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Section 10: Outdoor Action 
Song Guide 

Songs, just like games, can be a useful and fun addition to a trip. Whether used to get the group warmed up 
on a chilly morning or to lighten the mood on the trail, songs should be a part of your leader bag of tricks. 
Most of these songs represent relatively low interpersonal risk except for songs that single out individuals 
such as Little Sally Walker. As for any activity, use your leader radar to determine when the individual and 
group dynamics are appropriate for a particular song. Enjoy!  
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Old Nassau 
Tune every heart and every voice, 

bid every care withdraw; 
Let all with one accord rejoice, 

in praise of Old Nassau. 
In praise of Old Nassau we sing, 

Hurrah! hurrah! hurrah! 
Our hearts will give while we shall live, 

three cheers for Old Nassau. 
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Go Bananas
 
(With Actions) 
LEADER: Bananas of the world…UNITE!  
LEADER: Bananas…SPLIT!  
 
ALL: Peel bananas, peel peel bananas 
Slice bananas… 
Mash bananas… 
Dice bananas… 
Whip bananas… 
Jump bananas… 
GO BANANAS… 
 

 
Penguin Song 
(With Actions) 
CHORUS 
ALL: Have you ever seen a penguin come to tea? 
Take a look at me, a penguin you will see 
Penguins attention! Penguins begin! (Salute here) 
Right Arm (Goofy penguin motion with right arm) 
 
CHORUS 
Right Arm 
Left Arm 
Right Leg 
Left Leg 
Nod Your Head 
Turn Around 
 
In the chorus at the end of the song, sing “Penguins 
dismissed” instead of “Penguins begin.” 
 
 
Singin’ in the Rain 
(Singin’ in the Rain and Aroostasha are songs patterned 
like the Penguin Song except they are call and response 
songs) 
 
CHORUS 
ALL: I’m singin’ in the rain, just singin’ in the rain 
What a glorious feeling, I’m hap-hap-happy again 
 
(call and response) 
 
LEADER: Thumbs up! 
ALL: Thumbs up! (do motion) 
 

CHORUS 
 
Thumbs up! Elbows back! 
Thumbs up! Elbows back! Knees together! 
Toes together 
Butt out 
Head out 
Spinning round 
Tongue out 
 
 
The Jellyfish 
(Jellyfish should be yelled in silly voice to yield its full 
comedic effect.) 
 
CHORUS 
ALL: The jellyfish, the jellyfish, the jellyfish    (while 
moving like a jellyfish). 
 
LEADER: Feet together!! 
ALL: Feet together!! 

CHORUS 

Arms together 
Shoulders back 
Chin up 
Butt out 
Tongue out 

Flea, Fly 
(Call and Response) 
Flea! 
Flea, fly! 
Flea, fly, mosquito! 
Ticks! 
Calamine, calamine, calamine lotion/ 
Oh, no more calamine lotion! 
Itchy itchy, scratchy scratchy, got one on my/ backy-
acky. 

Ooey ooey, gooey gooey, wish he’d go away. 
Quick, get the bug spray! I think he went/ thataway! 
Pssssh! (bug repellant spraying motion) 

Repeat 3 times, getting progressively faster and louder 

Reese’s Peanut Butter Cup  
ALL: Reeses Peanut Butter Cup, 
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Stick with us we'll cheer you up, 
Bang bang choo-choo train 
C'mon [NAME] do your thang 
NAME: "I can't!" 
ALL: "Why not?" 
NAME: "I just can't" 
ALL: “Why NOT?!” 
NAME: "Because my back's too sore and my belt's too 
tight, but my booty shakes from the left to the right" 
ALL: "Left, right, left right, left right"  
 
Repeat  
(Fun on the trail too!) 
 
 
Three Short-Necked Buzzards 
(All together, with motions) 
Three short-necked buzzards, three short-necked 
buzzards, three short-necked buzzards 
Sitting in a dead tree 
One flew aaaa-way! What aaaa shame! Darn! 
 
Two short-necked buzzards…. 
One short-necked buzzard…. 
No short necked buzzards…. 
 
When one reeee-turned! Let us reeee-joice! Hallelujah! 
 
One short-necked buzzard… 
Two short-necked buzzards…. 
Three short-necked buzzards…. 
 
 
Jiggly Boombas 
(Call and Response) 
LEADER: My mom gave me a penny 
ALL: My mom gave me a penny 
LEADER: So I could by some tennies 
ALL: So I could by some tennies 
LEADER: But I didn't buy no tennies 
ALL: But I didn't buy no tennies 
 
CHORUS 
(hands together above head) 
ALL: I bought some boombas! 
Some jiggly jiggly boombas! 
Some jiggly jiggly boombas! 
 
My mom gave me a nickle, 
So I could buy a pickle, 
But I didn't buy no pickle 
 
CHORUS 
 
My mom gave me a dime, 
So I could buy a lime, 
But I didn't buy no lime 

 
CHORUS 
 
My mom gave me a quarter, 
So I could buy some mortar? 
But I didn't buy no mortar 
 
CHORUS 
 
My mom gave me a dollar, 
So I could buy a collar, 
But I didn't buy no collar 
 
CHORUS 
 
 
Princess Pat 
(Call and Response, with actions. Some lines are 
repeated in the song with the same actions.) 
LEADER: The Princess Pat (Pose on one leg, leaning 
forward with one arm in front and one arm back) 
ALL: The Princess Pat 
Lived in a tree (salute) 
She sailed across (wave motion in front of body with 
one hand) 
The seven seas (number 7 with your fingers, then make 
a "C" with one hand) 
She sailed across (wave motion) 
The channel two (make a number 2 on one hand) 
And took with her (throw a sack over your shoulder) 
A rig-a-bamboo! (trace a wavy figure in front of you 
going down, bend knees as you go) 
 
A rig-a-bamboo  
Now what is that? (shrug shoulders, hold out hands) 
It's something made (bang one fist on top of the other) 
By the Princess Pat  
It's red and gold ("twirl" one arm down by your hip) 
And purple too (flip hands as if you were saying "Oh my 
gosh!") 
That's why it's called (cup hands in front of mouth, 
shout in a high-pitched voice) 
A rig-a-bamboo!  
 
Now Captain Jack (salute) 
And his mighty fine crew (run in place)  
They sailed across  
The channel two  
But their ship did sank (plug nose, one hand over head 
and waving as you bend knees) 
And yours will too (point to others in the circle) 
Unless you have 
A rig-a-bamboo!  
 
A rig-a-bamboo 
Now what is that?  
It's something made  
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By the Princess Pat  
It's red and gold  
And purple too  
That's why it's called  
A rig-a-bamboo!  
A rig-a-bamboo! (slow and soulful) 
 
 
Sally Walker 
One person is Sally Walker who walks around the inside 
of the circle while the group sings: 
Little Sally Walker walkin’ down the street.  
She didn’t know what to do so she stopped in front of 
me.  
 
Sally Walker then stops in front of someone and does a 
dance while the group sings…  
 
Hey girl, do that thing do that thing and switch! (the 
person Sally danced to now switches places with Sally 
and repeats the dance move while the groups repeats 
the Hey Girl…section)  
The new Sally now walks on the inside of the circle and 
the song repeats. 
 
 
The Birdie Song 
(Try waking up your group with this one…or not) 
Way up in the sky 
The little birds fly 
Way down in the nest 
The little birds rest 
With a wing on the left and a wing on the right 
The little bird sleeps all through the night 
Shhh! THEY’RE SLEEPING!!! 
The bright sun comes up 
The dew falls a-away 
Good morning! Good Morning! The little birds say. 
 
 
Da Moose 
(Call and Response, with actions) 
(all with Jamaican accent) 
 
Refrain:  
Da Moose Da Moooose 
Swimmin’ in de wata 
Eatin’ his suppa 
Where did he go? 
 
(whisper) He went to sleep 
Whisper (refrain) 
 
(shout) He went outside 
(shout refrain) 
 
(crying) We don’t know. 

No swimming in de wata 
No Eatin’ his suppa 
Where did he go? 
 
(normal)  
He decomposed 
 
 
Alice 
(Call and Response, with actions) 
Aaaalice! 
Where are you going? 
Up the stairs. 
To take a bath 
Aaaalice! 
Shampooed her hair 
And pulledthe plug. 
Oh my goodness! Oh my soul! 
Alice went right down the hole. 
To the sewer! To the sewer! 
Alice went to Mike’s Junior High School. 
Mike’s Junior High School?! 
The best junior high in Toledo! 
The colors are purple and white 
The purple’s for the royalty, the white is for the fight 
fight fight! 
For Mike’s Junior High I would die! 
 
 
Funky Chicken 
(Call and Response, with actions) 
LEADER: Let me see your funky chicken. 
EVERYONE: What’s that you say? 
 
LEADER: I said let me see your funky chicken. 
EVERYONE: What’s that you say? 
 
(everyone) 
I said ooh ahh funky chicken 
ooh ahh one more time 
ooh ahh funky chicken 
ooh ahh get back in line! 
 
Verses: 
Funky chicken 
Frankenstein 
Ballerina 
Sumo wrestler 
Cleopatra 
John Travolta 
Tree 
Elevator 
PeeWee Herman 
 
 
OA Mambo 
(call and response) 
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Chorus: 
I said hey hey! 
I said ho ho! 
I said come on down and do the OA mambo 
(everyone together: clapping, slapping, stomping, clap 
hey! pattern) 
 
Verses 
That was fun, let’s do part one. 
That was cool, let’s do part two. 
Skin your knee, let’s do part three. 
On the floor, let’s do part four. 
Kick the beehive, let’s do part five. 
Join the mix, let’s do part six. 
Howdy Kevin, let’s do part seven. 
It’s your fate, let’s do part eight. 
Just in time, let’s do part nine. 
That’s the end, let’s do part ten. 
 
Buffalo Song 
(Call and Response, with actions) 
Big big buffalo comin’ round the mountain 
Far, far away 
Big big buffalo comin’ round the mountain 
Far, far away 
Far, far away whoop whoop de doo 
Far, far away whoop whoop de doo 
Big big buffalo comin’ round the mountain 
Far, far away 
 
(in an extremely high pitched voice) 
Itty bitty buffalo… 
 
(in an extremely low pitched/deep voice) 
Wumbo jumbo buffalo… 
 
(At the very end, everyone bends over and makes buffalo 
horns while screaming buffalo buffalo buffalo and 
charging ahead.) 
 
Trail Songs 
 
The Moose Song 
(Call and Response) 
LEADER: There was a great big moose 
ALL: There was a great big moose 
LEADER: He liked to drink a lot of juice 
ALL: He liked to drink a lot of juice (x2) 
CHORUS 
LEADER: Way-o, way-o! 
ALL: Way-o, way-o! 
LEADER: Way-o, way-o, way-o, way-o 
ALL: Way-o, way-o, way-o, way-o (x2) 
 
The moose’s name was Fred 
He liked to drink his juice in bed 
 

CHORUS 
 
He drank his juice with care 
But he spilled some in his hair 
 
CHORUS 
 
Now he’s a sticky moose 
He’s a moose-a-full-a-JUICE! [high-pitched] 
 
CHORUS 
 
 
Little Hunk of Tin 
I’m a little hunk of tin 
Nobody knows what shape I’m in  
I’ve got four wheels and a running board 
I’m a Chevy, not a Ford 
 
CHORUS 
Honk honk, rattle rattle rattle  
Crash, beep beep 
Honk honk, rattle rattle rattle  
Crash, beep beep 
 
I’m a little hunk of tin  
Nobody knows what shape I’m in 
I’ve got three wheels and a running board 
I’m a Chevy, not a Ford. 
 
CHORUS 
 
Continue the count down from 4 wheels and a running 
board until… 
 
I’m a little hunk of tin 
Nobody knows what shape I’m in  
I’ve got no wheels and no running board 
I’m a Chevy, not a Ford 
 
CHORUS 
 
 
There’s a Hole in My Bucket  
HENRY: There's a hole in my bucket, dear Liza, dear 
Liza, There's a hole in my bucket, dear Liza, a hole. 
LIZA: Well fix it dear Henry, dear Henry, dear Henry, 
well fix it dear Henry, dear Henry, fix it 
 
With what shall I fix it…? 
With straw…. 
 
But the straw is too long…. 
Then cut it….. 
 
With what shall I cut it…? 
With a knife…. 
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But the knife is too blunt…. 
Well sharpen it…. 
 
With what shall I sharpen it…? 
With a stone…. 
 
But the stone is too dry…. 
Then wet it…. 
 
With what shall I wet it….? 
With the water…. 
 
But where shall I get it…? 
In the well…. 
 
With what shall I fetch it…? 
With the bucket…. 
 
 
The Ants Go Marching One by One 
The ants go marching one by one, hurrah, hurrah 
The ants go marching one by one, hurrah, hurrah 
The ants go marching one by one, 
The little one stops to suck his thumb 
And they all go marching down to the ground 
To get out of the rain, BOOM! BOOM! BOOM! 
 
The ants go marching two by two…. 
The little one stops to tie his shoe…. 
 
The ants go marching three by three…. 
The little one stops to climb a tree…. 
 
The ants go marching four by four…. 
The little one stops to shut the door…. 
 
The ants go marching five by five…. 
The little one stops to take a dive…. 
 
The ants go marching six by six…. 
The little one stops to pick up sticks…. 
 
The ants go marching seven by seven…. 
The little one stops to pray to heaven…. 
 
The ants go marching eight by eight…. 
The little one stops to shut the gate…. 
 
The ants go marching nine by nine…. 
The little one stops to check the time…. 
 
The ants go marching ten by ten…. 
The little one stops to say "THE END!" 
 
 
The Bear Song 

(Call and response) 
LEADER: The other day 
ALL: The other day 
LEADER: I met a bear 
ALL:I met a bear 
LEADER: A great big bear 
ALL: A great big bear 
LEADER: A way up there! 
ALL: A way up there! 
ALL: The other day I met a bear, a great big bear a way 
up there! 
 
He looked at me 
I looked at him 
He sized up me 
I sized up him 
 
He said to me, 
"Why don't you run? 
I see you ain’t 
Got any gun!" 
 
And so I ran 
Away from there 
And right behind 
Me was that bear 
 
Ahead of me 
I saw a tree 
A great big tree 
Oh, golly gee! 
 
The lowest branch 
Was ten feet up 
I’d have to jump 
And trust my luck 
 
The lowest branch was ten feet up, 
I had to jump and trust my luck. 
 
And so I jumped 
Into the air 
But I missed that branch 
On the way up there 
 
Now don't you fret 
And don't you frown 
I caught that branch 
On the way back down 
 
That's all there is 
There ain't no more 
Until I meet 
That bear once more 
 
 
Rattlin’ Bog 
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(Call and Response) 
LEADER: Now, in this bog, 
ALL: Now, in this bog.  
LEADER: There was a tree,  
ALL: There was a tree. 
LEADER: A rare tree, 
ALL: A rare tree, 
LEADER: A rattlin’ tree 
ALL: A rattlin’ tree 
LEADER: The tree in the bog 
ALL: The tree in the bog 
LEADER: And the bog down in the valley-oh! 
ALL: And the bog down in the valley-oh! 
 
CHORUS 
Hi, ho, the rattlin’ bog, 
The bog down in the valley-oh, 
Hi, ho, the rattlin' bog, 
The bog down in the valley-oh, 
 
Now, on this tree,  
There was a branch…. 
 
Now, on this branch,  
There was a limb…. 
Now on this limb,  
There was a twig…. 
 
On this twig,  
There was a nest…. 
 
Now in this nest,  
There was an egg…. 
 
Now in this egg,  
There was a bird…. 
 
Now on this bird,  
There was a feather…. 
 
Now on this feather,  
There was a flea…. 
 
Now on this flea,  
There was a mite…. 
 
Now on this mite,  
There was a…. (fill in your own and continue) 
 
Herman the Worm 
CHORUS: 
As I was sittin’, on my fence post chewin’ my bubble 
gum(Chomp! Chomp! Chomp! Chomp!) 
Playin’ my yo-yo, (Do Whop! Do Whop!) 
Along came Herman the worm 
And he was this big (make motion with hands) 
So I said: “Herman, what happened?!?” 

And he said: 
 
Duh, I ate a bug …CHORUS 
Duh, I ate a snake …CHORUS 
Duh, I ate a rabbit …CHORUS 
Duh, I ate a dog …CHORUS 
Duh, I ate a cow…CHORUS 
Duh, I burped! 
 
BOOM-CHICKA-BOOM 
I said a BOOM-chicka-Boom 
I said a BOOM-chicka-BOOM 
I said a Boom-chicka-Rocka-chicka-Rocka-chicka-
BOOM 
UH HUHHHHH  
OH YEAH 
One more time now 
Astronaut style... 
 
I said a BLAST-me-to-the-Moon 
I said a BLAST-me-to-the-MOON 
I said a Blast-me-shoot-me-blast-me-shoot-me-
BLAST-me-the-moon 
UH HUHHHHH  
OH YEAH 
One more time now 
Janitor style... 
 
I said a BROOM-sweepa-Broom 
I said a BROOM-sweepa-BROOM 
I said a BROOM-sweepa-Mopa-sweepa-mopa-
sweepa-BROOM 
UH HUHHHHH  
OH YEAH 
One more time now 
Flower style 
 
I said a bloom chicka bloom 
I said a bloom chicka bloom 
I said a bloom chicka blossom smell the flowers 
chicka bloom  
UH HUHHHHH  
OH YEAH 
One more time now 
Surfer style 
 
I said a dude chicka dude 
I said a dude chicka dude 
I said a dude chicka wipe out chicka WHOA chicka 
dude 
UH HUHHHHH  
OH YEAH 
One more time now 



10-8 
 

Conservation Style 
 
I said a tree hug a tree 
I said a tree hug a tree 
I said save the whales, save the gas, save the 
water, hug a tree 
UH HUHHHHH  
OH YEAH 
One more time now 
Taco bell style 
 
I said a bean chicka bean 
I said a bean chicka bean 
I said a bean and cheese burrito and a nacho 
supreme. 
UH HUHHHHH  
OH YEAH 
One more time now 
Arnold Schwartzenegger style 
 
(In an obnoxious Arnold accent) 
I said a BOOM-chicka-boom 
I said a BOOM-chicka-BOOM 
I said a boom check out my biceps, check out my 
triceps, give me some ROOM  
(It is important that you flex to show off your 
biceps and triceps with appropriate timing when 
saying this last line) 
No more times now 
We're done 
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Section 11: Outdoor Action 
Games Guide 
 

 
 
 
 
 
Games are one of the greatest tools a leader has to monitor and change group dynamics. At almost every 
stage of group process, there is a game that can push the group forward in the right direction. Games can be 
used to establish trust, help people get to know each other, and keep a group’s spirits up after a long, hard 
day. However, used improperly, games can wind up isolating members of the group and undoing progress 
the group had made. It’s important to keep in mind the interpersonal risk involved in these games, and use 
only those that are appropriate for a given stage of group development. As such, this guide has been 
structured so that games that are generally used earlier in a group’s development are found earlier in the 
guide: 
 

General Games Guidelines
1. Use games appropriate to the maturity level the group has reached. If you push too much with games 
before the group has developed an identity, you may turn some people off.  
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2. Safety comes first! Anytime people are off the ground, they should be spotted at all times. It is too easy 
for someone to fall and hurt themselves, which could ruin the rest of the trip for them. Also, be aware if 
things start to get too out of hand; this can often lead to an accidental injury. Slow down the activity or stop 
it before something happens. Any unsafe practices such as hanging upside down, diving headfirst, 
throwing people, or overstraining must be stopped. 
3. Consider things such as the weather, terrain, and physical condition of the group to decide the type of 
game and the necessary safety precautions.  
 
GAMES
Name Games
Name games are exactly what they sound like – good ways to learn everyone’s name. Name games are best 
used when your group first gather’s together. 
 
The Name Game  
Each member of the group must invent some action to go with their name (a graceful bow, somersault etc.). 
Each person says their name and demonstrates their action, and then says the name and performs the 
action of the others in the circle. This continues around the circle until each member has “performed” 
everyone else's name and action.  
Variation: Have a sound to go with the action 
Variation: Add a word that alliterates with the name (such as “Allison the Alligator”) 
Variation: Include some sort of historical background about your name 
 
Bumpity-Bump-Bump-Bump  
After learning everyone’s name, form a circle with one person in the center. The person in the center (the 
“challenger”) chooses another person on the edge of the circle (the “defender”) and says either “you”, “me”, 
“left” or “right”, which correspond to the defender, the challenger, and the person to the defender’s left and 
right, respectively. The defender then has to say the name of the person the command refers to during the 
time it takes the challenger to say “bumpity-bump-bump-bump”. If unable to do so, the defender switches 
positions with the challenger.  
Variation: For more of a challenge, decrease the number of “bump's" or make the commands correspond 
to something different (for example, “you” actually means “right”) 
 
Name Face-Off  
After learning everyone’s name, divide into two teams. Have each team secretly choose one person to “face-
off.” That person closes his/her eyes and is guided by his/her team until back to back with their opponent. 
At a given command, the two turn around and the first one to correctly say the other’s name wins.  
Variation: Have one team “steal” the other team’s participant if they correctly guess the name. 
 
Name Tag  
One person is chosen as the pursuer and one the pursued. Everyone else pairs up and links elbows with 
his/her partner. When the game begins, the pursuer tries to catch the pursued (like tag). The pursued can 
only be safe when he/she links elbows with one of the people in a pair and calls out the other person's 
name in that pair. The person whose name was called then becomes the pursued and the game continues. If 
the pursuer tags the pursued, he/she then becomes the pursued and grabs someone's hand. 
Variation: Stork & Bear Tag – the pursuer acts like a bear (both motion and sound) and the pursued like a 
stork. When the pursued locks elbows with a person, no name is needed, the other person just breaks off 
and goes. 
 

Introductory Games
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Introductory games are great for stimulating conversation and getting to know the other members of the 
group. While generally used immediately after name games, they can potentially be used later in the trip, 
depending upon circumstances. 
 
Commonalties  
Ask the group to arrange themselves into clusters of 2s, 3s, 6s, or whatever suits the mood. Give each group 
a piece of paper and pen. The task is to generate a list of things that are common to all the people in the 
cluster but which you could not identify by looking at them. Examples that you can see, and hence don't 
count: Wear glasses, have brown hair, have blue eyes, etc. Ask people to come up with a specific number of 
commonalties or as many as they can in a couple of minutes. Some examples: 

1. speak a foreign language 
2. have the same number of brothers and/or sisters 
3. traveled to a certain country 
4. have the same letter starting their last names, etc. 

 
All My Neighbors - This game is a way to get to know little facts about each person. Its structure is based 
on that of Musical Chairs: the group sits in a circle with one place fewer than there are people. The left-over 
person stands in 
the middle and calls out “To all my neighbors who________”, filling in a characteristic (such as “have blue 
eyes”, “like lima beans”, “know how to scuba dive”, etc.) which is true for himself/herself. Everyone for 
whom the characteristic applies must stand up and run to another place in the circle. Whoever doesn't get a 
spot to sit becomes the caller in the middle. 
 
Introductions  
Divide into pairs and allow people to talk to each other for five minutes or so. After that, reconvene and 
have the pairs introduce each other to the rest of the group. Have them find out such information as where 
the person is from, what he/she likes to do, what kind of ice cream he/she likes, if he/she has any cool scars 
or tattoos, etc. 
 
M&M's/Toilet Paper  
The leader passes either M&M's or toilet paper around the group and tells everyone to take as much as they 
want. Then, going around the circle, each person must tell as many facts about himself as M&M's or pieces 
of toilet paper s/he took. 
 
Two Truths and a Lie  
Someone tells three stories or facts about himself/herself, two of which are true and one a lie. The other 
players must each guess which one is the lie.  
 

Team-Building Games
Good team-building games are ones that focus on communication and cooperation, often by giving the team 
a task to perform that requires a creative solution. Generally at this stage games require only a very 
minimal amount of trust. Be aware of participant comfort levels regarding personal space when selecting 
these games. Remember that Frosh may have religious or personal experiences that may make them 
uncomfortable with some forms of contact.  
 
Human Knot  
Stand the group in a circle. Have everyone put their right hand in the center of the circle with the thumb up. 
Then everyone should reach in with their left hand and grab someone else’s right thumb. Make sure that 
right hands are attached to left hands and make sure that two people don’t have both of each other’s hands. 
Send a pulse around the group to make sure that everyone is connected (if not, exchange a few hands to 
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connect everyone). Then try to unscramble the knot back into a circle. This is another great game to do at 
the very beginning of a trip to get people to “unwind.” The knot should untangle unless you have an 
overhand knot (which cannot be undone, except by creative reconnecting). 
 
Circle Sit  
Have the group stand in a circle facing in, and then have everyone turn 90 degrees to the same side so that 
they are facing the back of the person in front of them. Tighten up the circle and have the group all sit at 
once so that each person sits on the lap of the person behind.  
Variation: Once sitting, try to get the group to move the circle around by having everyone lift the same foot 
and shuffle it forward, then move the other foot and “walk.” Then have the group stand back up 
simultaneously. 
 
Group Stand Up  
Sit the group in a tight circle with their backs to the center and have them link arms and then try to stand 
up as a group. You can start with only part of the group then slowly add more and more people.  
 
Poem/Story 
One person starts off by making up the beginning of a poem or a story. Each person in the group has the 
option of adding a word or a line or several sentences to the poem or story. Go around the group several 
times until you have a literary masterpiece. 
Variation: Have each person say a word until you make an entire sentence. 
Note: Can be used later in the day as the group gets started as sort of an impromptu roll-call 
 
Circle Stand  
Draw a circle 1 foot in diameter on the ground (or make one with rope). The entire group must stay within 
the circle for one minute.  
 
Count to 10  
The group counts to 10 without talking to each other. If two people say a number at the same time, the 
group must begin again. Count to 20 to increase the challenge. 
 
Touch My Can  
A small object such as a can or a water bottle is needed for this game. A challenge is presented to the group: 
The object must be positioned in such a way that every person is touching it with some part of the body 
except one person, who must touch it with her/his nose. In addition, no person can be touching any other 
person. Solutions are often creative and entertaining! 
 
Helium Stick  
Take a stick or tent pole and have everyone stand on either side supporting it with their index fingers as a 
leader applies downward pressure (without their realizing it). The goal is for all group members to 
maintain contact with the pole after the leader lets go and lower it close enough to the ground for all pinky 
fingers to touch. No the stick is not really full of helium. And yes, gravity does still exist! 
 
Turning Over a New Leaf 
Have everyone stand on a ground tarp and turn it over without touching the ground. Keep folding the tarp 
and ask the group how many folds they think they can do and still turn it over. This can be really frustrating 
and groups often fail. Keep an eye out for frustration levels.  
Variation: as with Touch My Can, have everyone's feet touch the tarp. Fold it and ask the group how many 
folds they think they can make. Often the group will surpass its predictions as people come up with creative 
solutions. 
 
Trust Walk 
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Have the group line up holding hands. One person at one end is the leader. The rest of the group closes 
their eyes (or is blindfolded) and the leader leads them over, under, around and through various obstacles. 
The leader must guide the person directly behind him/her by vocal and/or tactile directions and that 
person must do the same to the “blind” person behind him/her and on down the line. This can also be done 
in pairs. It is an interesting way to let people explore an environment (trees, bark, leaves, wet moss etc.) Be 
careful of people falling, glass etc.  
 
Tie-em-up! 
Tie the group together and have them complete a task such as breaking down camp or setting up the tarps. 
 

Trail Games
You’ve been on the trail for a while now, and your frosh are starting to get bored. Perhaps some of them are 
draggin and need a good pick-me-up. These anytime games are designed to fill up the time and take your 
frosh’s minds off their worries, and can be used on, or off, the trail. Remember to keep in mind your 
participant’s strengths and weaknesses – for example, an international student who is “out of touch” with 
American pop-culture might be frustrated by Botticelli. Also note that games in which people move to the 
back of the line such as Big Booty or Concentration are good for subtly randomizing hiking order. 
 
Concentration  
The group picks a category (such as fruits, candy bars, board games, movie stars, etc.)and then starts a 
rhythm by slapping the knees twice, clapping twice, and then snapping twice. One person starts by naming 
an item in that category (e.g. apple) and the turn continues down the line with each person naming a 
different fruit, without breaking the rhythm of the chant. If someone cannot think of a fruit in time she/he 
has to move to the back of the line. 
 
Botticelli  
One person thinks of a well-known character (living or dead, historical or fictional, human or personified 
animal, etc.) and tells the group the first letter of the character's last name. The group then tries to guess 
the character, but can only ask questions with “yes” or “no” as an answer. The trick is, however, that they 
can only ask questions after they've earned them. In order to stump the original player, someone must give 
a clue about another character whose last name starts with the same letter. For example, if the letter is “C” 
and the original character “Tom Cruise”, a player could ask “Are you a former U.S. President?” If the original 
player can think of someone who fits the description (saying, for example “No, I'm not Calvin Coolidge,” or 
“No, I'm not Jimmy Carter), regardless of whether it's the SAME person the stumper had in mind, he/she 
has escaped a question. If he/she is truly stumped, however, the stumper can then proceed to ask a yes/no 
question about the original character until someone in the group guesses who it is. However, someone else 
in the group must be able to answer the question that stumped Botticelli in order for the group to earn a 
yes or no question.  
 
Big Booty  
Each position in the line has a corresponding name. The leader is big booty, then little booty, then #1, #2, 
etc. After each person says their name, the game begins with a chorus of “Ah, Big Booty, Big Booty, Big 
Booty, Ah Yeah, Big Booty.” Big Booty begins the round and passes the command to another person by 
saying his own title and the title of another person with the beat (e.g. “Big Booty Number One”). The round 
ends when someone misspeaks or speaks out of beat. Note that sound does take time to travel. 
Variation: People who have the command can call their own names, as long as they pass eventually and 
stay on beat (e.g. (Number Three/Number Three) (Number Three/Number Seven) works, but (Number 
Three/Number Three) (Number Seven) does not) 
 
GHOST  
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The person at the front of the line says a letter of the alphabet out loud. One by one, players add letters until 
a word has been spelled. The person who said the last letter of any word loses, and obtains a letter in the 
word “ghost” (so the first time someone loses, she/he has a “G”, the second time a “GH”, etc. until the whole 
word has been spelled, at which point she/he is out of the game). If someone questions another's letter 
choice, he/she can challenge the other player. If the challenged player has a word in mind, the challenger 
loses (and takes a letter in the word “ghost”). If no valid word can be given, the challenged loses (and must 
take a letter). Words must have more than three letters and cannot be proper nouns. 
 
UGH!  
Hikers look for trash by the side of the trail. If someone spots a piece, s/he says “Ugh” and the person in 
front of him/her has to pack out the trash, losing for not having seen it first. 
 
Tune That Name 
One team starts with a word, i.e. world or red, then another team comes up with a song lyric containing that 
word, (“It's the end of the world as we know it,” or “Lady in Red, is dancing with me”) then the next team 
goes by using a word other than the original from the other team’s song lyric. 
Variation: Name a song, movie or book, then have the next person name a song, movie, or book whose first 
letter is the previous one’s last letter. 
 

Camp Games
After a hard day of hiking, or for a nice break for lunch, what better than a game to set the spirit? A number 
of these games focus on making the group laugh until they forget their troubles. Others are more 
competitive, and still others are good games to warm-up for a long day on the trail. These games can also be 
used to help keep frosh hydrated. Instead of being “out” when a person makes a mistake, they drink some 
of their water.  
  
A What?  
Sit in a circle facing the center. One person starts the game by taking an object, turning to the person on his 
right and saying “this is a _______.” That person then turns and responds, “A What?” The first person says, “A 
_______.” Then the second person says, “Oh, a _______.” The second person turns to the third person and the 
entire exchange repeats until it has worked all the way around the circle. Once people have the hang of it 
you can confuse everyone by calling the object some other name (for example pass a rock and call it a fish) 
and/or by starting another object going in the opposite direction from the first object. To make it even 
harder, play with an object for each person at the same time.  
Variation: “Wanna buy a <noun>?” “A what?” “A <same noun>“ “Does it <related action>?” then pass it 
down the line with a separate noun and action pair, passing back up a “yes, it <action> 
 
Copy Cat  
Ask your group to form a circle. During your explanation of the rules, ask each person to choose someone in 
the circle to be their leader but not to tell anyone who their leader is. Explain that once the activity starts, if 
the person you chose as a leader moves or changes position in any way, you must do exactly as she does. 
Whenever she moves, you mirror her. Ask that people try to watch their leaders without staring directly at 
them so that leaders won't know who (if anyone) is following them. 
After explaining and asking for questions, check to be certain that everyone has a leader chosen. Before 
beginning, have people close their eyes and get in a comfortable pose. As soon as everyone opens their eyes 
on your command, they should change their pose to duplicate that of their leader. 
Once people open their eyes, patterns of movement begin to ripple around the circle. Sometimes this 
activity will last for several minutes, sometimes it will seem frenzied—at other times quiet. The end result 
is usually everyone in the same pose, though sometimes you get two or three groups of people doing 
different poses. 
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Stork & Bear Tag  
See Name Tag in Name Games. 
 
Killer (or Assassins) 
The Outdoor Action leader should explain the rules of the game and then when everyone’s eyes are closed 
they should pick a “Killer” by tapping the person on the head. (If the leaders want to play, slips of paper can 
be passed around and the one with the X is the Killer). The Killer kills by winking at the victim. The victim t 
must see the wink in order to be killed and must wait for 5 seconds after the blink before “dying”. (Be 
melodramatic!) Once killed you become a spectator. The survivors must try to figure out the identity of the 
Killer before they are killed. If someone has a suspicion one can announce, “I have an accusation.” Unless 
someone else says, “I second the accusation,” the game continues. If someone does second the accusation, 
the two accusers count to three and then each point to the person each one suspects. (Without conferences, 
gestures, etc. before pointing.) If they both point to a person who is innocent or if they both point to 
different suspects, (even if one of the suspects is the Killer), they are both dead because of poor detective 
work. If both point to the Killer, s/he must confess and the game is over.  
 
Knee Tag 
Basically, if someone touches one of your knees, you have to put your hand on it. Once someone has 
touched both knees, you can’t move, but can reach out if someone comes nearby. The object of the game is 
to tag everyone else’s knees without being tagged yourself. 
 
Texas Shoot ‘Em/007 
Stand in a circle. This game involves a rhythm…it might be helpful to begin by having people pat their knees 
twice then clap in unison. To begin the game, replace the clap with one of three gestures. To “shield” place 
your hands across your chest. To “load”, keep your elbows at your sides and point two fingers of each hand 
in the air. To “shoot”, point two fingers of each hand at one person. You can only shoot if you have a bullet 
in your gun (which you get by loading). Bullets can be built up. If you shoot someone who is not shielding 
(that is, they are either loading or shooting), then they are out of the circle. Play continues until you have a 
winner. 
Variation: Increase the pace slowly as you play. 
Variation: 10 bullets is a “bazooka” which makes a person out even if they shield 
 
Red Handed 
The group forms a circle facing in and one person, who is selected to be IT, stands in the center. The IT 
person closes his/her eyes while the other players pass some small object (e.g. a pebble) from person to 
person in the circle. The sneakiest pass is to hold the pebble in one fist, palm down, and drop it into the 
palm-up hand of the next person in the circle. After the object has begun to make the rounds IT opens 
his/her eyes, searching for the object. If IT suspects someone s/he taps that person on one of the person’s 
hands. If the suspect is empty-handed, the game continues with IT searching. If the person has the object, 
that person becomes the new IT and the old IT joins the circle.  
 
Lightning Tap 
Everyone sits or lies on their stomachs facing into the middle of a circle, with hands interlinked and placed 
palm-down on the ground (so that a person's right hand is to the right of her/his neighbor's left hand and 
left hand to the left of her/his neighbor's right hand). Somebody starts by slapping one hand onto the 
ground and the lightning tap travels around the circle with hands slapping the ground in order one at a 
time. If somebody slaps the ground twice, the lightning tap changes directions. If someone puts a fist down 
instead of a slap, the lightning tap skips a person. Whenever a hand misses a turn or slaps at the wrong 
time, that hand must be removed from the middle of the circle until only two hands remain. 
 
Yee-Ha! 
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In a circle, one person begins by swinging his fist across his chest and yelling “Yee-Ha!!!” Play continues 
around the circle in the direction his arm swings. To change directions, upon a player’s turn they may 
either put their arms above their head so their fingertips touch and say “Hay Barn” or put their fists to their 
hips and say “Stern as a Mule.” The word “pitchfork” during a player’s combined with a motion like pitching 
hay skips the next player in line. “Ford Angular Gear Box” during a player’s turn requires that every player 
say “1-2-3-4” while pretending to shift gears. After shifting, the current player points to someone with both 
hands and says “Get along, little doggie” and play continues with that player, going in the direction of that 
player’s choice. 
 
Moose 
The group stands in a circle with one person starting as the moose, holding up both hands above his/her 
ears in a simulation of antlers. The people on either side of the moose each hold up the hand nearest to the 
moose, forming additional antlers. The moose is in control and can pass the “moose” to another person by 
either dropping one antler, becoming an auxiliary 'rack' (since the person to the side on which the old 
moose's one hand now remains raised becomes the new moose and must raise both hands), or by pointing 
at another person, in which case that person raises his/her hands and the people on either side of the new 
moose become the new extra antlers. If someone misses the cue from the moose and moves too slowly, or 
messes up in any other way, s/he is out. New motions can be added (such as an elephant. with the middle 
person using an arm as a trunk and the side two making a “c” with their arms for ears, a rabbit with the 
middle person putting hands above the head for ears and the side two thumping feet, a cow with the middle 
person chewing cud and the side two pretending to milk the udder, a Viking with the middle person using 
hands for horns and the side two paddling the boat next to him/her, etc.). 
 
Conan the Barbarian 
Another warm-up: everyone stands in a circle, and one person, the Conan, begins the game. Everyone 
pretends to hold a gun. When the Conan points to someone, that person lifts his gun in the air and yells, 
“Hieeeee!” while the people on either side point their guns at that person. If the middle person or either 
side person forgets to shoot, he is out. The middle person becomes the next Conan... 
 
Giants, Wizards, Elves  
Form two teams. Each team decides whether to be giants, wizards or elves. Then the two teams face-off and 
on the count of three, yell what they are. Elves trick wizards. Wizards enchant giants. Giants crush elves. 
The 'winning' team then chases the other team back past an established line. Anyone who is tagged joins 
the 'winning' team until all participants are on one team. Great for getting warmed up and increasing 
energy levels. 
 
“Honey, Do You Love Me?”  
In this game, the goal is to make people smile. Everyone sits or stands in a circle with one person in the 
middle. The person in the middle approaches different people in the circle and pleads “Honey, if you love 
me, won’t you please please smile!”, hamming it up as much as possible (anything is permitted except 
actually touching the other person). The other person must respond “Baby, I love you, but I just can't smile” 
without laughing. 
Variation: etables – Participants sit or stand in a circle and say the name of a vegetable. Afterwards, 
participants are instructed to put their lips over their teeth. Play begins with any one player who states 
his/her vegetable name and the vegetable of the player he is passing the turn to, in the form “broccoli to 
cauliflower.” If players are unable to keep their lips over their teeth at any point during the game (even 
when speaking or laughing), they must sit out for the remainder of the game. 
Variation: Snort – Participants pass snorts instead of vegetable names, with the object being not to laugh. 

 
Thumper 
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Everyone stands or sits in a circle. Each person picks a motion or noise by which she/he will be known 
(such as tugging an ear, patting a head, making a peace sign, etc) and shares it with the rest of the group. 
Everyone begins slapping her/his knees and the first person to start does a call and response with the rest 
of the group: “What's the name of the game?”, “Thumper!”, “Why do we play?”, “To get...hydrated!” The first 
person then does her/his own sign followed by that of another person, both in rhythm with the knee-
slapping. That person must in turn do her/his own sign and then that of another person (thereby passing 
the command on to the next person), etc. If someone makes a mistake, she/he must eat or drink. 
 
Screaming Toes 
Everyone stands in a tight circle, looks up and then looks down at someone else's feet. On the count of 
three, look up directly at someone else’s face. If anyone makes eye contact, they must scream and both are 
out. 
Variation: In larger groups, make two or three small circles. When you make eye contact, scream and run 
to the next circle. 
 
“Ha-Ha” 
This game can be played in a circle or in a line. Each person lies on her/his back with his/her head on 
someone else's stomach, forming a chain. The person on the bottom (or anyone, if it's a circle) starts by 
saying “Ha” once. The person lying on this person's stomach says “ha ha.” Each person in turn adds one 
more “ha” to her/his fake laugh, until real laughter makes it impossible to proceed. At this point, the “ha”-
ing starts again with one, and the group tries to reach a higher number of “ha's. 
 
Mafia 
There are many variations, but briefly, the group is a village of people plus a narrator/god. Roles are 
typically assigned with playing cards, but you can use slips of paper if you don’t have cards. The essential 
characters are 2-3 mafia members and the rest townspeople. The mafia confer to secretly kill a 
townsperson each night, and then the whole group openly confers to choose someone they think is mafia to 
execute. There can be townspeople with special powers such as the detective/sheriff (investigates a group 
member each night) and nurse/doctor/angel (chooses a group member to save each night). If the mafia 
murders all townspeople, the mafia win; if the townspeople execute all mafia, the townspeople win. The 
narrator/god should spice up the murders with funny stories. CAUTION: Many groups love mafia, but it 
can be dangerous for a group. Group members may feel targeted and isolated if they are often killed off 
first or attacked by the group in open court. Also, once a person is dead, they cannot talk for the rest of the 
game, which can be lonely and boring. One way to alleviate this is to have the person who just died come up 
with the murder story for the next death. 
 
Celebrity 
This game requires paper. Break into two teams. Have each person place 3 names of people everyone 
knows into a hat. Going team by team, one representative has a minute to pick a name out of the hat and try 
to communicate who it is without saying the name (any other word is fair game, though). After all names 
have been done, repeat, but with only three words allowed per name (no gestures) Repeat a third time with 
only gestures. It sounds impossible to gesture “Hillary Clinton” or “Princess Diana,” but your group gets the 
hang of it since you have already run through all the names twice, and using only three words focuses what 
actions you should use. Count up the points for each team after each round; the team with the most points 
wins. 
 
Charades 
A classic, but tons of fun and often hilarious. Coming up with different sort of categories (beyond books, 
movies, TV shows, etc.) can be very fun: LNT principles, wars, members of the groups, colleges, etc. 
 
Captain’s Coming  
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In this game, participants are at the mercy of a caller. When the caller calls a particular command, the 
participants form the correct number groups and do the required motion. Motions are as follows: 
CAPTAIN’S COMING: salute with feet together, stay there until AT EASE (no matter what else is called) 
AT EASE: stop saluting, feet spread 
MAN OVERBOARD: two people, one crouching one standing, both peering out to sea 
CROW’S NEST: three people in a circle with elbows locked facing outward and spinning around 
CAPTAINS TABLE: four people in a square, each face down pretending to spoon food into their mouths 
WALK THE PLANK: five people in a line 
If you do something wrong or wind up not in a group, you’re out and have to sit out. For bigger groups 
make up bigger commands. 
 
 

Odd-Man-Out Games
Odd-Man-Out Games single a person out and allow their creativity to unknowingly fuel a group’s laughter. 
While they are not being made fun of, under the wrong circumstances the odd-man-out may feel as though 
that is exactly what is happening. Make no mistake, odd-man-out games can be fun, but only in the right 
circumstances. When used incorrectly, they can very easily be a harmful force on the trip. At the very least, 
wait until members of the group are comfortable with each other, and be sure to only single out people who 
seem comfortable being put on the spot for fun. One possible alternative is to do these activities in pairs or 
small groups so the person doesn’t feel entirely taken advantage of. 
 
The Story Game 
The rules of this game are not explained until AFTER a volunteer (or two) has left the group. When the 
volunteer(s) returns, they will be asked to guess a story that was created during their absence by asking 
questions. Unknown to them, they are in fact creating their own story. Whenever they ask a question, if the 
last word of the question ends in a vowel, the answer is always “yes.” If it ends in a consonant, the answer is 
“no.” Otherwise (if it ends in ‘y’), the answer is “maybe.” Make the answers sound realistic and watch them 
come up with crazy ideas to try to make the story make sense. 
 
Psychiatrist 
The rules of this game are not explained until AFTER a volunteer (or two) has left the group. Everyone sits 
in a circle paying subtle attention to the person sitting to his/her right. When the psychiatrist (the person 
out) returns, he/she/they are told that the group has a problem and is seeking help. The psychiatrist is 
asked to ask questions of individuals in order to figure out the problem and told that everyone will answer 
as honestly as he/she possibly can. When someone is asked a question by the psychiatrist, he/she must 
answer in the manner that he/she imagines the person to his/her right would answer. If an answer is 
incorrect, the person who is being imitated (and therefore knows the answer to be incorrect) says 
psychiatrist and everyone moves to another place in the circle, causing a shift in whom people are 
imitating. It is good to point out that, while the game can get personal at times, if anyone does not wish for 
something to be known about him/her, he/she can simply ignore the rules and either say “psychiatrist” or 
not as he/she chooses. 
 

BRAIN TEASERS
These games can be fun (although frustrating at times!) and involve figuring out what the pattern is that 
someone is using. One way to avoid making anyone person feel left out or stupid is to expose the trick while 
there are still two or a few people who haven't yet figured it out.  
 
“Bang, Bang, Bang! Who'd I Shoot?” 
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Someone says this sentence while pretending to shoot various people in the group. The other group 
members are supposed to guess whom he/she shot. The answer is always whoever is the first person to 
speak up after the question is asked. 
 
Broom Dance 
A stick is used as a broom, and someone dances a little dance with it while chanting “I can do the broom 
dance, broom dance, broom dance, I can do the broom dance, can you?” Whether or not someone can do the 
broom dance depends on whether or not he/she coughs first, says “Ok” before beginning, or whatever the 
pattern is. 
 
“Sally Green likes apples, but she doesn't like oranges” 
The object of this game is for frosh to discover what Sally likes by asking whether or not she/he likes 
different things. In this case she/he likes anything that has double letters in it, though there are other 
versions.  
Variation: “My roommate likes coffee, but she/he doesn't like tea” and the like dislike hinges around the 
presence or absence of the letter T.  
Variation: TRAIN – the next object begins with the next letter in the word “train” (the letters wrap, so t 
follows n) 
 
Snaps 
This game requires that at least two people know the trick from the beginning. One person who knows it 
spells words to the other in code (using their amazing “ESP” powers!), and the other figures them out. If the 
rest of the group does not believe in their integrity, they can whisper words to one of the coders to pass to 
the other to prove it wasn't planned ahead. The message is passed with seemingly nonsensical sentences 
and snapping. The clue is spelled out using the first letter of each sentence to indicate consonants, and 
using I, 2, 3, 4, or 5 snaps (corresponding to a, e, i, o, and u) for the vowels. For example, the name “Elmo” 
could be passed as follows: 1) Two snaps. 2) “Look at all the snow in this campsite!” 3) “My sister saw a 
unicorn yesterday.” 4) Four snaps. 
 
Spoons  
Begin by telling your frosh that you are about to introduce them to a new form of written language. For this 
exercise, you need all of their spoons (if you’re concerned about sanitation, feel free to use sticks or some 
other inanimate object). Take the spoons and place them on a table in a random configuration and ask what 
number it represents. The trick is that the number of fingers you have resting on the table (or on your 
knees, or wherever you put your hands) is the correct number. 
 

Minute Mysteries
There is a lot of leeway in Minute Mysteries. Allow a certain number of questions, many questions, or none; 
give hints as needed… just get a feel for the group. Below are a number of mysteries with solutions: 

MMysteries 

1. A man walks into a bar and asks the bartender for a glass of water. The bartender pulls out a gun, 
the customer says “thanks,” and walks out. Why? 

2. The gate opened and she fell to her death. What happened? 
3. Joan and Barry are dead on the floor, surrounded by glass and water. What happened? 
4. 50 people are dead in a cabin in the woods. How did they die? 
5. Two people are found perfectly preserved in ice. The archaeologist who finds them knows 

immediately that they are Adam and Eve. How? 
6. If you have a 5-gallon jug and a 3-gallon jug, how do you get 4 gallons? 



11-12 
 

7. There is a truth-telling village and a lying village. A traveler comes to a crossroads where one road 
goes to each village. A man standing at the crossroads could be from either village, and the traveler 
can only ask him one question. What does he ask the man, if he wants to get to the truth-telling 
village? 

8. A man is found dead in the woods. An autopsy reveals it was the pack on his back that killed him. 
How? 

9. A man wakes up in the night, makes a sandwich, turns off the light, and goes back to bed. In the 
morning he wakes up, looks out the window, and decides to commit suicide. Why? 

10. A dark car is driving down a dark street on a dark road without its lights on. A black cat goes into 
the road and the car stops for it. How did it know to stop? 

11. A locked car with all its windows rolled up has a dead man in it with two bullets in him. How did he 
die? 

12. A scientist does an experiment and times how long two chemicals take to react. It takes an hour and 
20 minutes. The next day she runs the same experiment, but wearing a wool sweater, and it takes 
80 minutes. Why? 

13. Some hikers come to a crossroads and the sign has fallen down. How do they know where to go? 
14. A lady is found dead in a room with one window, a rope around her neck, and a puddle of water on 

the floor. What happened? 
15. A man who lives on the 50th floor of a building can take the elevator all the way to his room on 

rainy days, but on sunny days takes it to the 15th floor and has to walk the rest of the way up the 
stairs. Why? 

16. A man is found dead in the desert next to a rock. What happened? 
17. There's a shipwreck, and the survivors are forced to live on a deserted island for 2 weeks. When 

they are finally rescued and return home, one of the men orders albatross at a restaurant, and all 
save two suddenly commit suicide. Why? 

18. What walks on 4 legs in the morning, 2 legs in the afternoon, and 3 legs at night? 
19. A man is lying dead in the forest, with a matchstick clutched in his hand. What happened?  
20. A man is driving along a mountain road, listening to the radio. Suddenly, he drives off the road and 

over a cliff and dies.  Why? 
21. There is a table with 53 bicycles on it. A man, sitting at the table, is hunched over, quite dead.  What 

happened? 
22. A man gets on a train in town A and heads to town B. He boards a train back to town A. Halfway 

there, he becomes distraught and leaps from the train, killing himself.  
23. A man wakes up in the morning and reads the headline of his local paper: “Mrs. Smith Dies in Ski 

Accident in Switzerland,” and he announces, “That wasn’t an accident. That was murder!”  
24. There is a man standing next to a box. Seven people walk in, look in the box, nod to each other and 

then the man, and walk out.  
SSolutions 

1. The customer had the hiccups. 
2. Her carabiner opened.  
3. They're fish and their tank broke.  
4. Plane crash.  
5. They have no belly-buttons. 
6. Fill the 3-gallon, pour into 5-gallon, then fill 3-gallon again, pour into 5gallon until 5-gallon is full; 

then empty 5-gallon and pour what's in 3-gallon into 5-gallon, fill 3-gallon one last time and pour 
into 5-gallon and you have 4 gallons in the 5-gallon jug. 

7. Where would the other man say that you live? 
8. It was a pack of wolves. 
9. He's a lighthouse keeper. 
10. It's daytime. 
11. It's a convertible. 
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12. This is a trick: 1 hour, 20 minutes = 80 minutes. 
13. They pick up the sign and point the arrow to where they came from back the way they came. 
14. She used a block of ice to hang herself. 
15. He's very short and needs an umbrella to reach the button for the 50th floor.  
16. He's Superman and the rock is kryptonite. 
17. The man was part of the crew of a freighter that sank in the Pacific. He, and two other crewmen, his 

best friends, were adrift in a lifeboat for weeks. They had no food and all their attempts at catching 
fish had failed. He became weak and delirious. One of his friends died and the other cut up the body 
to keep them alive. The surviving friend told the man that he was eating an albatross that had been 
caught. When the man ate the albatross soup in the restaurant it didn’t taste anything like what he 
had eaten on the lifeboat. He realized what had happened and killed himself. 

18. Humans, in life. 
19. Three soldiers were flying in a balloon on a reconnaissance mission over enemy territory. 

Unfortunately, the balloon started to lose altitude. Realizing that if they crash they would certainly 
be caught and killed, they decide to take drastic measures. Since they had already thrown all their 
ballast overboard, they decided to draw matchsticks. The person with the shortest match stick 
would have to jump, allowing the others to escape. The person dead in the fall was the unlucky one.  

20. The man in the car is a disk jockey at a nearby radio station. He had just committed a murder for 
which he knows he will be the prime suspect. In order to set up an unshakable alibi, he taped his 
radio show ahead of time and committed the murder while the tape was being broadcast. On the 
way back to the station he hears the tape machine malfunction and stop on the radio. He realizes his 
alibi is useless and kills himself. 

21. The 53 bicycles are actually a deck of cards. Bicycle is a brand name (like Klenex) with bicycles on 
the backs. The dead man was caught cheating (slipping an extra card in), and was shot by another 
player.  

22. The man who lives town A has been blind all of his life. He has an operation performed on his eyes 
in town B in an attempt to restore his sight. The operation was a success. However, on the way back 
to town A, the train enters a tunnel and suddenly there is no light. Thinking he has lost his sight 
forever, he jumps from the train.  

23. The man is Mr. Smith’s travel agent. Mr. Smith murdered Mrs. Smith while they were vacationing. 
The agent knows because Mr. Smith, a real penny-pincher, bought a two-way ticket for himself to 
Switzerland and only a one-way ticket for his wife.  

24. The seven people and the man were shipwrecked on an island with no food. Finally, in order to 
survive, they resorted to drastic measures. They had the man, who was a surgeon, remove one hand 
from each person so the group would have food. The surgeon kept both of his hands so he could 
perform the operations. Eventually, the group was rescued. As part of the group’s agreement the 
surgeon had to have one of his hands removed when they returned to the mainland. His hand was 
in the box in the room. The seven entered, saw that he had fulfilled his part of the agreement, and 
left.  

  


