockey puck, pencil, etc. almost
any item will work)

Activity: Students sit in a group and individually will guess if the item is
dead or alive. Teacher leads the discussion.



Group Juggle Name Game

Best Group Size8-16

Materials Needed:1 playground ball

Activity: Students make a circle. The person holding the ball must say their
own name first, then they must say another persons name and pass the ball to
them. See if they can pass to different people without repeating a name.

Group Speed Juqggle

Best Group Size8-16

Materials Needed: 1 playground ball

Activity: Make a circle. The person holding the ball is the starter. The
starter passes the ball to someone in the circle (a player is not allowed to
pass to a player on his/her immediate right or left). When the ball is passed
to the new player, he/she picks a new student who has not been passed to,
and tosses them the ball. This is done by making a pattern. When the last
person receives the ball and there is no one left to pass to, they should pass it
back to the starter. The group should practice this pattern a few times. The
object is to get the pattern completed as quickly as possible. If this activity
is done with one group, they should race against the clock. Two or more
groups can race against each other.

Hints: Have the group start with one of their hands raised; when they
receive the ball, they put their hand down. This allows the group to know
which people have not been passed to yet.

Human Knots

Best Group Size:8 or even numbers over 8

Materials Needed:None

Setup: None

Activity: Tight cycle, each member grasps the right hand of someone else as
it they were shaking hands. Then each member grasps the left hand, to try
and unwind him or herself so that a hand-to-hand circle is formed. The
physical hand-to-hand contact may not be broken in order to facilitate an
unwinding movement.



Impulse

Best Group Size:10 or more

Materials Needed:none

Set up: group circle

Activity: Warm-up activity that will get the group used to holding hands
with each other. This can be one of the first steps to establishing trust in the
group. Join hands to make a circle and explain that you are going to create a
wave impulse that will circle the group.

Island Hopping

Best Group Size:Any (groups of 2)

Materials Needed:None

Set up: Groups of 2 someone they do not know

Activity: Each person has one minute to interview his or her partner. They
will share as much information to the group about the person they just met.

Island Hopping

Best Group Size:10-75 (Groups of 5-7)

Materials Needed: Hoops, ropes, scooters

Set up: Start line, finish line, three hoops (about 12 feet apart)
Activity: A team needs to get each member

Letter Game

Best Group Size:10-40

Materials Needed:individual index cards with one letters written on it.
Activit y: Students each receive a card with a letter on it. Have the student’s
form words, make phrases, or specific words with a certain number of
letters, etc.



Lower the Hoop

Best Group Size8-15

Materials Needed:1 hula-hoop per group

Set up: None

Activity: Make a small circle of approximately 8-15 students. All students
then hold out their pointer fingers. (Thumbs up) Place the hula-hoop on all
the students’ fingers. The goal is to "lower the hoop" to the ground. Start
about chest high and lower to the ground. No fingers can come off the hoop;
if they do you start over.

Moose

Best Group Size:5-12

Materials Needed:None

Set up:Form a circle and sit down.

Activity: Start with your hands to your side. One person starts the game by
getting in the “full moose” position. (Hands on side of head, thumbs by
ears, fingers waving) The people on their immediate left and right get into a
“half moose” position. (One hand on side of head, thumb by ears, fingers
waving) The half moose must be on the same side as the full moose. When
the full moose drops one hand the person who is now on their half moose
side becomes the full moose. No points no final goal — just for fun.

Musical Hoops

Best Group Size:10-40

Materials Needed:3-10 hula-hoops

Set up: Place hula-hoops on the floor in a 20 X 20 grid.

Activity: On the cue go, students go to a hoop on the floor. All students
must fit into a hoop. Then on the cue change, students go to another hoop.
As they start moving, take one hoop away.

Each time the students "change" a hoop should be taken away. See what the
fewest amount of hoops that could be used by the class.



Pipeline

Best Group Size:20-60 (2-4 groups of 10-15 students)

Materials Needed:Pipes, marbles, any other small balls

Set up: Equal amount of small and large pipes for each group. Equal
amount of items should be given to each team. (About 6-10 items)
Activity: The group needs to build a pipeline from starting point to a finish
point. Make sure the finish point is not so close that the pipeline reaches it.
One pipe per person. Only one item is allowed in the pipeline at a time.
Cannot move feet while item is in pipe. Fingers and hands cannot touch
item.

Silent Class Formations

Best Group Size:20-80

Materials Needed:None

Set up: None

Activity: A non-verbal communication exercise. Participants will be asked
to form numbers or letters. The group could line up according to birthdates -
month and day. (No talking)

Variation - 2 teams compete against each other; 1st team to succeed wins or
earns points towards a culminating activity.

Spiders Web

Best Group Size:8-10

Materials Needed:Free standing spiders web or prefabricated web.

Set up: The web may be constructed from a variety of small ropes, twine,
and bungee cords between two trees or freestanding.

Activity: To pass each member of the group through a separate web opening
without letting any part of the body touch any part of the web.

Stargate

Best Group Size:10-15

Materials Needed:1 hoop

Set up: 2 students hold either end of hoop, holding hands with other
participants to form circle.

Activity: Without letting go of the hoop and each other’s hands, everyone
must pass through the hoop to form a circle on the other side.



Stepping Stones

Best Group Size:10-12

Materials Needed:rug squares, gym spots, blocks of wood, rope, and any
items that participants can walk on.

Set up: Line each group up at an equal starting point with the same amount
of items.

Activity: The group attempts to cross an area from point A to point B using
only the props supplied. Only props may be stepped on. A person should be
in contact with each prop at all times. If a prop is placed on the ground, and
not in contact with a participant, the item will be taken away.

Svllable Name Game

Best Group Size:8-20

Materials Needed:None

Set up: Make a human circle

Activity: One person in the circle tells everyone their name and attaches a
movement to their name. The movement should equal the number of
syllables in the person’s name. For example “Michael” (2 syllables) might
say his name while clapping twice. After one person goes the whole group
would say Hello “Michael” and at the same time would repeat his
movement. Next the person to Michael’s right would say their name and d
give their movement. For example “Joy” may say her name and give a
soccer kick. The whole group would then say hello Michael (giving his
movement and then Joy (with her movement). Always starting again from
the beginning.



Team Carry

Best Group Size:30-100 (teams of 10-15)

Materials Needed:None

Set up:Each team need to have their own starting area. A starting line and
finish line need to be in place about 50 feet apart.

Activity: Teams will compete against each other. Teams will have a chance
to strategize and game plan before the start of the activity. This is a relay
race. Each group will have to pick up one student and carry them across to
the finish line. While carrying the student every teammate must be touching
the student being carried. If one person looses contact with that person
he/she has to go back to the beginning. If they make it to the finish line with
every team member in contact, they may leave that member at the finish
line. The whole team runs back to the start and picks up a new person.
They keep doing this process until two people are left. One person carries
the other across to the finish line. The last person runs back to the start with
the rest of the entire team and then gets carried across. First team to get
everyone across wins.

X'sand O's

Best Group Size:8-44

Materials Needed:as many bowling pins as you can get and a magic
marker

Set up: Get an even amount of bowling pins, and write an O or X on the
bottom of the pin. If there are 40 total bowling pins, 20 should be X's, and
20 should be O's. Mix up all the pins, and stand them up throughout the
entire playing area. (Large gym floor) Separate students into two equal
teams. One team the X's and one team the O's

Activity: The two teams are racing each other to gain as many points as
possible. Students should look at the bottom of the pins, if their team’s letter
is on the bottom; they keep the pin standing up. If the pin belongs to the
opposing team the student should lay the pin down. If a player finds one of
their teams pin tipped over, they can then stand it back up. Because both
teams are going at once students are constantly setting pins up or putting
them down. Put a time limit on the game (45-60sec), and the team with the
most pins standing is the winner.



Hints: Students are not allowed to protect the same pins; they must go in
different areas. To find out the winner lift each standing pin and show it to
the teams and have them keep track verbally of the score.

Zip Zap

Best Group Size:6-10

Materials Needed:None

Set up: None

Activity: The students are in a circle with one student in the middle. The
student in the middle will point at a student in the circle and say, "zip". The
person who is being pointed at must duck. The two people nearest (1 on the
right, and 1 on the left) students to the ducking student need to turn and face
each other, point to each other and say "zap". The student, who acts
incorrectly or slowest, goes to the middle.

Best Group Size:10 or more

Materials Needed:none

Set up: group circle

Activity: Warm-up activity that will get the group used to holding hands
with each other. This can be one of the first steps to establishing trust in the
group. Join hands to make a circle and explain that you are going to create a
wave impulse that will circle the group. Start with one person (the starter)
He/she turns to their right and says zoom. Each person turns to their right
and says zoom. You can have the group time this activity or compete
against another group. After saying the word zoom, next have the group
hold hands and give an impulse to the next person. Finally end with a wave.
Raise the hand that you are holding. (Do the wave.) You can also combine
all the skills, zoom, impulse, and the wave.



Notes
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Agenda:
1. Syllable Name Game 16. Drop Catch
2. Group Juggle Name Game 17. Eights
3. Introduce a friend 18. Human Knots
4. ESP 19. Zip Zap
5. Balance Game 20. Impulse
6. Bumpty, Bump, Bump 21. Moose
7. Clapping 22.Zoom
8. Dead or Alive 23. Letter Game
9. Musical Hoops 24. Team Carry
10. Foot in the Hoop 25. Pipeline
11. Circle the Hoop 26. X's and O's
12. Stargate 27. Silent Class Formations
13. Lower the Hoop 28. Blindfold Formations with Rope
14. Ball Toss 29. Stepping Stones

15. Group Speed Juggle 30. Island Hopping



Eights Solution

Step#1 12345678

#2 and #3 go to right end

1 4567823

Step #2 1 4567823

#5 and #6 go to empty spot

1564 78 23

Step#3 156 4 7823

#8 and #2 go to empty spot

1564827 3

Step#4 1564827 3

#1 and #5 go to empty spot

64827153

You end up with all the odd numbers next to each other and
all the even numbers next to each other.



