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Icebreakers

How’s Yours?



How to do it…
· Select a victim to leave the room.
· The remaining people in the room select a body part.
· Call the victim to return to the room.
· The victim may ask any player "How's yours?"

· The player has to describe his own body part to the lead.
· Players try not to make it obvious for the victim to guess.
· The victim can continue asking other players for more clues in order to figure out the body part

· Once the body part is figured out, select a different victim to leave the room

Example

Rachel leaves the room and the room selects the body part "gums."


Rachel asks Lyndzi, "How's yours?"  Lyndzi replies, "Pink."


Rachel asks Paulo, "How's yours?"  Paulo replies, "Bumpy."


Rachel asks Alice, "How's yours?"  Alice replies, "Requires cleaning everyday."


Rachel asks Judel, "How's yours?"  Judel replies, "Moist."


Rachel guesses "tongue."  

Simon Says



How to do it…
· Select a player to be Simon

· Simon gives a command by saying "Simon says....(give command)"

· Players must follow command unless Simon does not say "Simon says..."

· If a player follows a command without Simon saying "Simon says..." the player is eliminated.
Example

Yuhki says "Simon Says touch your knees."  Everybody follows.


Yuhki says "Simon Says rub your shoulders."  Everybody follows.


Yuhki says "Simon Says to smack your lips."  Everybody follows.


Yuhki says "Stick out your tongue."  Yao follows and gets eliminated.

T.O.P. Cheer



How to do it…
· Give 5-10 minutes for the group to come up with a performance to showcase the lead.
· The group must come up with a dance that goes along the chant:

"Hey Mr. Prospect, how you be?

It's UC Irvine's T.O.P.

T-O-P. T-T-O-P. T-O-P. T-T-O-P

To help stop the increase in our fees,

pull out your credit card and charge it please.

T-O-P. T-T-O-P. T-O-P. T-T-O-P”

Example
The room stands in two rows and follows the "Oompa Loompa" dance and rhythm to song.  
Addam’s Family (For initiation only)



How to do it…
· Remove all new callers from the room.

· Everyone forms a circle.
· Bring in a new caller to stand in the middle of the circle.
· Everyone chants the following script and does actions accordingly. 
"Hi, we're the Addams Family.

If you (point to the new ca’’er) want to be a part of our (point to self) family,

you (point to new caller) have to entertain us (point to self)
until we (point to self) applaud you (point to new caller).”
· New caller tries to entertain the group.
· The group mimics everything that the new caller does.
· If new caller is very confused and stops "entertaining" repeat the chant.
· The game is over when the new caller realizes he/she has to only applaud to make the group applaud also.
· The new caller joins the group and then another new caller comes in.

· Callers may come into the circle in pairs if there are a large amount of new callers.
Example


Alex the new caller comes in the middle of the circle and everyone chant the song.


Alex then starts to do headstands and the group mimics his every move.


Alex starts doing the Macarena and the group does every move with him.


He stands there, rubbing his head and wondering what to do.


The group repeats the chant.


Alex realizes the solution and starts clapping his hands together.  
The whole group applauds and Alex then joins the circle.  


They bring in the next victim.
My Neighbor



How to do it…
· Form a circle.
· Select a person to stand in the middle.
· The person says "My neighbor... (describes a certain feature of anyone in the group)"

· People who have those features have to exchange seats with each other.
· The person in the middle also has to find a seat.
· Last person without a seat has to stand in the middle and state the next fact.
· Players may not return to their own seat.
Example
· Jessica stands in the middle and says, "My neighbor is wearing jewelry."

· Everybody that is wearing jewelry stands up and runs to another person's empty seat.

· Jessica sits in Liz's empty chair but Michelle cannot find a chair.  

· Michelle stands in the middle of the circle and says, "My neighbor works at T.O.P."

· Everybody jumps up and exchanges seat, leaving Andrew Brewer standing in the middle.

Jenn’s Awesome TOP


How to do it…
· Form a circle.
· Select a leader to start the game.
· The game will start counterclockwise.
· The leader has to come up with gestures for his neighbor to follow while chanting "Jenn's Awesome T.O.P" 
· The leader will continue chanting while creating different gestures before each chant.
· Everyone will look at the person standing to their left and follow the gestures that their neighbor's are doing.
Example
· Andrew Carrillo starts the game by chanting and patting his head.

· Person on his right, Marianne, mimics him while chanting along.

· Person on Marianne's right, Amy, mimics her while chanting along.

· This continues while the leader, Andrew Carrillo, makes up different gestures to follow.

Telephone



How to do it…
· Form a circle.
· Select a leader.
· The leader forms a random sentence and whispers into their neighbor's ear only once.
· The sentence is passed down among the circle to the last person.
· The last person will state the sentence out loud.

Example

Yuhki starts and whispers to Rita, "I have the most fun while doing kendo."


Rita whispers to Priyanka, "I have the most fun while doing judo."


Priyanka whispers to Andrew Hong, "I have much fun and dialing Judel."


Andrew Hong whispers to Mira, "I have lots of money while dealing jewels."

Little Sally



How to do it…
· Form a circle.
· Select a leader.
· The leader walks around the circle and chants the following script while doing a dance move in front of one chosen person.
"Little Sally walked. She walked into the street.

She didn't know what to do so she jumped in front of me.

She said, 'Down, down, do your thing, do your thing stop"
· The leader and the person selected then switch places.

· The group repeats, "Down, down, do your thing, do your thing stop" while the person selected mimics the leader's dance move.
· The person selected then becomes leader.
Example
· April walks around the circle while chanting and stops in front of Dena.

· April shakes her booty and exchanges places with Dena.

· Dena shakes her booty as well and then starts walking around the circle at the beginning of the next song.

· Dena stops in front of Patrick and starts doing disco moves.

· Patrick replaces Dena in the middle of the circle and does disco moves too.

Giggalo



How to do it…
· Form a circle.
· Select a leader.
· The leader selects a player and asks, "Hey _(calls out a player’s name)_!"

· The player replies, "Yeah?"

· The leader says, "Are you ready?"

· The player replies, "For what?"

· The leader answers, "To jig! 

· The player asks, "Jig what?"

· The leader responds, 
"A-giggalo! My hands are high (waves hands in the air).  My feet are low (waves to feet), and this is how I giggalo!"
· Leader then does a dance move.

· Everyone chants,

"His/her hands are high (waves hands in the air). His/her feet are low (waves to feet), and this is how he/she giggalos"
· All players then mimick the leader’s dance move.

· Everyone chants while doing the dance move:

"Giggalo, jig, gigg-al-o. Giggalo, jig, gigg-al-o"
· The player selected becomes leader and selects a different player to mimic a different dance move.

Example
· Mary starts the game and calls on Carlos.  She dances the "Regan dance" and Carlos mimics her while everybody sings.

· Carlos calls on Farida.  He dances like he's under water and Farida copies him at the appropriate time in the song.

Group Story Telling



How to do it…
· Form a circle.
· Select a story leader to be in the middle.

· The story leader makes up a beginning of a story.
· The leader then points to a player to continue the story.
· The leader points to different players to extend the story.
Example
Andrew Carrillo starts the story with, "Once upon a time, Sam and Thanh were walking in the middle of the forest..." and points to Nicole.
Nicole:
"and they came across a cottage made of sweets..." 
Carrillo points to Kathleen.

Kathleen:  
"and they were so hungry that they started to eat each other..."  
Carrillo points to Ho-Fan.

Ho-Fan:  
"but then Thanh decided Sam wasn't worth eating and so busted out some pho instead."  
Carrillo points to Vivian.

Vivian: 
"So Sam seeing his opportunity to make some moves on Thanh..."  
Carrillo points to Romit.

Romit:  
"Sam starts slurping the noodles off of Thanh's plate and then Regan comes charging in with a huge Samoan behind him..."  
Carrillo points to Sarah.

Sarah:  
"The huge Samoan guy steals Thanh's food and Thanh and locks them both inside the cottage made of sweets..."  
Carrillo points to Yuhki.

Yuhki:  
"So inside the cottage was a huge dog which they all roasted and fed to everybody in T.O.P."

Scavenger Hunt

How to do it…

· Before each shift begins, the shift leader comes up with a list that each team must find, thus there must be a different list for each team.     

· Break the shift up into even teams and give each team a list of the items

· Tell them that the items are confined to only the calling center and give them 2 or 3 minutes to find the items

· The first team that finds the most items before time is up get bonus points to help them be ahead on their motivational games

Example
Sample Item List:

· White board marker

· Blue pen

· Anything with Peter the Anteater

· Textbook

· Social Sciences Tip Sheet

· Tweezers

· Water bottle

· Magnet

· Engineering Script

· Q tip

· Gold Ring
· Post-it that says “screwdriver”
Moo Game

How to do it:
Pick three people to stand outside while the rest of the group gets ready. Form a circle large enough for someone to stand inside. Tell the group that They are going to pick someone from outside to come in and stand inside the circle and when you count to three everyone has to “MOO” as loud as they can. Then tell them on the last time, when the third person comes in to fake a “MOO”. Everyone should look like they are going to “MOO” but don’t. Pick someone from outside and tell them that they are to listen for the person who “MOOed” the loudest. Count to three and everyone “MOOs”. The person in the middle will then pick who “MOOed” the loudest and whomever they pick will be correct. Then tell that person that they have to “MOO” as loud as they can on the next round but to not “MOO” at all on the third round. Now the 2nd person comes in and you "MOO" and they pick who was the loudest and they are of course correct. But don't tell the 2nd person to not “MOO” on the last round. Now the third person comes in and you tell them to pick the loudest “MOO”. You count to three and everyone pretends like they are going to “MOO” except the 2nd person that came in who “MOOs” really loud all by him or herself. It’s really funny. You may have to explain the joke to the third person though.

String Toss

How to do it
Set up small groups of 8–12 players and have them sit in a circle for this icebreaker. One person is given the ball of yarn and finds the end of it. They will toss the ball of yarn to anyone within the circle while they are still holding the end of the ball of yarn. Now ask the person that caught it one or two questions. If this is a new group that doesn’t know everyone they are to introduce themselves first before answering the questions at the beginning of the game. Here are some ideas as to what questions to ask; What is your favorite color, music group, the person that has influenced you the most, what are you afraid of, your favorite food, time of the year, or any other question to might pertain to this event. That person then holds part of the yarn and then tosses the ball of yarn to anyone that hasn’t received the ball yet. You repeat this until everyone has had the ball of yarn and you will notice that you have created a unique web that has connected all the players together in one way. You can pass the ball again to ask one – two more questions from each player.

Who Am I

How to do it
Pre-make tags with each tag having one famous person on it, mainly divas that everyone would know. These tags will be placed on the back of each guest as they arrive. This is done without them knowing who they are. They are to go around the room asking questions as to who they might be. Questions like “am I a singer?” They can only ask one question and make only one guess as to Who they are with each person that they talk to, then they have to move on to another person. They can come visit previous players once they've visited another player

Ha Ha 



Teams competing lay down side by side on floor or ground. The first person lays back of hand on next persons stomach and that person lays back of hand on the stomach of the next to him and so on. The first person in line is to laugh one HA. The next person in line is to laugh HA HA (two times). The third person is HA HA HA. And so on. Any person that breaks out into a giggle is out of the game and must get up and the hole is filled in. The last one to giggle, wins.

VERSION 1:

Jason’s Game



Everyone splits up and finds someone to play with them rock, paper scissors.
Losers must crawl under winner’s legs and grab shoulders of person in front of them.  There should be two long lines formed by the end of the game.  The leader of the two lines play rock, paper, scissors.  The team that loses has to crawl through the winner team.
VERSION 2:
Veca’s Game: Evolution



Everyone starts off as an “egg” and plays rock, paper, scissor with one another
Egg(chicken(alligator(rapture

Winner goes from egg to chicken; Loser stays an egg.  The person who is a chicken plays another person and if they win, they turn into an alligator and must find another alligator to evolve into a rapture.  
Point of game is to win and evolve into a rapture.
Calling Signs



Everyone picks a hand sign and shares it 
Then they start: Slap thigh, slap thigh

The person will “call” himself or herself to start during the “clap” then slap thighs twice and “calls” someone else.  They call himself or herself and another person, etc.
Heads Up 7UP



3 people gets pick and everyone else are at their calling stations.

Leads say “heads down 7 up,” everyone puts their heads down and thumbs up

The 3 people goes around and choose people to put their thumbs down

Then leads say “Heads up 7 up” and the 3 people who were chosen has to guess who put their thumbs down.  If they guess right, then they have to replace the person up there.
Switch


Divide the participants into two teams and take Team A into another room. Team A must switch various items of clothing or accessories with one another, then return to the game room. Team B must try to guess all the switches that have been made within a five-minute time period. Add up how many items Team B guessed correctly. Then let Team B have a turn to "switch" and let Team A guess the switches. The team with the most correct answers in the allotted time period wins a prize.
Hop-Dop



All the players (any number of them) are divided into 2 teams and then sit at the table facing each other. One group is given a little coin. The leader of this team must give the coin to one of his partners. He must do it imperceptibly. At the command "Hop" of the opposite team the coin must be shown over the table. At the command "Dop" - it is again hidden under the table, where the players continue to pass it from hand to hand. At the command "Hands on the table!" the players put their hands on the table with the palms down. The leader of the opposite team must guess who has the coin under his/her hand. If he/she guesses, the coin is passed to the opposite team and the game begins anew.

Name Mix-up




Sit in a circle on chairs or with definite spots to sit. Put the name of the person on each chair where it cannot be seen. The name on the chair determines the "name" of the person sitting in the chair. Decide where the "beginning" of the circle is. The person at the "beginning" of the circle starts by saying their name (or rather, the name on their chair, which originally is their own name), followed by the name of someone in the room. The person they called says their name and calls someone else's name. That person then says their name and calls on someone else. 
If a person makes a mistake, by forgetting to say their name or someone else's, by not responding in time, by responding when their chair's name was not called, or by calling a name of someone who is not there, then they leave their spot and sit to the right of the "beginning" of the circle. The people scoot one seat to the right to accommodate the person who made the mistake. If the person at the beginning makes a mistake, everyone scoots one chair to the right. The person at the beginning position then starts again. However, since the name on the chair is the "name" of the person sitting in the chair, now the person who's real name is Jenny but sitting in the chair labeled Michelle, must respond when someone calls Michelle and not respond when someone calls Jenny. Continue playing the game until everyone is utterly confused.
Mafia


Setup

Players make themselves comfortable in a space such that every player can see every other player. Roles are assigned by a method which is both confidential and verifiable, often by dealing cards. Each player retains their card without showing it, although he/she can tell what card it is (and can lie about the card too). (Other variants have players return the cards.) In this manner a few players are designated as Mafia (alternatively, Werewolves) and the majority of players are designated as Innocents (alternatively, villagers, townspeople, or citizens). Other roles are possible (see Variants).

Night

The Narrator (alternatively, God) —a person not playing, but moderating the game—tells everyone to close their eyes and lower their heads ("Go to sleep..."). The narrator tells the Mafia to open their eyes and silently select another player to kill; generally, the Mafia must all agree on someone to kill, and may signal to each other during the night, but in some versions, such as the original, the Mafia must decide independently and a person is only killed if they all agree, so in order to get someone killed they must somehow communicate during the day. In some variants for a large number of players and a small number of Mafia, each Mafia member may individually get to kill a player. The Mafia then close their eyes. Other variant characters may have turns to open their eyes to do "business" during the night also (before or after the Mafia).

Day

The Narrator tells everyone to wake up and announces the Mafia's victim. Usually this involves the Narrator telling a story about the murder scene the remaining players wake up to, and/or a story of how the victim was killed. This player is dead and may no longer participate in the game in any way, and are thus permitted to keep their eyes open at night.

Depending on the variant, The Narrator may reveal the identity of dead players, dead players may reveal themselves by flipping their cards face up (most common version), or the identity of dead players may not be revealed. Typically, prematurely revealing one's identity by flipping one's card face up while still alive is considered suicide; in single-execution-per-day variants, this may count as the execution for that day.

During the daytime phase, the players deliberate over which player they should execute. The Innocents want to execute a Mafia member but all players are allowed to vote. Generally, The Narrator will administer the election and a majority is required to kill players, although voting variants abound. The same rules apply to players who are executed as to players killed by the Mafia. In some variants, multiple players may be killed during the same day.

Win condition

The game ends either when the last Mafia member is killed (Innocent victory) or the Mafia members gain a majority during the day (Mafia victory). A tie generally goes to the Mafia (because the innocents have no way of voting them off and, conceptually, because Mafia members are thought to be "stronger" when the Innocents no longer have a numerical advantage).

Motivational Games

Talent Show

	Objective:
	The focus of this theme is the dollar drive.  Its goal is to raise ridiculous amounts of money.  Use this theme for shifts where an especially high shift total is expected.  This theme can also be used for shifts that require an increase in energy to increase total dollars.


How to do it…

· Divide the calling staff into teams of three or more.

· Establish a monetary goal for the Telethon.

· Keep track of total dollars after every pledge.

· When a caller gets a CLUCC, he or she must choose another team member to do a variety act or do an act themselves.

· Each variety act earns 10 points for their team.

· Refusal to do a variety act receives no points for the team.

· At the end of the shift, the entire calling staff must vote for the best variety act.  

· The caller with the best act wins a bonus of 25 points for their team.

· The team with the most points receives monetary bonus at the discretion of the lead caller.

· If the telethon goal is achieved, bonus is given to the entire shift at the discretion of the lead caller.

· Callers must have at least one club level pledge to collect monetary bonus.

Example
	Team Cheeseball
	Team Moneymaker
	Team Local Style

	Judel


	$1500, cc

$300, u
	Natasha
	$150, cc
	Kristina
	$5000, cc

$150, u

	Michelle
	$150

$500
	Andrew
	$2500, cc

$150
	Paulo
	$500

$300, u

	Rachel
	$500, u

$300, cc
	Romit
	$500, cc

$500, u
	Jessica
	$150, cc

$300, u

	Scoreboard

	Team points:  100

Bonus points:  25
	Team points:  90

Bonus points:  0
	Team points:  110

Bonus points:  0


 The Breakfast Club

	Objective:
	The focus of this theme is primarily to help people to get to know each other. It also helps improve individual motivation to achieve a certain CLUCC combination that the shift-leader wants to focus on that night. This theme can also be used to increase the energy level of the shift.   


How to do it…

· Decide what CLUCC combination that is that evening's focus.

· CLUCC combinations can focus on a certain element (e.g. credit cards) or a combination (e.g. credit cards and upgrades). 

· When the chosen goal has been achieved by a caller,  give the caller the choice between: 



1) showing off a talent, or



2) sharing a quirky fact about themselves.

· It is recommended that talents should be given 2 points, while quirky facts are given 1 point. The reason for this is because talents are harder to come by and perform than facts. 

· The lead caller can give out the monetary bonus in two different ways: 

1) 
Every point gives every individual a certain amount of monetary bonus.  This can be used when there is a lot of money to be given in bonus.  

2) 
The top three callers with the most points get a certain amount of monetary bonus, each. This can be used when bonus money is scarce. 

· Refusal to participate will result in immediate disqualification and no bonus.  However, the caller has the opportunity to repent and perform at a later time should they want to.

Example
Brian, the shift leader, decides that credit cards are the focus of the evening. Three club level pledges and one credit card gives the caller the opportunity to participate. Claire, gets the three Club Level pledges and the Credit Cards, and chooses to show one of her talents – applying lipstick while holding the lipstick in her chest. Allison also achieves the goal, but says that she doesn't have a talent. She decides to disclose a secret: she steals other people's IDs. Brian decides to give Claire 2 points and Allison 1 point. That evening each point gives the $2 in bonus. 

At the end of the evening Claire amassed 3 points and thus made $6 (3 x $2).  Allison only got 2 points and thus made only $4. 

Build a _____(car, burger, house, 70s hairpiece…)

	Objective:
	The goal of this theme is to improve the overall credit card rate, gift level, pledge rate and/or upgrade rate (if donor pools are being called). However, it can also be used to focus on a particular aspect, like credit cards. 


How to do it…

· Divide the calling staff into teams of three of more. 

· Decide what object is to be built and what piece each CLUCC-item gives the callers (see example). 

· The following are examples of what can be built: cars, drinks, houses, computers, clothes, multifunction bat-belt, NY club, holiday package, trailer park fake-teeth replacements etc.  

· Getting a CLUCC earns the caller a piece to build the chosen object. 

· Each completed object is worth 10 points.  No partial points are given.

· At the end of the shift, the team that has accrued the most points should be issued monetary bonus at the discretion of the lead caller.

· Callers must have at least a Club Level pledge to collect monetary bonus.

Example
	Part
	Price

	Windows
	$150

	Tires
	$300

	Chassis
	$600

	Engine
	$1500

	Gas
	Upgrades

	Steering wheel, paint, ragtop
	Credit Card

	**Downgrades strip the car of the part of lowest value.


	Team Cheeseball
	Team Rockstar

	Rachel
	$1500
$300


	Jessica
	$600

$1500

	Michelle
	$50

$600

$75 (cc)
	Paulo
	$150 (u)

$300

	Judel
	$150 (u) (cc)


	Kristina
	$300

$300

	Completed Cars
	1
	2
	3
	4
	Completed Cars
	1
	2
	3
	4

	Windows
	X
	
	
	
	Windows
	X
	
	
	

	Tires
	X
	
	
	
	Tires
	X
	X
	X
	

	Chassis
	X
	
	
	
	Chassis
	X
	
	
	

	Engine
	X
	
	
	
	Engine
	X
	
	
	

	Gas
	X
	
	
	
	Gas
	X
	
	
	

	Steering wheel
	X
	
	
	
	Steering wheel
	
	
	
	

	Paint
	X
	
	
	
	Paint
	
	
	
	

	Ragtop
	X
	
	
	
	Ragtop
	
	
	
	

	Car complete
	X
	
	
	
	Car complete
	
	
	
	


Here, Team Cheeseball wins the designated bonus for having the most completed cars, in this case $3 per caller. 

 TOP Weakest Link

	Objective:
	This theme night focuses on overall pledge rate, average gift, credit card, and upgrades.  Use this theme night for promoting overall teamwork among the callers and for increasing the energy level among the callers.


How to do it…

· The entire calling staff is working together as a group.

· The lead caller divides the calling shift into smaller, 30 minute calling shifts.

· For the first 30 minute shift, the lead caller selects a focus for the shift (i.e. credit cards).

· The lead caller keeps track of which callers achieve the focus of the shift (i.e. credit card pledges).  Only these callers can participate in The Weakest Link.

· At the end of the 30 minute shift, eligible callers participate in a short game of The Weakest Link.

· The lead caller asks each caller questions on various subjects (i.e. history, pop culture, UCI knowledge, etc.).

· Consecutive correct answers move the team up the point scale.  Whenever a caller receives a wrong answer, the team moves back down to the bottom of the point scale.  Callers have the option to "bank," which allows them to save the points they have at that point in the game.  However, by "banking," the team starts at the bottom of the point scale and works their way up again.

· At the end of The Weakest Link, callers resume calling, with a new focus for the next 30 min. (i.e. overall pledge rate).

· Calling with specific focuses, and playing The Weakest Link continues for the rest of the shift.

· The points obtained in each round of The Weakest Link are added for a total score for the entire shift.

· Based on the total amount of points the shift, the lead assigns a monetary bonus, which is divided among all callers.  However, only callers with at least one club level pledge are eligible for bonus.
Example
	Shift #1:  6:00 pm – 6:30 pm

	Focus of the shift:  upgrades

	Scoreboards

	Cathryn
	$300 (u)

$150 (u)
	Jessica
	$150

$500 (u)
	Paulo
	$500 (cc)

$1500

	Rachel
	$500

$300
	Andrew
	$300 (cc,u)

$300
	Natasha
	$150



	· Only Cathryn, Jessica, and Andrew may participate in The Weakest Link.


	Point Scale
	10
	· Cathryn, Jessica, and Andrew answer three correct questions in a row.  Cathryn then banks before she receives her question.  The team then currently has 3 points.

· Cathryn correctly answers a question putting the team at 2 points on the scale, but Jessica answers the next question incorrectly.  The team moves to the bottom, with Andrew at the 1 point mark when he recieves his question.

	
	5
	

	
	4
	

	
	3
	

	
	2
	

	
	1
	

	
	Bank
	

	Shift #2:  6:35 pm – 7:05 pm

	Focus of the shift:  Credit Cards

	Shift
	Points

	1
	10

	2
	3

	3
	5

	4
	12

	5
	0

	6
	5

	Total points for the entire shift:  35 points

	· Lead caller decides to give each caller $3 in bonus.


Whodunnit?

	Objective:
	This bonus game can be used when a lot of motivation is needed.  This can be used with slower pools and nights when the callers are not expected to raise as much as other nights.  The callers will still be entertained and in a positive mood, even when it is a "slow night."  However, this game can be used in a larger or smaller shift.  It can be focused on the overall CLUCC or a specific one.  It is up to the lead caller and the expected statistics of the pool itself to focus the game on a specific part of CLUCC.


How to do it…

· Divide the callers into teams on the white board, depending on the size of the shift. (example: 12 callers = 3 teams of 4 people)

· Each team is designated a clue or clues as to Whodunnit? (The lead caller will be in charge of making a "mystery" before the shift so that the shift can solve it and identify a culprit, a set of clues given to each of the teams, and making an extra pool of clues to give out to the teams as the shift progresses)

· Every CLUCC earns a clue from the lead caller's secret clue pool.

· The team who guesses Whodunnit? first, wins the bonus at the discretion of the lead caller.

· The team can only guess, however, when everyone has at least one CLUCC.

· If, for any reason, the "mystery" is guessed correctly before the shift is over, the lead should have another mystery and clues prepared.
Example
Mystery

Rachel was walking down Ring Road one day and suddenly out of nowhere, she hears a menacing growl.  She whipps around and sees a pair of headlights (yeah, on Ring Road!).  Rachel runs and tries to get away from the car but suddenly feels faint...she didn't have her Starbucks this morning.  The car catches up to her and takes her flip flop.  What a travesty!  Who has Rachel's flip flop?!

Clues

· The person has a car.

· The person likes American Eagle.

· The person lives on campus.

Culprit

Tracy stole Rachel's flip flop!

Accepted Anywhere

	Objective:
	The primary focus of this game is Credit Cards and should be used when we are expected to get some credit cards and when we have been suffering with our credit cards.  A good amount of dollars should also be expected and required for this game.  This can also be played with a large or small shift.


How to do it…

· Divide into teams, depending on size of shift.  It may be done individually as well.

· Every time a team/person gets $100 a credit card, it takes you to a new destination. 

· Each destination is worth X amount of bonus points. (Refer to the chart or you can make your own)

· Team with the destination furthest along wins the bonus.
Example
	Place
	Credit Card Amount ($)
	Bonus ($)

	Disneyland

Las Vegas

San Francisco

Canada

Hawaii

New York

Australia

Japan

Europe

Tahiti
	100

200

300

400

500

600

700

800

900

1000+
	0.50

1.00

1.50

2.00

2.50

3.00

3.50

4.00

4.50

5.00

	** 0 Credit Cards leaves you stuck in prison in Guam.



Team 1: In Hawaii


Team 2: In New York


Team 3: In Japan


Winner: Team 3 wins!

Tetris Night

	Objective:
	The focus of this game is pledge rates, upgrades, and credit cards.  The focus can change more specifically to credit cards, upgrades, or club levels depending on the shift.  


How to do it…

· Divide the staff into teams of three or more.
· Each person is assigned a Tetris shape and each team has their own tetris game board.
· When a caller gets a CLUCC he/she can place their shape on their team board.
· The object is for each team to create lines with their specific tetris shapes.
· Each line is worth a point and the team with the most points at the end of the shift will win the bonus that is decided by the lead caller.

· Each person must have at least one of their shapes on the board (a CLUCC) to collect bonus.

Hot Devil

	Objective:
	The overall focus of this game is club level pledges, upgrades, and credit cards (CLUCC). The focus can change to a certain aspect of CLUCC depending on the shift and certain pools being called.


How to do it…

· Divide the staff into teams of 3 or more.

· The object of "hot devil" is to be without it at the end of the shift.

· The "hot devil" starts out with the team whose member gets the first CLUCC (or specified focus) of the shift and they can pass on the hot devil to another team.

· Everytime a teams get a CLUCC, they can pass the hot devil to another team.

· At the end of the shift, the team without the hot devil gets the bonus decided by the lead caller.

· Each person must have at least part of a CLUCC (club level, credit card, or upgrade) in order to receive the team bonus.

World War III

	Objective:
	This theme has an overall focus.  It may also be used to energize a shift on a slow night.  This activity requires a shift with an equal amount of males and females, a shift with all females and one male, or all males and one female.


How to do it…

· Teams pick country names.

· Each CLUCC earns your team a weapon of war.
	Weapon Store

	Weapon
	Price
	Gain
	Loss

	Swiss Army Knife

Sniper Rifle

Bucket of Infectious Crabs

Apache Helicopter w/ 
Missiles

Nuclear War Head

Shield
	<$150

$150

$250/$300

$500/$600

$1500+

CC, U
	5

100

500

1000

10,000

-----
	1

50

250

500

Half of all Points

-----

	Shield Usage Specifications:

** Shields can block one attack per shield at the discretion of the attacked team.  Each attacked team may choose to take the loss and save their shield.  Attacking country does not gain points when a shield is used.  Shields may not be used to block a nuclear attack.


· War consists of four rounds.

· Round 1:  The Arms Race

· Callers try to get as many CLUCCs as possible.

· Round 2:  Shock and Awe

· Countries get off the phone for 10 minutes to make the first round of attacks.

· Team with the first pledge of the night makes the first attack.

· Attacked team can either retaliate on the attacker country or launch a new attack on another country.

· Teams with no weapons can be repeatedly attacked for points without opportunity for retaliation.

· Teams with no weapons or no points may not attack or be attacked.

· Cycle continues until the time limit is up.

· Round 3:  The Eye of the Storm

· This round is the second arms race.

· All points (both gains and losses) are doubled.

· Teams focus on gaining more CLUCCs to build up their country.

· Round 4:  Final Annihilation

· Takes place in the final 10 minutes of the shift.

· This is the final round of war.  

· Last attacked team during Shock and Awe makes first attack.

· Attacks continue until all weapons are used or only one country is left.

· Alliances:

· Alliances may be made between 2 countries, but must be made in secret.

· Treaties between the countries may consist of sharing points or splitting total bonus.

· If an alliance is publicly announced at any point, the alliance must be disbanded and no treaties will be honored.

TOP Delinquents

	Objective:
	The two foci of this theme night are improving the pledge rate and the dollar drive (the total amount raised), as well as insuring that the callers ask for credit cards and matching gift. The theme can easily be modified for other goals by changing the requirements for felonies and misdemeanors (see table below).


How to do it…

· The goal of the game is to become the most delinquent criminal possible... (Disclaimer: TOP does not in any way endorse criminal activity. We're all nerds actually)

· Break the calling staff into teams of three or more. 

· Each pledge that a person in a team receives gives them the following amount crimes or misdemeanors.
	Dollar Amounts Raised
	Crime(s) Committed

	$75

$100

$150

$300

$500/$600

$1500
	1 Misdemeanor

2 Misdemeanors

3 Misdemeanors

1 Felony

2 Felonies

3 Felonies


· Each felony is worth 4 points, each misdemeanor is worth 1 point. The team with the most amount of points at the end of the shift receives the $ bonus. 

· Here are some examples of felonies and misdemeanors

Felonies (4 pts)



Misdemeanors (1pt)




Embezzlement



Cheating

Boiler Room Scandal


Drinking in Aldrich Park

Robbed a casino



Stealing car emblems

Hijacked Air Force One


Stealing stop signs/ RESERVED


Insider Trading



Vandalizing UCLA's campus/mascot

Killed Gray Davis



Stealing golf carts

Drug Trafficking



Pimping

Etc.





Indecent Exposure







Polygamy







Etc. 

· The team can lose crimes by not maintaining a pledge rate. If a person does not maintain 1 out of 3 pledges, they lose a misdemeanor. If the caller does not maintain 1 out of 6 pledges they lose a felony. If the caller has no pledges, that means that they have a squeaky clean police record and are model citizens. Whenever he/she goes to parties with his/her criminal friends the caller feels like a failure... 

· The team can also lose crimes by getting low-level pledges or by forgetting to ask for credit cards or matching gifts. 

	Dollar Amount Raised
	Crimes Lost

	Downgrades of $50

Downgrades of $25

Forgets Credit Card or Matching Gift Ask
	Caller has been caught by the cops and loses a misdemeanor.

Caller has been caught by the cops and loses a felony.

Caller has been inattentive and was caught by the cops and loses a misdemeanor.


Example
Team AERA

Natasha
$1500 (cc)

Misdemeanors: 3


Points: 3



$300


Felonies: 3 + 1 + 2 + 2 = 8

Points: 8 x 4 = 32

Andrew
$150


Misdemeanors lost:  0



$500


Felonies lost: 0

Romit

$500 (u)






Points total: 35



Team Cockleshell
Judel

$300 


Misdemeanors: 0


Points: 0



$1500


Felonies: 3 + 2 + 1 + 3 = 9

Points: 9 x 4 = 36

Michelle
$25


Misdemeanors lost: 1

Points: 0 (they have no misdemeanors to lose)

Rachel
$300 (u)

Felonies lost: 1


Points: -4



$1500 (forgot cc)





Points total: 32

Team AERA wins with 36 crime points and therefore they get the $ bonus. 

 Scattergories

	Objective:
	This theme night focuses on pledge rate, average gift, and credit cards.  It also promotes motivation through competition.


How to do it…

· Divide the shift into teams of 3 or more callers.
· Prepare a box with all 26 letters of the alphabet.
· The team with a club level pledge, 30% individual pledge rate each, and 1 credit card per team can reach into the box and randomly choose a letter.

· The shift leader and floor assistants choose a topic for the team.
· The team gets 30 seconds to write down as many words as they can related to the topic given and starting with the letter chosen from the box.
· Credit cards earn 15 more seconds to the team’s clock.
· Each valid word is 1 point.

· Team with most points at end of shift wins.  

Example
· Team 2 picks the letter A.

· Team leader and floor chooses topic: Inside T.O.P.

· Team 2 in 30 seconds:  

· Anteaters

Andrew Hong
Annual

AERA
Aerosol
Alice

· Total points: 6 points

Blackjack

	Objective:
	The Focus of this theme is to boost the average gift of each person, team, and overall shift.  It also promotes gift upgrades.


How to do it...

· Divide the shift into teams of three or more.

· Every pledge gives you a chance to draw. 

· Each team member draws a card and adds to the total. 

· The card he/she draws will be drawn on the board next to the player's name.  

· Eventually, they can hold and not draw anymore cards.  However, a person can use his/her club level pledges to steal a card from another team.   

· Then a lead comes over and plays a hand and if the team beats the lead, they get 1 point. 

· The team with the most points wins bonus at the end of the shift. 

Example

Team 1                         
Lead's total: 20

Judel's card- Queen

Liz's card- 5

Andrew's card- 4

Total: 19

No Bonus for Team 1 this round.

Assassins

	Objective:
	The focus is to remain the last person standing.  Use this game in shifts where there is a likely chance of getting credit cards and a good number of pledges.


How to do it…

· The first two hours are spent saving up defenses to protect yourself against assassin attacks during the last hour of the shift.  Earning different club levels and credit card combos give you more defenses.


A)  Life Insurance (protects you against one attack)


     -  earn with one club level pledge.


B)  Bomb Shelter/ Hide Away (protects you against two attacks)


     -  earn with one cc and three club level pledges. (total)


C)  Ambrosia (protects you against two attacks)


     -  earn with two cc and three club level  pledges.  (total)

· The last hour/hour and a half is killing time.  Any club level pledge or cc earns you the chance to attack.

· You attack by drawing a person's name from a hat.  If the person you draw has defenses, then one of their defenses will be removed. (Starting out with the ambrosia and ending with the life insurance).  

· However, the last hit that you receive, (the one that kills you), will not be revealed until the end of the shift.  The only way you can figure out if you're dead before the end of the shift is if you yourself get a cc or club level pledge and attempt to attack someone else.  

· The person at the end of the shift left standing will win Assasins.

· If more then one person is still alive at the end of the shift, then the person with the most defenses wins.

Example

This is an individual game, so lets say that Mira, Tracy, Rachel, and Andrew are playing.  The following are the pledges for each of the four people at the end of the 2 hours:

Mira: $150 cc, $50, $325, and $250  (Mira has a bomb shelter)

Tracy:  $50, $50 cc, and $150 cc  (Tracy has insurance)

Rachel:  $150, $600, and $50  (Rachel has insurance)

Andrew:  $600  (Andrew has insurance)

For the last hour these are the pledge levels:

Mira:  $150, $50, and $300  (Mira gets two hits)

Tracy:  $50, $50, and $100  (Tracy gets no hits)

Rachel:  $175 cc, $45, $300, and $500  (Rachel gets four hits)

Andrew:  $200, $300, $50, and $150 cc  (Andrew gets four hits)

Family Feud

	Objective:
	The focus of this game is to increase pledge rates and allow staff callers to earn points for a team bonus.


How to do it...
· Break up staff into 3 or more teams (i.e. families as on the show).

· After each person on the team gets a pledge, a spokesperson from the team can pick one of the following topics.


Topics:
Top 5 Reasons People are Late



Top 5 Reasons You Didn't Get the Pledge




Top 5 Reasons For Prospect to Give




Top 5 Reasons Why Prospect Can't Talk

· The team is able to go through their team members and guess the answers of the "survey".  

· If the team guesses all of the right answers, they receive the points.  For every right answer, the team receives a possible point.  

· If the team guesses wrongly twice, then they lose their turn and the team with the least amount of pledges gets a chance to steal the other teams' earned points.  

· This team, the one with the least amount of pledges, only needs to get one of the right answers, not guessed by the other team, in order to steal all the points earned by the first team.  

· In order to pick another topic, each member of the team must get another pledge.  

· The team with the most points wins the game.  

Example
The answers to the above topics are:  

· Top 5 Reasons People Are Late

1)  Traffic


2)  Overslept/Hangover
3)  Other Commitments


4)   Car Trouble/Transportation



5)  Class Ran Late

· Top 5 Reasons You Didn't Get The Pledge

1)  Not Interested

2)  Hang up    

3)  Unemployed/Laid Off


4)  Children In School 




5)  Other Affiliations

· Top 5 Reasons For Prospect to Give


1)  Liked the School

2)  Tax Deductible    
3)  Good cause      

4)  Keep Programs Alive
5)  Keep Budget Cut Controlled

· Top 6 Reasons Why Prospect Can't Talk

1)  Eating Dinner

2)  Going Out the Door
3)  Putting Kids to Bed


4)  In a Meeting

5)  Guests over

6)  On the Other Line

· #1 reason= 5 pts (or however many reason there are),

· #2 reason= 4pts

· #3 reason= 3pts...and so on

· If the team gives an answer that is similar, but not exact to the answers above, the lead caller decides if "the judges will accept the answer."

Pictionary



	Objective:
	The focus of this game is to increase pledge rates, but can be changed to focus on average gifts as well.


How to do it...

· Break the shift up into 2 teams or more. 

· Once each person on the team has a pledge, they can play the game. (From then on, each person who receives a pledge of $150 or more, earns the team a chance to play and win points)

· Once each person gets a pledge, the team picks a topic:  

· Person

· Place

· Thing

· Movie

· Miscellaneous

· One person from the team is drawing 

· A caller from the team draws out the chosen word, and his/her other team members guess what the object is.  

· Team has 1 minute to guess the picture

· A credit card earns the team 2 min. to guess the picture

· The teams get 2 points for each picture they get right.

· The team that has the most points at the end of the shift wins the team bonus.

· Team bonus is decided by the lead caller.

Example
	Categories

	Person
	Michael Jackson, other celebrities, Madonna, Doctor, Zookeeper, Hooker, Sam Kim

	Place
	UCI, White House, Golden Gate Bridge, Mount Rushmore, Bermuda Triangle, Sea World

	Things
	Headset, Regan's Car - Matrix, Starbucks Coffee, Dwarves, computer, kitchen sink

	Movies
	Top Gun, Boiler Room, Cinderella, Snow White, Harry Potter, Lord of the Rings

	Miscellaneous
	constipated, in love, no pledge, angry prospect, smoking


Continued on next page.

	Team 1
	Team 2
	Team 3

	Judel
	$150, cc
	Natasha
	$300

$250
	Kristina
	$100

$150

$200

	Michelle
	$300

$100, cc


	Andrew
	$100, cc

$200
	Paulo
	$500

	Rachel
	$250


	Romit
	$150, cc
	Jessica
	$300


Team 1: 1 chance to play (Michelles 2nd pledge wasn’t at least $150)

Team 2: 3 chances to play (Natasha and Andrew's 2nd pledges exceeded $150)

Team 3: 3 chances to play
TOP-Lympics



3 Teams will play for bonus
-Gold Medal: $36 split among the team

-Silver Medal: $24 split among the team

-Bronze Medal: $12 split among the team

*To receive bonus, the caller must have at least one/two pledges depending on how well the shift is performing

Point System for each event:

First place: 3pts

Second place: 2pts.

Third place: 1pt
Game:

*Each pledge gets one event

*Each credit card gets one event

*No credit card ask lose as many points as the times they did not ask (deductions are done at the end of the shift)

*Each club level gets one event

-Trivia: 3 trivia questions per turn, total score will be used to determine who wins event

-Target practice (Dart Gun): There will be a target set up, 3 shots per turn, the highest 3 shot sequence will be used to determine who wins event

-Speed Scrabble: possible opening game. Team will play each other, two teams at a time. The team with the highest record will win the event.  If there is a three way tie, everyone gets a point for the event.

If used as a regular event during the shift, two teams will participate, two teams must want to play.  If no one wants to play, the team who is waiting for a challenger will choose a different event.  Team with most wins the event.

-Pick up Sticks

-Connect Four: Possible opening game.  Same rules as speed scramble.  If played during the shift, the caller must play against the supervisor

*In the event of a tie, the teams that tied will play pick up sticks until the team with the most sticks wins.

Theme Nights

Decade Night

	Objective:
	The focus of this theme is overall pledge rate, average gift, credit cards, and upgrades.  This theme can focus specifically on one statistic (i.e. average gift), or can incorporate all areas of focus.  Use this theme to increase the energy level and participation among the callers.


How to do it…

· The lead caller selects a decade and the concurrent decade theme for the shift.

· Divide the calling staff into teams of three or more.

· Each CLUCC earns the team a point.

· Each team's goal is to earn points to achieve the decade theme.

· The team that receives the most points wins.

· The winning team receives monetary bonus from the lead caller.

Example
	20’s
	Flappers and Gangsters / Prohibition

	30’s
	FDR and the New Deal

	40’s
	Beat the Nazis

	50’s
	Baby Boomers

	60’s
	Make Love Not War

	70’s
	Disco / Saturday Night Fever

	80’s
	Yuppie/Michael Jackson Era

	90’s
	Neon Night / Garage Night


	Theme:  40’s – Beat the Nazis

	Teams:  Each team is a country that is opposing the Nazis.

	United States
	Britain
	France

	Leader:  FDR
	Leader:  Churchill
	Leader:  M. Croissant

	Judel


	$150 (cc)
	Natasha
	$300
	Kristina
	$150

	Michelle


	$500
	Andrew
	$1500 (cc,u)
	Paulo
	$500

	Rachel


	$150 (u)
	Romit
	$150
	Jessica
	$300

	Team total:  14 points
	Team total:  18 points
	Team total:  15 points

	Point System

	$150
	$300
	$500
	$1500+
	Credit Card
	Upgrade

	2 points
	4 points
	6 points
	8 points
	3 points
	1 point for every $100

	· The team with the most amount of points (i.e. Britain) beats the Nazis.  The other teams are now servants of the winning team (i.e. British Royal Family).


	Theme:  50’s – Baby Boomers

	Teams:  Each team is part of a collective.  They are trying to make as many babies as possible.

	Team Cheesebabies
	Team Babymakers
	Team Rock Babies

	Judel


	$150 (cc)
	Natasha
	$300
	Kristina
	$150

	Michelle


	$500
	Andrew
	$1500 (cc,u)
	Paulo
	$500

	Rachel


	$150 (u)
	Romit
	$150
	Jessica
	$300

	Team total:  14 points
	Team total:  18 points
	Team total:  15 points

	Point System

	$150
	$300
	$500
	$1500+
	Credit Card
	Upgrade

	2 babies
	4 babies
	6 babies
	8 babies
	3 babies
	1 baby for every $100

	· The team with the most amount of babies (i.e. Team Babymakers), has saved the future economy of the U.S.A.  They therefore win, because they are the best citizens and patriots. 
Disclaimer:  TOP by no means endorses unprotected sex or mindless procreation.


More Examples

3. Theme of the shift: 20's - Flappers and Gangsters/Prohibition

· Each team is part of an underground gangster family.

· The goal is to sell the most amount of illegal alcohol to flappers.

· The team that sells the most alcohol becomes the Godfather/Capone of the Prohibition era.

4. Theme of the shift: 30's - FDR and the New Deal

· Each team is a group of Had-Been-Industry-Magnates-Turned-Into-Hobos

· The goal is to get as many gourmet food (i.e. spam) rations as possible.

· The team with the most amount of gourmet rations has reclaimed their status as an industry-magnate.

5. Theme of the shift: 60's - Make Love, Not War

· Each team is a group of hippies.

· The goal is to prevent the most amount of wars through peaceful, loving protests.

· The team with the most amount of prevented wars has created world peace and earns a group hug (plus monetary bonus).

6. Theme of the shift: 70's - Disco/Saturday Night Fever

· Each team is part of a dance team.

· The goal is to win the Grand-Slam-Bad-Hair-Cool-Music Dance Competition before disco dies.

· The team with the grooviest dance moves (i.e. the most amount of points) wins the dance competition and wins platform shoes and a day at the salon to get an afro.

7. Theme of the shift: 80's - Yuppie/Michael Jackson Era

· Each team is part of an investment bank/hostile takeover firm.

· The goal is to take over as many companies as possible

· The team that has wreaked the most havoc (i.e. bought the most companies), wins backstage passes to a Michael Jackson (before the alterations) concert.

8. Theme of the shift: 90's - Neon/Garage Night

· Each team is a wannabe Seattle grunge band.

· The goal is survive as many years as possible in the music industry without overdosing on drugs.

· The team that survives the most amount of years gets inducted into the MTV Rock Star Hall of Fame and invited to participate in The Real World.

Hawaiian Night

Theme: Hawaiian Night

Attire: traditional Hawaiian/floral patterned clothes, lays, grass skirts

Beverages & Food: pineapples, macadamia nuts, Hawaiian Soda, umbrella toothpicks, kona coffee, Hawaiian sweet bread, tropical salsa

Opening Activity: Hula lesson, Limbo

Theme/Bonus Game: Volcano Hopping or Island Hopping- have a map of a chain of volcanoes or islands. Each volcano or island is scheduled to erupt at different time during the shift or you can place the names of each in a bowl and draw one out every 20 minutes or so. The objective is to not be on the erupting volcano or island. You can only relocate when you get a pledge and credit cards or club levels get you immunity if you’re on an erupting volcano/island.  

Karaoke Night

	Objective:
	Although this theme night has an overall pledge rate, average gift, credit card, and upgrade focus, it can also be changed to focus on one or more particular statistic.  This theme can also be used to increase the energy level within the shift.


How to do it…

· Divide the calling staff into teams of three or more.

· Have a selection of music to choose from (i.e., TOP Soundtrack Selection).

· Prepare a container full of song selections.

· When a caller gets a CLUCC, he or she must choose a team member to pick a random song out of the container and sing the selection.

· Each song earns 50 points for the team.

· Each refusal subtracts 20 points from the team total.

· At the end of the shift, each team selects their best performer to choose and sing a new selection for the final round.

· All callers vote on the overall best performance.

· The best performer earns 30 bonus points for their team.

· The team with the most points wins monetary bonus at the discretion of the lead caller.

· Each caller must have a club level pledge to collect monetary bonus.

Example
	Team Cockleshell
	Team AERA
	Team Rock Star

	Judel


	$1500, cc

$300, u
	Natasha
	$150, cc
	Kristina
	$5000, cc

$150, u

	Michelle
	$150

$500
	Andrew
	$2500, cc

$150
	Paulo
	$500

$300, u

	Rachel
	$500, u

$300, cc
	Romit
	$500, cc

$500, u
	Jessica
	$150, cc

$300, u

	Scoreboard

	


400




- 40

Bonus points:  
25

Team total:

385  
	


400




- 20
Bonus points:  
0
Team total:  

380
	


400




- 60
Bonus points:  
0
Team total:  

320


Concert Night

Objective: During break, individual or teams callers would have to perform/sing as their musicians (depending on which individual/team raised the least/most)

Wardrobe: Callers come in as their favorite musician (or a team can come in as members of a band).
Food: backstage food: Twinkies, cupcakes, doughnuts, fruit, soda, water
Disneyland Night

Beverages & Food: Soda, Mickey shaped cookies and sandwiches, churros, ice cream

Opening Activity: Pick a card

Heart: answer a music question

Diamond: who’s who character question

Clover: scenery question

Spade: quote
Theme/Bonus Game: Every 15 minutes, a ride gets “technical difficulties.” If the ride you’re on is it, then you play the opening activity for a picture with a character to be e-mailed to you! It’ll be picked by drawing.  Two main focuses move you to a different ride.  The people who did the most win.
Saturday Morning Theme Night

Everyone used to wake up for Saturday morning cartoons.

Beverages and Food
· Cereal

· Milk

· Candy

· Juice

· Snacks in general

Opening Activity
There will be a poll taken as to what cartoon or show they enjoyed most as a child prior to the shift. The top 3 choices will be given a poll during the opening. Then, teams will compete for which one will be their team. One representative from each team will play connect four. Person with the best 2-game record will decide which team they want to be. In the event of a tie, the teams will play “black and white” and the person who loses in that game first will choose last. The final two teams will play rock paper scissors for the team.

Theme/Bonus Game

The teams will be trying to save the world. The villain will only be defeated if they hit their goals:

· Credit Cards (number expected divided by number of teams) 

· Total Dollars (total dollars expected divided by number of teams

· Gifts (total gifts expected divided by number of teams)

*Note: quota does not affect game goals, we will be using shift goals to determine game goals

Team who defeats their villain first wins the game. In the event that no team defeats their villain, the supervisors will pick the winner of the game. Credit cards as being the highest priority, then total dollars, and then number of gifts.

 Individual team games will be the theme of the show in which the team is named after.

IE: 
Hangman – words will be key terms from each show

Teenage Mutant Ninja Turtles – build a pizza, defeat a foot soldier


Mighty Morphin Power Rangers – defeat a putty, build the megazord

Dip Yo’ Art Night

Beverages & Food:  Luncheables, Veggie platters (carrots, cucumbers, broccoli, water crests), chips and salsa, dipping cheese, fries and ranch and ketchup, cookies and tubes of frosting, coke and juice.

Opening Activity:  Draw your neighbor as your first master piece or make paper barrets

Theme/Bonus Game:

Clothing:  Barrets, newspaper boy hats, aprons, anything artsy, anything colorful like plaid or polka dots.

Objective of game:  The teams must obtain the most master pieces.  Master pieces will be art work from the callers, such as a drawing or a paper airplane.  Whenever a caller gets a pledge, they get 30 seconds to create a master piece.  

Non-Club Level Pledge = 1 creation (20 sec)

$150-$300 = 1 creation (30 sec)

$301-$500 = 2 creations (40 min)

$600 = 2 creations (1 min)

$1500 + = 3 creations (1 min 30 sec)

Credit Card = steal a master piece from another team

Upgrades of $100 + = add 1 creation (20 sec)

Breakfast Theme Night

Beverages & Food:  Waffles (blueberry, chocolate chip, regular, syrup), different toppings to put on waffles:  ice cream, whip cream, cherry, graham cereal, peanut butter, berries, strawberries, sprinkles; pancakes ( blueberry, chocolate chip, regular, etc) and toppings as mentioned; orange juice, milk; toast; cereal; muffins; coffee.

Opening Activity:  Each team gets 3 minutes to plan out a commercial on some breakfast item (eggo waffles, cereal brand).  Each team gets 2 minutes to act out their commercial to the audience.  Trainers and supervisors vote on best commercial.  The winning team starts off with 5 points.

Theme/Bonus Game:  Board game…every pledge or credit card = a chance to play the game.  No two people can occupy the same space.  If this happens, the person with the highest card # gets to “punch” the person 2 spaces back.  No dice; just Ace-8 playing cards.  The farthest person wins the game.  Each player has their own character.  

Note:  If don’t dress up, no extra move 

If dress up, get an extra move at the end

TOPRetreat!
Where Am I at UCI?

I Can’t Sleep and I Can’t Shower.

I’m next to the Engineering Tower.

The labs are here, the building’s cool,

Built for UCI’s newest School.
This part of Earth is not near nor far,

Not top nor bottom, it’s a movie star.

A place for students, not hobbits or gnomes,

Many freshmen can call me their home.

A place filled with books made by great minds,

On the west coast, it’s the tallest of it’s kind.

For late nights of studying and trying to get wise,

This building’s shaped like the Starship Enterprise.

You can come here to eat, study, or kick back.

A center for students to come and relax.

If you create or perform or would like to start,

Cross this to bridge the gap between academics and arts.
Let’s get physical, it’s not hard at all.

Go to UCI’s largest lecture hall.

If you want to get social, there’s two kinds to explore.

Around this fountain, you’ll find what you’re looking for.

A busy place to eat where you’re never alone,

Along ring road, it’s a café called _________.

Two Nobel Prize winners on campus, both in the same year,

If you want to stand between them, I suggest you stand here.

Only cool people work here, making bucks for UCI.

If we were Greek letters, we’d be Tau Omega Pi.

Extra

Dress the Mummy

Set up teams with 2-4 players on each team. One person on each team will be the mummy and each team will be given 2 rolls of toilet paper. They will have 5 minutes to complete the game. The team players are to circle around the mummy and pass the toilet paper to each other while wrapping the mummy in it. The leader of the group will be the judge and decide which team has created the best mummy design.
© 2003 University of California, Irvine Telephone Outreach Program
Edited By: Yao Xu June 2006

