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Wild Bible 
Adventures
Try to convince Pharaoh to let
God’s people go, and watch as
God protects the Israelites when
he sends 10 scary plagues on
Egypt.

Sing & Play Roar
· Learn the Day 2 Bible Point

and key verse, and meet Bible
Memory Buddy Hooper.

· Sing Roar songs.
· Watch as Irving helps the

leader, who’s afraid of one
of the many creatures on
the savanna.

KidVid™ Cinema
Honest gets to hunt at night
with his father—which is
a little fun but can also be
scary. He remembers God’s
goodness, even when he’s
afraid.

Imagination 
Station
It can be a little scary waiting
for the Hungry Hoopoe to fly.
But kids can remember that
when they’re scared, God is
always with them.

Safari 
Celebration
Watch Irving give the
leader the courage to try
something brave.

Savanna ScareStampede!Toppling Tubes

At Roar VBS, the daily Bible Point is carefully integrated into 
each station’s activities for unforgettable Bible learning. See 

how your station reinforces today’s Bible Point.

Hungry 
Herd Café
Mystery Mash

Stampede
Sports

When life is scary…
God is good!Day 2

Bible Story: God sends plagues on Egypt. (Exodus 7:14–12:32)

Key Verse: “ Even when I walk through the darkest valley, I will not be afraid, for

you are close beside me.” (Psalm 23:4)

Consider This… 
•  God’s displays of power—plagues and

miraculous signs—didn’t just make
life miserable for the Egyptians. These
demonstrations also countered symbols of
power in Egyptian culture. Some scholars
suggest that God targeted things such as
frogs, cows, and the sun to display God’s
power over Egyptian gods that often had
similar physical manifestations.

•  Scripture is unclear whether the Israelites
suffered the plagues along with the
Egyptians. Exodus specifically states that
God spared his people from the plagues of
livestock, hail, and darkness, and he gave
the Israelites instructions for how to prepare
themselves and their homes for Passover. It is evident that the Israelites saw firsthand the
frightening and awesome power of God’s signs against Egypt.

•  A plague of locusts would devastate an agricultural community, when you consider that a
locust can eat its weight each day! Locust swarms are formidable, and even one square mile
of a swarm can contain more than 100 million hungry insects!

•  In a bit of prophetic foreshadowing, the spotless lamb (or kid) took the place of the firstborn
son, protecting him from the plague of death. Similarly, Jesus became our spotless lamb,
sacrificing his life and allowing his blood to be shed for our protection and life.

Why It Matters…
The children at your VBS may not face plagues of hail, darkness, or frogs, but they do live in 
a world of scary news headlines, hopeless environmental predictions, and even frightening 
nightmares. These fears can seem like plagues that overwhelm kids, blocking out the truth 
that God is still good. Some kids may wonder if God is even present when life gets scary. 
Today you’ll explore what kids are really afraid of and have the opportunity to reassure 
them that when we’re plagued by fear, our good God is still present and in control.

When life is scary…God is good!

Day 2

Bible Point:
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 OPTION 1: Toppling Tubes  ENERGY LEVEL LOW

Welcome Crews to a fun day at Stampede Sports, and gather 
them near you so they can hear your instructions.

Say: To start this game, let’s talk a little bit about things in our lives 
that have scared us. They could be things you were afraid of 
when you were little, like the dark, or things that scare you 
now, like what you see on the news or moving to a new town 
with your family. Share a kid-friendly example from your own 
life (steer clear of anything gruesome) of something that’s 
genuinely scared you, such as a loved one being very sick. Then 
allow kids to tell about their own scary times.

Our lives will have scary times where we’ll feel shaky and 
afraid—maybe even like we aren’t strong enough to stand 
up and face the scary stuff on our own. That can happen to 
anyone, no matter how old you are! When we aren’t strong 
enough to face what’s scary, we can talk to God about it, and 
God can give us his strength. God is stronger than anything 
that scares us, so when life is scary…God is good! 

Let’s play a game where you’ll help wobbling, toppling 
tubes stay standing, kind of how God helps us stand strong 
when fear makes us feel weak and wobbly.
1.  Have each Crew stand in a circle with Crew members

facing each other.

2.  Give each person a pool noodle to hold in front of his
or her body so it stands up with the end touching the
ground.

3.  Each Crew’s Leader can decide which direction
everyone will move in the circle.

Supplies 
• pool noodles (1 per person 

per rotation)
• spray bottles of water set to 

spray a stream, not a mist (2 
for each games assistant)

Demonstrate this game 
with your assistants to help 
explain it, and Crews will 
have it down in no time!

FIELD TEST FINDING FIELD TEST FINDING 

Day 2Day 2
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4. At your cue, everyone in each Crew will let go of his or her pool 
noodle and move to the next pool noodle in the direction the 
Crew Leader chose.

5. Crews will keep moving at their own pace. The Crew Leader can 
call out “1, 2, 3!” to help their Crew members move to the next 
pool noodle at the same time.

6. The goal is for everyone to get to the next pool noodle, grab it, 
and help it stand up before it falls over.

7. The Crew Leader can change the direction everyone moves 
whenever they’d like as Crews play.

8. Keep things fun and interesting by playing a round or two 
where Crew members take steps back to spread out the circle 
more and increase difficulty, or join everyone together to make 
one large circle.

Sound a signal to start the game.  

Give spray bottles to your games assistants, and have them 
randomly spray people while they play to be a distraction and 
make it more challenging to catch the pool noodles before they 
fall. 

When time is up,  have Crews pile the pool noodles out of the 
way. Then move on to your next game.
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OPTION 2: Savanna Scare  ENERGY LEVEL HIGH

Before Crews arrive, lay one rope on one side of your play area. Then 
lay down the second rope 30 to 40 feet across from and parallel to 
the first rope. 

Say: On the African savanna, food is a big deal. Some of the 
animals, like lions, are at the top of the food chain, and they 
hunt the savanna. Animals like gazelles—they’re kind of like 
deer—do their best to avoid hungry lions, and they’ll run away 
fast if they see lions on the hunt! For this next game, we’ll 
have some hungry lions and some gazelles trying to make it 
across the savanna.

1. Invite two willing kids to be the first Lions.

2. Have the Lions stand in the middle between the two ropes 
you laid on the ground—the savanna.

3. Have everyone else—the Gazelles—gather behind one of the 
ropes.

4. When you sound a signal, the Lions will call out
“Gallop, gazelles!” and all the Gazelles must run across the 
savanna as fast as they can to try to avoid being tagged
by a Lion.

5. Gazelles are safe once they make it across the other rope. Any 
Gazelles who are tagged by the Lions become Lions 
themselves and will try to tag Gazelles in the next rounds.

6. The Lions will continue to call out “Gallop, gazelles!” to keep 
the game going, and the Gazelles will keep trying to make it to 
the other side.

7. When there are only two or three Gazelles left, start the game 
over with the last Gazelles starting as the new Lions.

Supplies 
• 2 long ropes
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Have your games assistants stand along the sides of the play 
area to keep kids from running way outside the boundaries to 
avoid being tagged. Everyone should stay roughly within the 
area of the ropes. 

Give kids time to play several rounds, then everyone can gather 
around you for a quick wrap-up. 

Say: Things got wild out on that savanna! 

Ask:

What was it like to face the Lions when they called out?

What made you not want to run across the savanna?

Life on the savanna can be scary because all the animals 
are trying to eat, but sometimes there isn’t enough food or 
getting to food means facing big fears. 
We face big fears in our lives, too, but God is close to us 
whenever we’re scared, so we never have to face fears alone. 
When life is scary…God is good!
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Bible Story: The Israelites enter the wilderness. (Exodus 14–17)

Key Verse: “ Give thanks to the Lord, for he is good! His faithful love
endures forever.” (Psalm 106:1)

Consider This… 
•  The Israelites had barely stepped one toe

out of Egypt before they began worrying
and wishing to return to the way things
were…even when those ways included brutal
slavery. In Exodus 14:11-12, God’s people
make it sound as if Moses forced them out
of Egypt: “What have you done to us? Why
did you make us leave Egypt?”

•  Prior to leaving Egypt, the Israelites would
likely have not “seen” God’s presence. Once
they began their exodus, God appeared as a
visible pillar of cloud. The Israelites saw this
as a pillar of light, and the Egyptians saw it
as a pillar of darkness.

•  Scientists estimate that a person can go
about a week without water, although that depends on the surrounding temperature
and the age and health of the person. The Israelites walked for three days without water, only
to arrive at an unusable water source.

•  Nothing on earth exactly replicates all the descriptions of manna. The Bible describes it as
“grain of heaven” or “corn of heaven,” and some scholars think it sounds similar to liquid found
on tamarisk trees or hammada plants. However, neither of these plants is available year-
round.

Why It Matters…
There’s no doubt about it—change is hard. When kids have to change schools, they likely 
long for the familiarity and routine of their old school. Sometimes friendships change and 
kids miss the easy laughter with a longtime buddy. And sometimes divorce causes home 
life to change, making kids wish they could return to life the way it was. How wonderful, 
then, that God’s Word is filled with promises and examples of God’s everlasting, enduring 
faithfulness. Today encourage kids that God’s goodness never changes! God is faithfully 
beside us, pouring out his love and strength every day.

When life changes…God is good!

Day 3

Bible Point:
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If it’s a windy day, use 
heavier balls such as rubber 
playground balls or soccer 
balls, or you can move this 
game inside. You can also 
embrace the wind like our 
Stampede Sports Leader 
did and make the added 
challenge part of the game 
and the debrief. After all, 
sometimes life seems to 
change with the wind!

FIELD TEST FINDING FIELD TEST FINDING 

Supplies 
 • beach balls (1 per Crew per 
rotation)

 • spray bottles (1 per Crew
per rotation)

 OPTION 1: Challenges Change  ENERGY LEVEL LOW

Before Crews arrive, blow up the beach balls and fill the spray 
bottles with water. Make sure the spray bottle nozzles are set to 
spray a stream, not a mist.

Give high-fives as everyone arrives, and welcome Crews back to 
Stampede Sports!

Say: We’re halfway through our week at Roar VBS, and I’m 
wondering…

Ask: 

 What are some changes you’ve seen in your Crew the past 
few days? Maybe you’re more comfortable with each 
other and know your Crew pals better. Maybe you felt like 
strangers on the first day, but now you feel like friends. 
Allow a few responses.

Things change in our lives. We make new friends, and 
sometimes we grow apart from old friends. We have 
adventures that change us and shape us, like VBS! Or 
sometimes just when we’re getting used to the way things 
are, things change. Through all the changes, good or bad, God 
stays the same. When life changes…God is good! Let’s play
a game of fun changing challenges. Each time the challenge 
gets mixed up, think about how our good God stays the same.

1. Have each Crew stand in a circle, and give each Crew a beach 
ball and each Crew Leader a spray bottle.

2. Crews will tackle the following challenges you’ll call out with 
the goal of completing them before the beach ball that’s 
tossed high into the air hits the ground. Each Crew’s Leader 
can toss the ball first, and then others can have
turns tossing the ball.

3. Allow Crews time for each challenge so they can practice and 
get used to the challenge. Then move on to the next 
challenge. The challenges get progressively harder, so give
a little more time for the last few.

4. Crew Leaders can spray their Crew members whenever
they can’t quite complete the challenge.

Day 3Day 3
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5. Challenges to call out:

 • Hop three times.
 • Do a push-up and stand back up.
 • Do a somersault and stand back up.
 • Do two jumping jacks.
 • Touch head, shoulders, knees, and toes once.
 • Give a high-five to another Crew member.
 • Tag the Crew Leader’s feet and then go back to stand in

the circle.
6. Allow a few rounds where Crews come up with their

own challenges.

Demonstrate a challenge 
or two with your games 
assistants so everyone can 
see how the game works.

PAWS HERE!
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OPTION 2: Goal-Swapping Soccer ENERGY LEVEL HIGH

Before Crews arrive, mark boundary lines to create a rectangular 
soccer field that’s roughly 40 feet long by 25 feet wide. At each end 
of the 40-foot length of the soccer field, use two traffic cones to 
mark a soccer goal that’s about 5 feet wide.

Welcome everyone back to Stampede Sports if you 
haven’t already. 

Say: Up next you get to play a game of soccer. You’ve probably 
played soccer before, but this version will keep you on your 
toes! Listen closely because I’ll be calling out some changes as 
you play. 

1. Divide Crews into two teams (as close to even as possible),
and have the two teams stand on either side of you,
roughly in the middle of the soccer field, so they can hear
your instructions.

2. The goal for each team is to move the ball toward its goal
(the goal on the opposite side of the soccer field) and then
kick the ball between the two goal cones.

3. Players can use only their feet to kick the ball along—
no hands.

4. Invite a willing person from each team to be the Goalie. It’s
the Goalie’s job to keep a ball from going through the goal
cones to score a point for the opposing team. They’re the only
players who can use their hands.

5. Clarify any rules as needed, then have everyone take three big
steps away from you. Have the Goalies take their places, too.

6. Place the ball in the center of the field, and move out of the
play area.

Supplies 
• soccer ball
• 4 traffic cones or other goal

markers
• pool noodles, ropes, tape,

chalk, or other boundary-line
markers
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7. Signal the beginning of the game. Have your games 
assistants watch for the ball going out of bounds and help 
get it back into the play area to start playing again.

8. When you see a team about to make a goal, sound a signal 
and then loudly call out, “Change sides!” It’ll be a little chaotic 
as teams sort out what to do now that their goals have 
moved, but that’s part of the game.

9. Other rules you can change throughout the game are
that Goalies can’t use their hands anymore or everyone
has to move by hopping. Have fun mixing up the rules as 
everyone plays!

When time’s up, gather everyone around you for high-
fives and a quick discussion.

Ask: 

What made the changes to the rules fun, frustrating, 
or both?

Tell about a good change that’s happened to you.

Tell about a frustrating change that’s happened to you.

Say: Our lives are full of changes. Changes can be fun, challenging, 
exciting, and even sad. While things are changing around us 
for good or bad, God stays the same. Through changes God is 
still with us, God still loves us, and God is still good. When life 
changes…God is good!
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Wild Bible 
Adventures
Give their “stone” sins to Jesus,
thank him for taking their
punishment, and celebrate that
he came back to life.

Sing & Play Roar
· Learn the Day 4 Bible Point

and key verse, and meet
Bible Memory Buddy Zion.

· Sing Roar songs.
· Watch as the leader

comforts Irving, who’s sad to
see his friend Gregory leave.

KidVid™ Cinema
Fortune’s life may seem a little
sad. He doesn’t have a dad,
and his mom can’t walk. But
Fortune has seen so much of
God’s goodness that his heart
is full of joy!

Imagination 
Station
Use the color-changing
Optichrome to remember that
God can turn sad to happy!

Dive and CaptureBlinding BluffBowled Down

At Roar VBS, the daily Bible Point is carefully integrated into 
each station’s activities for unforgettable Bible learning. See 

how your station reinforces today’s Bible Point.

Hungry 
Herd Café
Frown-Upside-Down 
Snack Mix

Safari 
Celebration
Celebrate the joy we can have
because Jesus came back to life.

Stampede
Sports

When life is sad…
God is good!Day 4Bible Story: Jesus dies and comes back to life. (John 16–21)

Key Verse: “The Lord is close to the brokenhearted.” (Psalm 34:18)

Consider This… 
•  There’s interesting symbolism to Jesus carrying his own cross

outside the city. In Genesis 22, Isaac carried the wood that
Abraham would use to sacrifice Isaac…until God provided the ram
as a sacrifice. And Leviticus 16 commands the priests to take the
sin offering outside the camp or city. Jesus—the Lamb of God—
became our sin offering!

•  Roman soldiers usually crucified only non-citizens, lower-class
citizens, or those accused of high treason or desertion (in wartime).
The accused died a shameful, disgraceful, and agonizing death.

•  Continuing the shame and disgrace of crucifixion, soldiers usually
tossed the body of the crucified person into a pit. And Jesus, being
penniless, didn’t have the money to pay for a formal burial. Yet
Joseph of Arimathea and Nicodemus—both members of the
Sanhedrin—stepped in. They took Jesus’ body and prepared it for
burial themselves.

•  Scholars estimate that a typical stone that was rolled over the
opening of a tomb cave weighed anywhere from 1 to 3 tons!

•  Although we usually think of angels with halos and wings, most
times angels appear in the Bible, people describe them as looking
like men. When Mary saw two angels near the tomb, she didn’t
even realize they were angels!

Why It Matters…
On the surface, it may seem odd that we call Good Friday “good.” Yet without Jesus’ death, 
there would be no payment for sin. And there wouldn’t have been the triumphant, joyful 
resurrection! 

Kids—and adults—find it hard to imagine anything good in the midst of sad times. What 
good can come from a loved one dying? How can a child find any good in a bully? And what’s 
so good about being left out or alone? God never promises that this life will be pain-free. But 
he does promise to be near when we’re hurting. And, more important, he showed that there’s 
always hope—always joy—to come. Use today’s experiences to give kids the strength to rely 
on God’s power in sadness and to look forward to the time “He will wipe every tear from their 
eyes” (Revelation 21:4).

When life is sad…God is good!
Bible Point:

Day 4
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Supplies 
 • photocopies of Wrap-Up 
Questions: Blinding Bluff 
(1 per Crew)

 • pool noodles, ropes, tape, 
or chalk for marking
boundary lines

OPTION 1: Blinding Bluff  ENERGY LEVEL MEDIUM

Before Crews arrive, mark a large, circular play area—20 to 30 feet 
across. You can adjust the size as needed for the number of people 
in each rotation.

Say: Today we’re talking about sad times in life. Even though 
sadness isn’t a happy topic, I have a fun game that’ll show us 
how we can let sadness blind us to something very important 
about God.

1. Invite a willing Crew Leader to be the first “Blind Person” who’ll 
tightly close and cover his or her eyes. While “blinded,” he or 
she will listen to locate and tag other players.

2. Have everyone circle around the Blind Person within the 
boundaries of the play area.

3. Everyone will clap once for each word while calling out “God is 
good!” Have everyone try to clap and call out in unison while 
moving around the Blind Person.

4. Everyone must stay within the boundaries, and anyone who’s 
tagged will be out for the round.

Chanting and clapping in a 
rhythm is how some kids in 
Africa play Blindman’s Bluff.

PAWS HERE!

Day 4Day 4
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5. The first person tagged will be the new Blind Person in the
next round, and a round ends when four or five people have
been tagged.

6. Mix things up, and play a couple of rounds starting with two
Blind People trying to tag others.

7. Play as many rounds as time allows.

After your final round, have each Crew sit in a circle. Give 
each Crew Leader a copy of the Wrap-Up Questions to lead 
a discussion. 

Wrap-Up Questions: Blinding Bluff
Ask:

 Why would you be sad if you couldn’t see? 

Say: Sadness is kind of blinding because it makes us focus on the 
bad. Sadness tells us lies like “you’re all alone,” “nobody likes 
you,” or “things will never get better.” None of that is true!

Ask:

 What do you focus on when you’re sad? Share an example 
of your own, such as thinking you aren’t as talented as 
someone else or thinking you can’t change what’s making 
you sad.

When you’re sad, focus on God to see the truth that God 
surrounds you with his love—like the Blind Person was 
surrounded in the game! You’re not alone, and even when life 
is sad…God is good! 
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 OPTION 2: Dive and Capture ENERGY LEVEL HIGH

Before Crews arrive, place the wading pools directly across from 
each other 50 to 60 feet apart (less if your rotation totals are fewer 
than 25 people). Place a bucket about 2 feet behind each pool.

Fill the pools about three-fourths full with water. Make a center line 
on the ground, splitting the area between the pools in half.

Pour a bag of playpen balls into each pool, and do a quick count 
and adjustment to make sure the pools have the same number of 
balls.
Gather Crews near the center line so everyone can hear your 
instructions, and give a warm welcome back to Stampede 
Sports if you haven’t already.

Say: If you’ve ever played Capture the Flag, you’ll recognize this 
game, but there are some fun twists to the rules—and 
some splashes!

1. Divide Crews into two roughly equal teams, and have them 
stand on either side of the center line.

2. The goal of the game is to capture all the other team’s balls 
from its pool.

3. Teammates will run from their side of the game area to the 
other side, and if players can manage to get back over the 
center line to their side with a ball, they’ve captured it and can 
put the it in their team’s bucket.

4. While teammates are trying to take the opposing team’s balls, 
they’ll also need to defend their own and tag people from the 
other team before they cross the center line with a ball. If 
anyone is tagged without a ball on the opposing team’s side, 
he or she will go back to his or her team’s pool to start over.

5. Anyone who’s tagged while holding a ball before he or she can 
get across the center line must return the ball to the pool it 
came from before going back to his or her team’s side to play 
again.

6. Pools are a safe zone for five seconds, then a person has to 
leave the pool to run again.

7. The first team to successfully take all the other team’s
balls wins.

8. If you have time for another round or two, have everyone reset 
the balls and play again.

 After a few rounds, have your games assistants reset the rocks 
in the pools for the next rotation while you gather everyone 
around you for a quick wrap-up.

Supplies 
• 2 plastic wading pools
• a way to fill pools with water
• 2 large bags of playpen balls
• 2 large buckets
• pool noodles, ropes, tape, or 

chalk for marking a center 
line

This game is wildly fun, 
but it can get competitive. 
Enlist the Crew Leaders 
and your games assistants 
to help you monitor and 
pull aside anyone who’s 
getting out of hand. As 
with most games, kids 
look for ways to bend the 
rules and cheat—such as 
standing around the team’s 
pool to constantly guard 
the rocks. Remember to say 

“Don’t be a cheetah!” and 
have kids keep moving so 
the game does too.

FIELD TEST FINDING FIELD TEST FINDING 
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Ask:

What was it like to see your balls get taken in the game?

 What are other things you’ve been sad to lose? Share a 
couple of examples of your own, such as losing a friendship, 
having something valuable stolen, or losing a beloved pet.

Say: It’s disappointing and sad when things are lost or taken 
away—especially when we try so hard to hold on to them! 
We can turn our sadness to gladness by thinking about 
all we do have instead of what’s gone. We have God’s love, 
and it doesn’t get any better than that! When life is sad…
God is good!
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Day 5
         Bible Story:  The Israelites build a memorial to remember God’s goodness.

(Joshua 3–4)

Key Verse: “Remember the Lord, who is great and glorious.” (Nehemiah 4:14)

Consider This… 
•  God tasked Joshua with finishing the job

Moses had started—leading the Israelites
into the land God had promised. While
many battles still lay ahead, the Israelites
could celebrate after such a long time
wandering without a homeland.

•  Immediately following the spies’ return
from Jericho, Joshua and his leaders
prepared for a procession that would be
holy and sacred while also awe-inspiring
and unforgettable.

•  The Ark of the Covenant contained
reminders of God’s provision, promise,
and power: the stone tablets inscribed
with God’s law, a jar of manna, and Aaron’s staff. The Ark acted as something like a portable
sanctuary and was a representation of God’s presence.

•  The Bible shows that Jacob (Genesis 28:18-22; 31:45-46), Joshua (Joshua 24:26-27), and
Samuel (1 Samuel 7:12) all used stones as symbols that memorialized God’s hand in their lives.

Why It Matters…
Like the Israelites, the kids at your VBS probably have reasons to celebrate. After all, God 
has poured out blessings such as health, friendships, food, safety, and loving families. Yet 
all too often we forget that these good things come from God, who gives them out of his 
goodness and love. Today will be an excellent opportunity to show kids what praise looks 
like, what it means to remember God’s blessings, and how to pour out our thanks to our 
good, good God.

When life is good…God is good!
Bible Point:
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This game brought out lots 
of laughter! What better 
way to end the week?

FIELD TEST FINDING FIELD TEST FINDING 

Supplies 
 • copies of the Say It With
Feeling Cards handout
(1 per Crew)

 • scissors

OPTION 1: Say It With Feeling  ENERGY LEVEL LOW

Before Crews arrive, make copies of the Say It With Feeling Cards 
handout, and cut apart the cards along the dotted lines. Then make 
a stack of the cards, all facedown, for each Crew.

Greet Crews for the last day of Stampede Sports.

Say: We’ve talked a lot this week about how God is good through 
hard times in our lives. We might think of inviting God into our 
harder times because we need his help, but we can also invite 
God into the good times! God loves to see you smile, hear you 
laugh, and watch you be joyful—like in the game you’re about 
to play. Invite God into your good times because when life is 
good…God is good!
1. Give an example of what the game will be like by asking 

everyone to guess what feeling you’re speaking in as you 
say, “Yay, I really want to go to the park.” Have fun with it to 
set the tone for the game, and say the sentence in a goofy, 
dramatic way that sounds like you’re very tired. Then allow 
everyone to guess the feeling.

2. Give each Crew Leader a deck of cards you prepared earlier.

3. Have each Crew sit in a close circle where the Crew Leader 
can place the cards facedown in the center of the circle.

4. The Crew Leader in each Crew can be the first to draw a card 
from the deck and say the phrase on the card in a way that 
shows the feeling that’s printed in
bold letters at the top of the card, such as
saying a phrase happily. Players should not
read aloud the feeling that’s printed in bold—
that’s what everyone will be trying to guess.

5. If there are young kids who struggle to
read, their Crew Leaders can help them
with their cards and then the Crew
Leaders won’t guess with everyone else.

Day 5Day 5
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6. It may also help to have the person reading the card stand
in front of his or her Crew so everyone can hear and see the
person’s facial expressions.

7. The rest of the Crew will try to guess the feeling. The person
reading the card can say the phrase aloud a few times if
needed to help everyone guess.

8. The Crew can then move around the circle to the right,
allowing each person to draw a card and say a phrase until all
the cards have been read.

9. Crews can celebrate when someone guesses the correct
feeling. The phrases will sound silly being said with the
assigned feeling, so there should be giggles and smiles while
everyone plays!

OPTION 2: Pin the Tail on the Giraffe ENERGY LEVEL MEDIUM

Before Crews arrive, download the Tall Savanna and Savanna’s Tail 
art files from group.com/vbsTools under the Roar VBS Program 
Resources tab. Print the number you need of each file.

Cut out your copies of Savanna’s tail. Glue each copy of Savanna 
onto a piece of foam core or poster board. Don’t cut out her outline 
or it’ll make the game too easy (we learned this the hard way at 
the field test). Lay the finished giraffes where Crews can grab them 
easily, and place six giraffe tails and a roll of masking tape on each.

Welcome everyone back for the last day at Stampede Sports if 
you haven’t already.

Say: We’ve talked this week about going to God in hard times and 
remembering God is good through it all. Reaching out to God 
isn’t only for unfair, scary, changing, or sad times in our lives—
we can reach out to God when life is great, too, like when we’re 
celebrating at a birthday party or family picnic. Let’s play a 
classic party game, and before you play, your Crew will invite 
God to be a part of the fun!

1. Have each Crew Leader grab a Savanna poster, a roll of 
masking tape, and a batch of giraffe tails.

2. Have Crew Leaders give each kid a giraffe tail and help place 
a loop of masking tape on the back of the tail so it can be 
placed on the Savanna poster.

3. Then each Crew’s Leader can lead the Crew in a quick prayer 
to invite God to share the fun. (“God, we want you to have 
fun with us!”)

4. After the prayers, Crew Leaders will stand about 10 feet away  
from their Crews, holding the Savanna posters.

Supplies 
• prints of the Tall Savanna 

art file (1 per Crew
per rotation)

• prints of the Savanna’s Tail 
art file (6 per Crew
per rotation)

• foam core or poster board (1 
piece per Crew per rotation)

• adhesive mounting spray or 
glue sticks

• scissors
• rolls of masking tape (1 per 

Crew per rotation)
• photocopies of the Wrap-Up 

Questions: Pin the Tail on 
the Giraffe (1 per Crew)
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5. Crew members will line up and take turns closing their
eyes tightly, spinning around three times, and then
having Crew friends steady them in the direction of
the Crew Leader and the Savanna poster.

6. Each person will make his or her way to the Crew’s
Savanna poster with the help of Crew members
calling out directions to keep him or her headed in the
right direction.

7. Once a person is near enough to the Savanna poster,
the Crew Leader can tell him or her to pin the tail on
the giraffe—without opening his or her eyes. It’s like
the classic game of Pin the Tail on the Donkey!

When Crews have finished, sound a signal, and have 
each Crew sit in a circle with its Savanna poster to see 
how close kids got to pinning Savanna’s tail in the 
right place. 

Give each Crew Leader a copy of the Wrap-Up 
Questions to lead a quick discussion while you and 
your games assistants take and reset the Savanna 
posters for the next rotation.

Wrap-Up Questions:  
Pin the Tail on the Giraffe

Say: This game has been played at birthday parties for years, but 
most of the time it’s played with a picture of a donkey and is 
called Pin the Tail on the Donkey. 

Ask:

What are other fun things you’ve done to celebrate 
birthdays or special days?

What do you like about celebrating with friends 
and family?

Life is good when we’re celebrating. We’re usually happy and 
having a lot of fun! Sometimes we don’t think about inviting 
God into those times in our lives, but just like we invited God 
to share the fun with us before our game, we can invite God 
to enjoy good times in our lives with us. When life is good…
God is good!
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Say It With Feeling Cards

Excited
There’s a bug in my soup!

Angry
I like bananas.

Grumpy
I’m going to Disney World.

Unsure
I love my dog.

Amused (laughing)
Someone stole my phone!

Proud
I fell down the stairs.

Pleased
My 2-year-old sister shaved 

my head. 

Sad
My family won a free vacation.

Joyful/Happy
I stubbed my toe SO hard!

Bored
I just watched the best movie.

Confused
I’m the best singer in the world.

Shy
Head, shoulders, knees, and toes.






