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Nope
AGES:
Mid elementary +

GOAL:
To encourage creative out-of-the-box thinking.

MATERIALS/SUPPLIES:
None.

METAPHOR/STORY:
Secrets can be fun, or they can be damaging.

DESCRIPTION:
Two players, A and B, know the secret of this game.  Player A leaves the room while the group selects an object in the room.  When A returns, B points to an object that was not selected, asking “Is this it?”  Player A replies, “Nope.”  Player B continues to point to the wrong object until the reply is “No” instead of “Nope.”  This is the signal that the right object should be pointed out next.  Accordingly, B points to it, asking the same question.  Player A says, “Yes.”

Variation: Reverse the use of “nope” and “no.”  Use “no way” and “not a chance.”  This will baffle any players who think they have guessed the system.

PROCESSING CONSIDERATIONS:
Who really had to think and stretch on this one?  Discuss secret-keeping and cliques, as well as gossiping.  Ho do people left out of the secret feel? 

Adapted from:  Games for Girl Scouts 2nd Edition by Joan McEniry.







