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Day 4

Option 1: LAND THE FLIP
Before Crews arrive, set up the tables and spread them a few feet 
apart. Place 6 water bottles in the center of each table. 

Warmly welcome as many Crew members as you can by name.

Say: This game is called Land the Flip, and you’ll try to do exactly 
that! The key is not to give up. If at first you don’t succeed, flip, 
flip again.
1. Invite each Crew to stand around a table. Have each person 

take a bottle of water. Be sure everyone understands it’s not 
time to open the bottles—leave them sealed. 

2. The goal of the game is to toss a water bottle in the air so it 
flips 360 degrees and lands right side up on the tabletop. 

3. When someone brings a bottle in for a successful landing, he or 
she will shout “Perfect flip!” If the bottle doesn’t 
land just right, he or she will shout “Flip flop!”

4. Play multiple rounds, asking everyone to count 
how many successes they have in 90 seconds, 
then 60, then 30. Keep track with a timer 
or watch.

Play the Sing & Play Rock Music CD while Crews 
play. Turn the music off and sound the Search 
Signal. Have everyone take his or her bottle from 
the table and gather for a quick wrap-up. Everyone 
can now open and drink the water if they’d like.

Ask:

 Those of you who managed to land your 
bottles right side up, what’s the secret? What 
did you do to help that happen? 

 What did you like about being able to try 
again, even after one—or many—flip flops? 

Say: When you didn’t land the bottle just right, it 
wasn’t “game over.” You had more than one chance. That’s 
true about a life with God, too. God forgives you. (You are 
treasured!) God gives you do-overs. Ask:

 What does that tell you about God?

Say: God knows you’re human, and he knows part of being human is 
messing up. You won’t always do right, and that’s true for all of 
us. We sin. But instead of sin meaning “game over,” God’s loving 
forgiveness allows us many chances to try again.

Supplies
	� Search Signal*
	� small, 8-ounce bottles 
of water (1 per person)—
purchase a few extra in case 
any bottles burst during 
the game
	� tables (1 per Crew in a 
rotation)
	� cellphone timer or watch
	� Sing & Play Rock Music CD* 
and CD player
*available from Group Publishing 
or your Group VBS supplier

LOW ENERGY
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Supplies
	� Search Signal*
	� tape, chalk, pool noodles, 
or ropes for marking large 
spiderweb designs on the 
ground for each Crew in 
a rotation
*available from Group Publishing 
or your Group VBS supplier

Option 2: SPIDER, MAY I? 
Before Crews arrive, create a large spiderweb on the ground for each 
Crew in your largest rotation. Make the “webs” roughly 20 feet across 
using your choice of line-marking supplies (see photos).

Say: We’ve been adventuring through the jungle this week, and a 
jungle adventure isn’t complete without a close encounter with 
a giant spider! Wiggle your fingers like creepy spider legs if you 
think spiders are cool. Respond with wiggly fingers if this is true 
for you. Let out a scream if spiders make you scream and run 
away. Respond with a scream if this is true for you.

Spiders can actually do a lot of good, like catching pesky 
mosquitoes in their sticky, silky webs. That reminds me of 
Operation Kid-to-Kid, which will keep mosquitoes away from 
kids while they sleep. Who knew that spiders could partner with 
us in Operation Kid-to-Kid! Let’s celebrate these eight-legged 

“partners” with a fun game!

1. Have each Crew choose a web. The Thank You-er can be the 
first “Spider.”

2. Everyone else in a Crew will spread out along the outer lines of 
the web. They’ll take turns calling to the Spider for permission 
to take steps, saying, “Spider, may we take X steps?”

3. The Spider can deny requests. If a request is denied, the Spider 
must give a different option for ways to move. Spiders can also 
say that only kids older than a certain age can move or that 
only boys or only girls can move.

4. If the Spider grants the request, everyone takes that number of 
steps toward the Spider.

5. Once people are close enough to tag, the Spider can chase 
them. Everyone runs back to the outer part of the web for 
safety. If the Spider tags anyone before reaching the edge of 
the web, he or she is the new Spider.

6. Have Crews play as many rounds as time allows. 

Treasure Tip
If you’ll be marking webs on a 
hard-surface play area, such 
as asphalt or concrete, it’ll be 
easiest to use tape or chalk.

MEDIUM ENERGY



29

  Option 3: PIRANHA RIVER RUN

Before Crews arrive, locate the water spigot, and make sure you have 
a long enough hose to bring the water out into a large play space. 
Use supplies of your choice to mark two parallel lines, about 25 feet 
apart, to represent banks of a river. Make sure there’s enough room 
for all the Crews to gather on one bank of the river and so Crew 
members trying to jump across can get a running start. 

Connect the oscillating sprinkler to the end of the hose. Place the 
sprinkler in the center of the “river,” and turn it on to a level where 
anyone trying to cross the river will be sprinkled.

Gather Crews near one of the “river banks” for instructions. 

Say: This wild game will see if you can conquer an unforgiving river 
full of piranhas! Are you ready to rock the river?
1. Show Crews the river you set up.

2. Explain that players must cross the river, but 
it’s full of bad-tempered, flesh-eating, super-
hungry piranhas. If any part of a person hits 
the water (the ground between the lines), he 
or she will become a piranha snack. Players 
can use only their ability to jump to find a way 
across the river.

3. Line up players at the edge of the river, then 
turn on the sprinkler and the Sing & Play Rock 
Music CD. 

4. Invite everyone to try jumping across the 
river a few times. Then let them try getting 
a running start and leaping across a few 
more times.

Supplies
	� Search Signal*
	� pool noodles, ropes, tape, 
or chalk for marking two 
20-foot-long boundary lines
	� 15 large, plastic disposable 
plates—have a few extra on 
hand in case any are ruined 
between rotations
	� 3 sturdy (not folding) plastic 
chairs or step stools
	� garden hose and access to a 
water spigot
	� oscillating sprinkler
	� Sing & Play Rock Music CD* 
and CD player
*available from Group Publishing 
or your Group VBS supplier

Treasure Tip
If the sprinkler isn’t a feasible 
water option, simply use the 
spray bottles from previous 
water games in the week and 
have your games assistants 
spray Crew members 
throughout the game.

HIGH ENERGY
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5. When neither of those work, offer chairs and the plastic plates 
as river-crossing tools. Invite everyone to work together to use 
the tools to get their Crew across the river.

Turn off the music and sound the Search Signal to end the game. 
Have games assistants turn off the sprinkler and pick up the 
plates and chairs while you gather everyone for a quick wrap-up.

Say: You got across the river, but you needed help getting there.  
Ask:

 What’s something you’ve needed help to do? Tell a partner 
near you about a time you found you needed help because 
you couldn’t do something on your own. Share your own 
story first.

 If you could get help doing something that’s too hard for you 
to do right now in life, what would you like help doing? 

Say: God treasures and loves you. God showed his love when Jesus 
died on the cross so we could be forgiven for our sins. Sin made a 
gap between us and God, like this river—too wide for us to cross 
on our own. But Jesus built a bridge for us to become friends 
of God and live with him forever! That’s why it’s such a big deal 
that God forgives you. (You are treasured!) 

Important! For a super-fun game tomorrow, follow these 
instructions to freeze a T-shirt for each Crew. Yep, freeze 
T-shirts solid!

1.    The afternoon or evening of Day 4, submerge the T-shirts in 
water, and wring them out gently so there’s still a good amount 
of water in the shirts.

2.   Fold the shirts in half, and then roll them from top to bottom.

3.    Place each shirt in a gallon-size resealable plastic bag and then 
in the freezer overnight.

4.    On Day 5, move the shirts from the freezer to a cooler you can 
take with you to your games area.


