SPECIAL CLUB: SMALL GROUP CLUB

 
To provide more quality time in the weekly small groups outside of the shorter discussion time at Club. Our hope is that with more time spent together, students will feel more comfortable with their groups and leaders so that they are willing to be more vulnerable later on. PURPOSE

  
MINISTRY TEAM EMPOWERMENT

This Club is essentially one building time. Prior to this Club, conduct a building time with all of your ministry leaders where you simply play all of these games together and have fun building a Missional Community.

RMA CONNECTION

Prior to this Club, coach your leaders on building times. After Club, debrief with your team - How do they think that this building time went? What issues may they have doing building times that you could problem solve? What is a building time that they could plan outside of Club for the next couple of weeks? 
 
PREP

· Tell your ministry leader team that we will be having a Small Group Club where all of the games happen in their small groups. If they have a favorite card or party game that would be good for their groups, they can bring the supplies for those games. 
· Scrap Paper 
· Pens
· Decks of Cards
· Spoons
· Bowls

WELCOME

Hello everyone! Raise your hand if you love chaos, lots of noise, large groups and high energy games. Okay, now raise your hand If you’d prefer things to be a bit more chill, less people and quiet. Admittedly, Campus Life is usually a bit crazier and louder, so if you raised your hand for the second, this week is mainly for you! Today, we are going to spend all of our time in our small groups – so head their right now and your leader will lead you through our time. 

CROWDBREAKER

FAMILY GAME
SUPPLIES NEEDED: Pieces of paper & pens
DIRECTIONS: The group needs to sit in a circle. Pass out a paper and pen to each student; on the paper everyone needs to SECRETLEY write the name of someone that everyone in the circle would know [someone famous or someone local]. Everyone needs to fold the paper once and pass it to the leader. Leader will read each of the names out loud twice. The goal of the game is to create the biggest family by guessing what name each person wrote down. The person to the right of the leader will start by guessing “_______ are you _____________ [one of the names written down]?” If that person is, they get up and move next to the guesser and joins their family and together they get to guess again until they get a guess wrong. If the guesser makes an incorrect guess, the next person to the right makes a guess. ONLY THE HEADS OF THE FAMILY CONTINUE TO MAKE GUESSES, THE FAMILIES JUST HELP THEM FIGURE OUT WHAT TO GUESS. Game continues until everyone belongs to a family. Whoever has the biggest family at the end, wins. 

GAMES

SPOONS
SUPPLIES NEEDED: Deck of cards and spoons
DIRECTIONS: Have groups sit in a circle. Arrange the spoons [should be the number of people in the group minus 1] in a small circle in the center of the group and deal four cards to each player. The goal is to get four of a kind [same number in 4 different suits]. The dealer takes the top card of the top of the deck to have five cards in their hand; if they want it to make their four of a kind, they keep it and discard a card they don’t want to the player to their right. If they don’t want it, they just discard it to the player to their right. Once they have done this, they pick up the next card on top of the deck and repeat. The player to the right simultaneously looks at the card they were given and does the same thing. The player to the left of the leader will just make a pile of the cards they don’t want. Cards are picked up and passed quickly around the table until someone gets four of a kind and takes a spoon from the center. Once one player takes a spoon, anyone can take a spoon. The player left without a spoon is out [or gets a letter S-P-O-O-N and the player with the least letters at the end wins]. Keep playing until there is only 1 person left in the circle or if you are playing by getting letters, whoever has the least letters at the end wins.

FISHBOWL
SUPPLIES NEEDED:  Pieces of paper, pens, bowl
DIRECTIONS: The group needs to sit in a circle. Pass out three to five pieces of paper to each student and a pen; on the paper everyone needs to write down well known People, Places or Things. When done, fold each paper in half and put them in the bowl. Divide the circle into two teams. Team A will select a person to go first, who will try to get the rest of Team A to guess as many slips of paper as they can in 1 minute. Once Team A’s minute is up, they keep any papers that Team A guessed correctly [if their team isn’t getting a slip, you can pass by putting that paper back into the bowl and picking another out] Then, it’s Team B’s turn. Each round continues until every slip of paper is guessed. At the end of the round, count of the sheets of paper that each team got and determine the winner of the round.
1. Round 1: Player can use both words and actions without saying the word on the paper to get their team to guess the correct word. [like Catchphrase]
2. Round 2:  Play can only use actions to get their team to guess the word [like Charades] 
3. Round 3: Player can only say 1 word to get their team to guess the clue. If they say more than one word, the paper goes back into the bowl. 
 
THE GAME OF THINGS
SUPPLIES NEEDED: Slips of paper, pens
DIRECTIONS: Pass a slip of paper to each student along with a pen. Leader gives out a statement and each student writes down a noun or phrase that would go with that statement and passes the paper to the leader. Leader will then read each phrase once [can repeat if a student can’t remember any of the phrases]. The person to the right of the leader then tries to guess who wrote each phrase; if they guess correctly, the person who wrote the phrase is out for the round and the guesser gets to guess again until they are wrong. Game continues with the next player to the right making a guess. Keep guessing until everyone has been correctly guessed. Then give a new statement. 
Statements:
1. Things that would make math class better
2. Things you shouldn’t tell an incoming 6th grader
3. Things you want to do before you die
4. Things that you should do to make this summer the best
5. Things that you think a dog would tell you if it could talk
6. Things that you shouldn’t do at the grocery store
7. Things that you wish Huntington had
8. Things that you couldn’t go a day without
9. Things that you would need on a deserted island
10.  Things that a cow thinks about 

PYSCHIATRIST
DIRECTIONS: Pick one person to be the psychiatrist: This person will leave the group while the leader tells the rest of the group about their shared psychiatric problem (Options listed below). Once everyone understands the problem, call the psychiatrist back to the group. The psychiatrist then asks YES or NO questions of people in the group to try to figure out what their psychiatric problem is. [If the rule is YOU ARE THE PERSON TO THE LEFT, If the psychiatrist asks “Do you have blue eyes”, the person to answers as if they are the person to their left] If a student is unsure of how to answer the question, they can say IDENTITY CRISIS and everyone gets up and moves to a different place in the circle. Play continues as normal. If the psychiatrist figures out their problem, pick a new psychiatrist and new rule and continue game. 

OPTIONS OF PSYCHIATRIC PROBLEMS:
· Everyone thinks they are the person to their left
· Everyone thinks they are the person to their right
· Everyone thinks that they are the leader
· Everyone thinks that they have the opposite characteristics as they have

DISCUSSION

If your students are willing to sit for a bit and go through some questions, here are some things you can talk about:

1) What has been one of the highlights of your school year so far?
2) What’s something that didn’t go the way you wanted?
3) Are you looking forward to anything coming up in the next few months? What?
4) Are any of you thinking about trying out any new activities or sports? Which ones?
5) Hi/Low/Buffalo (what’s been the best part of your week/the worst part of your week/and what’s something random you want to tell us?)

RESPONSE

[bookmark: _GoBack]Invite students to hang out outside of Club for a Building Time. Brainstorm with your group some ideas of what you all should do together that they would enjoy.
