
Shared Excitement Games 
 
Purpose: To increase the reinforcing and excitement level of playing and being with 
peers. 
 
Games: 
 

• Tooty Ta – This game requires the tooty ta song. It is a silly song where peers 
game through several instructions within the song that become increasingly silly 
and fun. 

• Hello Neighbor - This game requires the hello neighbor song, and is better for 
larger groups. Students are taught a dance to perform for each step of the song 
(wave to partner, shake partners hand, pat knees, clap hands, high five to partner, 
bump partners hip, do a twist). Students must also find a new partner during the 
song. This song is good for working on finding a peer who doesn’t already have a 
peer they are dancing with.  

• Jump Jim Joe – This game requires the jump Jim Joe song. Students are taught a 
dance to perform for each step of the song (jump, shake head, nod head, tap toes, 
turn with a partner). Student must also find a new partner during the song. This 
song is good for working on finding a peer who doesn’t already have a peer they 
are dancing with. 

• Listen and Move – This game requires the Listen and Move song. Students listen 
to the steps in the song and perform the corresponding task (e.g., gallop, hop, 
skate, etc.) Throughout the song when switching from one step to another there is 
a pause with the track saying “shhhh” to increase excitement “scare” or tickle 
students during the “shhh” part.  

• Mouse Trap – Using the parachute have students stand up holding the edges of 
the parachute. Everyone raises the parachute and the teacher or a peer calls a 
name. The student whose name is called has to run to the other side of the 
parachute before it comes down on them. 

• Shark Game – Using the parachute have students sit down with their legs under 
the parachute. One student is the “shark” and is under the parachute. Everyone 
makes waves with the parachute as the “shark” goes and grabs peers feet. When 
the shark grabs a student they go under the parachute and become a shark and 
continue to eat all the other people until everyone is gone. 

• Sleeping Game – All the students “go to sleep” (lay on the floor) and can’t wake 
up (to run around and find the hidden rooster) until they hear the “rooster” crow. 
The teacher then makes a variety of animal sounds (moo’s like a cow, neighs like 
a horse, barks like a dog, etc.). When the teacher crows like a rooster the kids can 
get up and find the hidden rooster in the room. This game is good for building 
anticipation and excitement within the game. To add more peers responding you 
can have a student do the animal sounds. 

• Starfish Bowling – One student is a “bowler” with a large rubber ball, while 
other students are “pins” The bowler rolls the balls at the pins and if a student is 
hit then they get to fall down (and can fall down in a silly fashion). Another way 
to play is to allow the pins to run around and the bowler has to chase them with 



the ball to get them out. 
• Hula Hoop Game – One student is given a hula-hoop, while the other students 

must run away from the person with the hula-hoop. The student with the hula-
hoop tries to catch people by catching them inside the hula-hoop. When a student 
is caught they join their peer as being it. The game is over when everyone has 
been caught. 

• I like you but I just can’t smile – The purpose of this game is to get one student 
to laugh. One student sits in the “special chair” while everyone else tries to do 
anything (without touching them) to get the special person to smile. When the 
person doesn’t smile they can say, “I like you but I just can’t smile.” When they 
finally laugh or smile then the students can switch places. 

• Statue Game –Designate one place as the finish (e.g., a rug on the carpet) the 
purpose is for everyone to get to the rug without being seen moving. One person 
is designated as a statue and must stand still and can only open and close their 
eyes. When the statues eyes are closed the other children try to sneak over to the 
designated finish. When the statue opens his eyes everyone must freeze (anyone 
who doesn’t freeze is out). The first person to the designated area wins. This is a 
good game for eye contact as well as shared excitement. 

• Fruit Salad – Students sit in chairs a few feet away facing each other. Each child 
is given a fruit to remember, with their partner on the other end getting the same 
fruit. When a fruit is called the corresponding students run to the middle and give 
each other a high five and then sit back down. When the teacher calls out “fruit 
salad” all the students run into the middle and give each other a high five. 
Students tend to love it when their fruit is called several times in a row, or when 
another object is called that’s not a fruit (e.g., “elephant”). 

• Spoons – Students sit in a circle with spoons (or another object in the middle). 
There should be one less spoon then there are students. When the teacher (or 
designated student) grabs a spoon then each child must try to be first to grab a 
spoon. Whoever does not have a spoon at the end is out. Remove one spoon each 
round until there is a winner. To make it even more silly/fun the teacher can do 
silly things to increase engagement in-between grabbing the spoon. 

• Musical Chairs – Have one less chair than you have students (e.g., if you have 10 
students set out 9 chairs). Start the music and the children should move around the 
chairs. When the music stops they must all sit down. Whoever doesn’t have a 
chair left is out. Continue until there is one person left who is the winner 

o A variation on having someone out is to have the students sit on each 
other’s lap. Continue removing chairs until everyone is sitting on each 
other’s lap with one chair left. 

• Steal the Bacon – Have students sit across from each other in rows. Assign each 
person in one row a number, and give the corresponding number to the other side 
(e.g., there should be a 1/2/3/etc on each row). Put something in the middle (play 
food, bean bag, etc.). The teacher (or another student) calls out a number and the 
corresponding person from each side needs to run to try and get the item in the 
middle first. Whoever gets it first that team gets a point. 

o For older students you can add a rule. If a person picks up the “bacon” 
they need to get back to their seat without getting tagged to get a point. If 



they get tagged than they do not get the point. 
• Red Rover – Make two rows of students with an equal number on each side. 

Students hold hands with their partners and than call someone from the other side 
over by singing “red rover red rover send (insert name) right over”. The persons 
name who is called needs to run over and give high fives to the new members of 
their team. 

o To increase attending you can have the team add an action the person 
coming over has to do “red rover red rover send (insert name) skipping 
right over” 

• Doggie Doggie Where’s My Bone? – Student’s sit in a circle and one student has 
to go sit somewhere where they cannot see the circle. The teacher hides a bone in 
another students lap and they all call over the student who was away from the 
circle by singing “doggie doggie where’s your bone? Somebody took it from your 
home” The “doggie” needs to guess who has the bone in their lap 

• Duck Duck Goose – Student’s sit in a circle and each one is a goose. One student 
(the ducker) goes around the circle patting each person in the head saying “duck” 
When the ducker says “goose” that student stands up and runs around the circle 
trying to tag the ducker. The duckers job is to sit down before they are tagged. 
The goose than becomes the ducker. 

• Who’s Missing? – Have one student go to another room while all the others 
students sit on the floor. Use a parachute (or another covering) to hide one student. 
Have the student from the other room come back and try to guess who is under 
the parachute 

• Stare of Death – Students sit in a circle and everyone closes their eyes. The 
teacher taps one student on the head to indicate that he or she has the “stare of 
death” then everyone opens their eyes and whoever has the stare of death winks at 
the person to “kill them” when the student is “killed” he or she falls over. The 
group tries to guess who has the stare of death before it’s too late! 


