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“Let the Games Begin”

Relay Pyramid Game

Objective of Game:
To Learn the MyPyramid groups

Target Audience:
2nd-5th grades
Duration of Game:  
Approximately 10 minutes

Equipment Needed:
30 Food Cards  total (15 cards per team), 2 cups or small boxes to put the food cards in, Large MyPyramid with cups or pockets attached to the pyramid (you can make your own out of butcher paper to save money), whistle or something to signal “go”, tape or rulers to place on the floor for a starting or finish line, prizes/incentives for all players
How to Play:

1) Split players up into 2 teams.  

2) Have teams line up and decide who is going to go first.  Decide how players are going to approach the MyPyramid (hop on one foot, run, skip, etc…..)
3) Start game with whistle.  The first person on each team takes a food card from the container and approaches the pyramid.  He or she places the food card in the cup or pocket in the appropriate spot on MyPyramid and goes back to the line in the same fashion as they approached MyPyramid.  He or she gives the container with food cards to the next person in line and they repeat what the first person did and they would place their food card in the appropriate section on MyPyramid.
4) Each person in line repeats the same procedure until all food cards in the container are gone.  The team that accomplishes this first and places all the cards in the correct spot on MyPyramid is the winner! 

5) Make sure that you review with the students the food cards and their placement on MyPyramid
Rules:

1) No pushing, shoving, or tripping other students
2) Treat others as you would like to be treated

3) Students other than the ones who are placing the food cards on MyPyramid should stay behind the start/finish line.  

Food Feud (Like Family Feud)
Objective of the Game:
Reinforce whatever nutrition lesson that was presented for the day.
Target Audience:

Fifth graders

Duration of Game:

~10-20 minutes

Equipment Needed:
Bells for each team, 20-30 cards with nutrition relevant questions, dry erase pen or chalk, chalkboard/large pad/dry erase board, incentives for team players
How to play:

1) Split players into teams of 4-5 people/students

2) Teacher poses a question to teams.

3) The teams discuss the answer

4) The first team to ring the bell gets to answer the question.

5) If their answer is correct, the team who rang the bell gets a point.

6) If their answer is incorrect, the other teams get a second chance to ring the bell and get the point.

7) The teacher keeps track of the points on the board for each team.

8) Teacher decides how many questions to ask or how much time to play the game.

9) The first team to get the designated number of points, wins the game!

Rules:

1) Team must discuss answer and be in consensus first before ringing the bell.  If only one player was involved in answering the question, then the other teams will have a chance to answer.

2) The bell must be rung before an answer will be taken.  If a team member shouts out the answer before the bell is rung, then the other teams have a chance to answer the question.

3) One person in each team will be designated as the bell ringer by the teacher to avoid any disagreements among team members.  

Catch Phrase

Objective of the Game:
An interactive game that reinforces nutritional and physical activity messages.  

Target Audience:

All ages

Duration of Game:

~10-20 minutes
Equipment Needed:
Beach Ball (with colors that match the groups on MyPyramid), chalk/dry erase marker, chalkboard/dry erase board/large pad, question cards categorized on colors of MyPyramid or categories of questions written on the beach ball with corresponding categories of cards, timer
How to Play:
1) The game starts out with the players forming a large circle.

2) The teacher throws the ball to one player
3) When the beach ball is caught, whatever color or category that the right thumb is touching is the category of the question.
4) The question must be answered in 10 seconds (teacher can count quietly to 10).
5) If the question is answered correctly, then the class gets a point.  If it is not answered correctly, then the teacher gets a point.  
6) If the question is answered incorrectly, then the card gets put back at the bottom of the stack and may be answered again at another time.
7) The ball gets passed back to the teacher and is again tossed to another student .
8) The teacher will decide how much time to play the game and can even use a timer to set an end time. 

Rules:

1) Only the person who gets the ball will be the one who answers the question.

2) If ten seconds go by and the person does not answer the question, then the game proceeds on.
3) If another player answers the question and they do not have the ball, then the class loses a point and the teacher gains a point.
   
Grocery Store (Tag)

Objective of the Game:
Run from one side to the other without getting tagged.

Target Audience:

3rd-6th graders 

Duration of the Game:
~20-30 minutes

Equipment Needed:
Four cones, 1 field/yard, 1-2 adults, 1 whistle, cards with pictures of food on them, food group signs that can be attached to clothing

How to Play:

1) The players or students (runners) line up on one side of the field.

2) Three players (taggers) are chosen from the students and given the name of a food group to attach to their clothing.  They will stand in the middle of the field.  (You may want to designate spots to start with)

3) Each runner on one side of the field gets a food card.

4) The teacher blows the whistle at the start of the game.

5) The runners try to run to the other end of the field without getting “tagged” by one of the taggers that are wearing the food group which their food belongs.  
6) If someone (a runner) is “tagged”, then they have to go sit on the sidelines.  

7) The game will start over again with the runners starting on the side that they ran to and the same taggers in the middle of the field.

8) The game keeps repeating until there are 3 runners left.  Those 3 runners will then become the taggers and given 3 different food group cards.  

Rules
1) Be safe

2) Have fun

3) Be a good sport

4) Stay in bounds until someone “tags” you.

5) Be honest

6) You have to run when the whistle blows

More Matters Scavenger-Memory Game

Objective of the Game:
Parents and children will be able to identify at least 3 vegetables and 2 fruits
Target Audience:
Parents and young children

Duration of Game:
~5-10 minutes

Equipment Needed:
Whistle or something to signify the start of the game-maybe some music that has a fruit and veggie theme, fruit and vegetable cards that have been cut in half , fruits or veggies to taste, plates, napkins, cups, silverware, gloves to serve, incentive items


How to Play:

1) Each parent/child team takes one half of a fruit or veggie card-make sure that all matching halves are passed out.

2)
The teacher blows the whistle or turns on the music to signify the start of the game.   

3)
Parent/child team must search the room to find the missing half to their fruit/veggie card

4)
If you go to someone who doesn’t have the other half of your card, you must secretly exchange cards with that other team.

5)
When two teams have found their matches, they must call out “Fruit and Veggies, More Matters!”

6)
The game ends when all teams have found their matches.

7)
Anyone who has completed the game will have the opportunity to taste the samples of the foods used or they will receive an educational reinforcement item!

Rules:

1) You must move (variation: use different movements-hop, skip, shuffle, dance, marching, etc…..) and keep moving till the end of the game.
Go Fish

Objective of the Game:
To teach different foods in the food groups using MyPyramid model and colors.
Target Audience:
1st and 2nd graders

Duration of the Game:
~10-20 minutes

Equipment Needed:
Cards with pictures of different foods from food groups-see the USDA MyPyramid Curriculum for GoFish cards and instructions (about 30), incentives
How to Play:


1)
Divide the students into groups of four.

2)
Give each group 30 cards.

3)
 The dealer shuffles the cards and deals out

four cards to each student, and places the

rest in the middle.

4)
The first student asks the student sitting to his/her left, “Do you have a fruit?” If the student has a fruit he/she says, “Yes, I do,” and hands the card to the other person, who then places his/her pair on the table.  The first student is then able to ask the next student a question.

5)
 If for instance, the next person doesn’t have a fruit, he/she replies, “No I don’t have a fruit. Go fish,” and the first student can take a card from the pile in the middle. It is then the second student’s turn to ask the student on her left for a card. The students continue to ask questions and match cards until all the pairs are found.

6)
The student with the most pairs wins. 
7)
See the MyPyramid lessons for Grades 1 and 2 from USDA
Meal or No Meal

Objective of the Game:
To put together a healthy meal

Target Audience:

Middle School/High School
Duration of Game:

~10 minutes

Equipment Needed:
Food models or pictures, labels, platters, lids, timer, chalk/dry erase marker, chalkboard/dry erase board/ memo pad, incentives
How to Play:


1) The teacher will split students into 4-5 groups of about 5 people

2) Each group will get a packet of food models or pictures and try to plan a meal using foods from at least 3 food groups
3) Bonus points can be given if the following criteria are met:
a) All food groups included in the meal

b) Good reasons are given for inclusion of the groups

4 )
Each meal will be presented and the rest of the class gives a thumbs up or thumbs down if they agree or disagree if  the meal is a meal is healthy.
5)
The class has to give reasons why they either agree with the meal or disagree with the meal. 

6)
If everyone in the class is in agreement that the meal is healthy, then the team who planned the meal will get points according to how many food groups that they used in their meal plan.

5)
This game should be played at the end of a class, after being taught concepts of healthy meals. 

Rules:

1) Group consensus is needed before presenting a meal

2) A time limit of 1-2 minutes will be given to organize the meal

Guess Who? 

Objective of the Game:
To reinforce nutrition lesson

Target Audience:

K-3rd and 4-6th grade

Duration of Time:

10-20 minutes

Equipment Needed:
Box, Plastic food models, the name of each fruit or vegetable is written on an index card with a list of 5 hints written on each card, incentive items 



How to Play:



1) Teacher will put fruit or vegetable model in the box.

2) The teacher will read one hint at a time up to a maximum number of 5 hints.

3) If the teacher gives only one hint and the fruit or vegetable is guessed, then the class gets 5 points.  If two hints are given, and the answer is guessed, then 4 points are given.  If three hints are given, and the answer is guessed, then 3 points are given.  If four hints are given, and the answer is guessed, then 2 points are given.  If all five hints are given and the answer is guessed, then only 1 point is given.  If no one can guess the answer, then the teacher gets 5 points.

4) The teacher predetermines how long the game will be played.

Rules:

1) Only students who raise their hands will be called on.
2) If students blurt out the answer without being called on, then the teacher will get the points.

Guess the Ingredients in Food Demonstration

Objective of the Game:
To teach nutrition and to reinforce the nutrition lesson
Target Audience:
Any age

Duration of the Game:
5-10 minutes

Equipment Needed:
 Food supplies, a list of 4-5 hints written on index cards for each food item used in the recipe, chalk/dry erase markers, chalkboard/large pad/dry erase board, incentives
How to Play:

1) The teacher will read one hint at a time up to a maximum number of 5 hints.

2) If the teacher gives only one hint and food item is guessed, then the class gets 5 points.  If two hints are given, and the answer is guessed, then 4 points are given.  If three hints are given, and the answer is guessed, then 3 points are given.  If four hints are given, and the answer is guessed, then 2 points are given.  If all five hints are given and the answer is guessed, then only 1 point is given.  If no one can guess the answer, then the teacher gets 5 points.

3) The teacher predetermines how long the game will be played.

4) You can make this game more challenging by having the players guess where the food item falls on MyPyramid for an additional 5 points for the players.  If the player doesn’t guess the correct group then another player can try to guess-but only 2 guesses will be allowed before the points revert back to the teacher. 
Rules:

1) Only students who raise their hands will be called on.

2) If students blurt out the answer without being called on, then the teacher will get the points.

Fruit and Vegetable Scrabble

Objective of the Game:
To reinforce a MyPyramid Lesson

Target Audience:
3rd-6th grades

Duration of Time:
~30-60 minutes

Equipment Needed:
Scrabble Game, chalk/dry erase marker, chalkboard/large pad/dry erase board, dictionary, incentives

How to Play Game:

1) Draw a scrabble grid on the chalkboard.

2) Divide the class up into a maximum number of 4 groups

3) Have each student  in each group select a tile from the tile bag (the maximum number of tiles recommended by the game per group is 7)
4) Have the groups try to form words of fruits and vegetables with their tiles.

5) Pick a group to start first and have them choose a representative to come to the board.

6) This representative will write down the word on the board and then add up the points that they accumulated.
7) The teacher will write the scores on the board.

8) The first group then selects the number of tiles that they used from the tile bag.

9) The next group chooses a representative to come to the board to form a word.  

10) They tally the number of points that they received and choose tiles to replace the tiles that they used.

11) The teacher records their score on the board.

12) The following groups follow the same procedure.

13) To see a complete set of rules and how to play, visit the scrabble website at:   www.hasbro.com/games/adult-games/scrabble/home.cfm?page=home 


Deck of Movements

Objective of the Game:
To have fun with physical activity
Target Audience:

Grades 1st-4th
Duration of Time:

~15-20 minutes

Equipment Needed:
Index cards with pictures of activities, markers, timer or music, incentives
How to Play Game:

1) The teacher draws a card from the stack and starts the music.  
2) All the students are to mimic what the teacher is doing as long as the music is playing. 

3) When the music stops playing, the students are to stop moving.

4) The teacher will ask what movement the students were doing.

5) The students try to guess the activity.  If they get the right answer, they get a point.  If they do not guess the correct answer, the teacher gets a point. 

6) The teacher draws another card and starts the music again.  The students have to guess the next activity when the music stops.  
7) Continue the same procedure until the students or teacher gets 10 points.

Rules of the Game:  
1) Encourage all students should do the movements unless they have physical limitations

2) Students need to raise their hands in order to be called on.  They lose a point if the answer is shouted out without raising their hands.  

Mingling with Fruits and Vegetables
Objective of the Game:
Increase awareness of the variety of fruits and vegetables

Target Audience:

Adults

Duration of Time:

~5-10 minutes

Equipment Needed:

Marker, paper, tape, incentives, timer
How to Play Game:
1) Write the names of a fruit or vegetable on pieces of paper.
2) Tape the pieces of paper on the back of each person, but do not let the students see what you wrote on the paper.

3) Start the timer and let people mingle.

4) Each person can only ask another person one question about the fruit or vegetable that is on their backs. 

5) After one question is asked, they move on to ask another person a different question to figure out what the fruit or vegetable is. 

6) This continues till the timer goes off.

7) This is a good icebreaker activity.

Rules of the game:
1) Be honest and play game fairly
Give Me Five Bingo

Objective of the Game:
Recognize different fruits and vegetables from trivia statements.

Target Audience:

3rd Graders

Duration of Time:

15 minutes +

Equipment Needed:
Bingo Cards, Pencil/Pen/Highlighter, Fruit & Vegetable Trivia statements

How to Play Game:
1)    
Distribute Bingo Cards to students and tell them to cross through the “Free Space.”. 
2)
Read Bingo trivia statement and ask students to raise hands if they know the answer. 

3) Share correct answer with class and tell them to look for the fruit or vegetable on their Bingo card cross it out if they have it.

4) Once a student gets 5 fruits and vegetables crossed out in a row (across, down or diagonal) they should stand up and say “Give Me Five.”

5) Continue playing the game until time is up or several students have won the game.

Rules of the game:
1)
Raise hands if you have an answer to the trivia question, don’t shout out answers.

2)
Have Fun
Nutrition Jeopardy

Objective of the Game:
Reinforce principals of MyPyramid
Target Audience:

4th – 5th
Duration of Time:

20 minutes +
Equipment Needed:
Jeopardy Board, Jeopardy Point Cards
How to Play Game:


1) Divide class into 3 – 4 groups.

2) Have the first group select a category and point amount.

3) Read the question on the back of the card.  Instruct the students to come up with one answer as a team.  

4) If the answer is correct the team receives the points, if not, the next team gets a chance to answer and earn the points if they have the correct answer.

5) The game continues until all questions are answered or time is up.  The team with the most points is the winner.
Rules of the Game:  
1) Work as a team to answer the questions.  The first answer heard will be the one accepted by the teacher.

2) Other teams should not shout out the answer if it is not their turn.
Fruit and Veggie Pictionary

Objective of the Game:
Have fun!

Target Audience:

3rd Graders

Duration of Time:

15 minutes +

Equipment Needed:
Colored Markers, White Board, Pictures of Various Fruits and Vegetables

How to Play Game:
1) Divide class into teams of 5 – 6 students.

2) Have one student from the first team come to the white board to be the drawer.  

3) Show them a picture of a fruit or vegetable without the rest of the children seeing the picture.

4) The student should draw the fruit or vegetable on the white board using one or several of the colored markers.

5) Have the drawer stand with you while their team guesses.  The team needs to come up with one guess.

6) If they are correct the team gets a point, if not the next team may guess for double the point value.

7) The team with the most points is the winner.  

Rules of the game:
1)
The first answer heard by the teacher will be taken as the guess.  Only     one guess allowed by each team.
2) Drawer may use any color of marker that they like.
3) Teams that are not guessing should stay quiet so they don’t give the answer away.
Fiber Relay

Objective of the Game:
Distinguish between foods with fiber and foods without.

Target Audience:

3rd Graders

Duration of Time:

15 minutes +

Equipment Needed:
2 buckets or boxes, a variety of plastic foods

How to Play Game:
1) Divide class into two teams.

2) Each team should line up in a straight line.
3) Put a bucket of foods (2 buckets total) about 10 – 15 yards in front of each line of students.

4) At the blow of a whistle or other signal, the first child in each line will run to the bucket of foods in front of them and pick out one food that contains fiber.

5) The teacher will watch as the students bring back the food items.  If the food does not contain fiber, the teacher will send the student back to select a different food.

6) If the food has fiber, the student will tag the next in line to run to the food bucket.  

7) The game ends when all of the foods with fiber have been identified.

8) The winning team is the team that finishes the fiber relay first without any errors.

Rules of the game:
1) Students must maintain the line so that each child gets a turn at the game.

2) Have fun.
