
 

Nationwide 26 Below Games 

 Human Rock-Paper-Scissors (instructions included) 

 Human Timeline (instructions included) 

 Get-to-Know-You-Bingo (BINGO sheets and instructions included) 

 Missionary BINGO (BINGO sheets and instructions included) 

 Telephone Pictionary (instructions, pens, and paper included) 

 Psycho Dodgeball (dodgeball and whistle included) 

Other items included in the 26 Below Box 

 Week of Prayer decal stickers 

 CMML Pens  

 Missionary Prayer Handbook  

 Missions magazine  

 Magazine subscription cards  

 CMML brochures  

 CMML postcards  

 Missions Pathway booklet 

 MOP brochure 

 CMML Magnets 

 Chip Clips 

 Resource List  



 

ICE-BREAKER GAMES 
Here are some options and ideas to get people connected throughout the day! 

ROCK-PAPER-SCISSORS RULES 

1. Everyone pairs up. 

2. Play a traditional game of ROCK-PAPER-SCISSORS. 

3. ROCK beats SCISSORS, PAPER beats ROCK, SCISSORS beats PAPER. 

4. The loser must join the team of winner and cheer them on as they face their next opponent. 

5. Continue to play until there are only two players left with their teams cheering for their champion. 

6. The winner of the final battle gets an exclusive CMML Chip-Clip  

HUMAN TIMELINE RULES 

1. Make a single file line, or circle depending on the room, by ordering yourselves by your birthdate: 

Month, Day, Year.  

2. When finished, introduce yourselves by your name and birthdate. 

GET-TO-KNOW-YOU BINGO RULES 

1. Everyone should receive a GTK BINGO Card. 

2. You must ask a different person every question. If your group is small, allow for the least amount of 

repeats possible. 

3. The first person to fill their card and shout BINGO wins an exclusive CMML Chip Clip!  

MISSIONARY BINGO RULES 

1. Everyone should receive a MISSIONARY BINGO card and have access to a MISSIONARY PRAYER 

HANDBOOK (MPH) and the CMML100 Missions magazine (MM). We recommend that larger groups 

scatter them around the room as only 10 are provided per box. 

2. Find the names or images on the card and mark them off by listing the book and page number they are 

found on. (ex. MM 5 or MPH 46) 

3. The first person to fill a line and shout BINGO wins an exclusive CMML Chip Clip!   

 



 

 

TELEPHONE PICTIONARY RULES 

SETTING UP 

1. Everyone should receive a stack of blank paper square scraps and a CMML Pen.  

2. Enough paper and pens should be included in your 26 Below Box for the number of  

people you registered.  

3. Count the number of people playing the game and make sure each person has that  

number of paper sheets.  

4. Each player should write their name in small print on their stack. 

HOW TO PLAY 

1. Every player should write a random sentence/phrase on the top paper in their stack.  

This could be a song lyric, a memorable line from a movie, a slogan you really like,  

a description of something, or anything else random that can be drawn. 

2. Once everyone has completed their sentence, they should pass their paper stack to  

the player on their left.  

3. After reading the sentence, place that paper at the bottom of the stack 

4. Every player must draw a picture of the sentence they see on the next paper in the stack. 

5. When everyone is done drawing their pictures, pass the stack to the next player.  

The picture you drew should be on top of the stack and the sentence should be at the  

bottom of the stack.  

6. From the drawing, all players should write down what they think the original sentence was and 

then place the picture at the bottom of the stack. When finished, again pass the paper stack to 

the player on your left.   

7. Players should draw a picture based on this sentence on the next blank piece of paper and 

place the sentence on the bottom of the stack. 

8. Repeat these steps until each paper stack reaches its original player.  

NOTE: You should be out of blank paper in the stack by then.  

9. When each player gets their paper stack back, they can read through the stack to reveal  

a short, funny, illustrated story. You can then share your stories with each other and  

have a great laugh together as you read through them. 



 
PSYCHO DODGEBALL RULES 

A dodgeball and whistle has been included in your 26 Below Box. 

GOAL: This is “every-person-for-themselves” dodgeball. There are no teams. Your goal is to be the last 

person standing. The winner receives an exclusive CMML Chip Clip.   

GETTING “OUT” 

1. If you get hit with the ball you are “out” and must sit down on the ground.  However, you can 

re-enter the game. 

2. If someone catches a ball you throw, you are also “out.” 

3. When throwing the dodgeball, you may not take more than THREE steps. If you do, you are 

“out.” 

4. If a ball bounces off of a wall or ceiling it is still considered live and can be caught. If caught, the 

person throwing it is “out.” If it hits you and falls to the floor, you are “out.” 

5. No hitting in the head. If you do you are “out,” not the person you hit! 

6. If you are hit by the ball and someone else catches it before it falls to the ground, they have 

saved you and the person who threw the ball is “out.” However, if that person drops the ball, 

both of you are “out.” 

RE-ENTERING THE GAME 

1. If you catch a ball in the air while you are sitting “out” you can re-enter the game. If you catch 

the ball after it touches the ground, it does not count. 

2. Those sitting “out” may also take the ball and try to hit someone who is “in.” If they succeed in 

hitting someone “in”, the person hit is “out” and must sit down. The sitting “out” person who 

hit them is now “in” and may stand up and play. 

3. For the first 30 minutes of the game, those who are sitting “out” can form “daisy chains” by 

passing the ball one to another; if the final person in the chain is able to hit a person who is 

“in,” the whole “daisy chain” re-enters the game and the person they hit is “out.” If the ball hits 

the ground, the “daisy chain” is broken and must restart. After 30 minutes, “daisy chains” can 

no longer be used. 

REFEREE NEEDED: It is recommended that one youth leader be designated as the referee (using the 

included whistle) to make judgement calls and keep order.  


