 BIBLE LESSON | Sc ro I I
J REVIEW GAMES &
THE Mega—Llst of AMAZING Bible Lesson .
Review Games for 3rd and 4rth Graders! Down to Preview

some of the
Games!

19 AMAZING
BIBLE LESSON REVIEW GAMES
Your 3rd and 4rth Graders will Beg to Play!

Save tons of time AND
help your kids have a
blast with these lesson
review games.
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You Will Get:

19 AMAZING Bible L Revi G ATTACK THE
chosen specifilcalely ;Srs?c:rnd aer::lerr,thames CASTI.E GAME

Graders i
' Castle A '
Amcn IHE CASTLE LESSON REVIEW GAME [

aaaaaaaaaaa

l Castle B

Every game comes with complete
printable instructions and any printable
cards or pages that are needed to play.

nu:.cp.s

Set Up:

Directions:

W]
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Each game can be played with ANY
Bible lesson that you are teaching -

simply add your own review questions. /&—
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IINSTANT GAME?

Short on Time? Try #11 - Race the Clock,
#16 Trash Can Basketball, or
#18 Train Chair Challenge

. ?mmmmmmmmmm% """ iiniiinidiini
=
% E 11. RACE THE CLOCK GAME E = :
Materials Needed: 4 your Bible Lesson
« Alist of 20 questions (or more) that pertain to your lesson with oE DI KL
word answers Ban or large basket or bucket

* A stop waich or timer (lots of phones have this!)
+ Dry erase or chalkboard and marker or chalk

ilom piece of paper) to mark “throw” line

18. TRAIN CHAIR CHALLENGE

Materials Needed:
- List of Review Questions from your Bible Lesson
= A chair for each student

Directions:

« Instruct your students that this is a “shout out the answer” type
be looking for raised hands. This is  cooperative game - the W
against the clock

« Select one student to say “Go” and to start the stop waich. Wit
"gor. you start reading the questions. After each question, wail
class 10 shout out the correct answer.

« As 500n as you hear the correct answer, repeat that answer (st
the correct answer), then read the next question

+ Continue until all of your questions have been answered. As 59
answer, call out “Stop!”

« Have the student with the timer siop the timer, then tell the clag
through the list of questions. Wrie the time on the chalk or dry.

« Now, you are going o try it again with the same questions and
get through the questions. See if your class can beat their first |
it? Play this game several times 10 see how fast they can get.

locatian. Step away from the trash and try thry
When you are at a good distance to make it
fore a "basket”, place a piece of masking tape,

setUp:
+ Amange two rows of chairs, each chair facing forward (Ike a wain), one chair for each
student.

br more teams. Line the students up by tea
the team facing the basket and the ot

or her

By answer it correctly. the front persog

by throwing the bail ino the b

P, they head 1o the back of the line.
Continue altermating questions between teams.

Ins are finished, then tally the scores to find out which team

E To Play:

« Divide the students into two teams. Have one team sit in one row of chairs and the other
team st in the ather row of chairs. Let the kids know that they need 1o be listening for a
particular phrase. Whenever they hear this phrase, the first person to say “Train Chair
Challenge” wil get an extra point for theis team. (You could use a funny phrase, a short part
of a verse the class is memorizing, or a point you want them to remember.)

- In this challenge, only the two people sitting in the front chairs may answer a question. Ask
the question, then say "go,” The firs of the two fron! students o stand up may answer the
question. He or she then gets one point for his or her team for the correct answer. If the
student stands but is unable to answer the question, the oier student gets a chance 1o
answer correctly and get the point, If neither can answer correctly, no points are given.

+ Once the question is answered, both students from the front chairs o to the back chairs
and all students move up one chair.

+ Ask the next question to the new students in the front seats and continue playing the game.

+ As you ask the questions, occasionally say, “Remember, (insert your phrase) * First person

10 yell “Train Chair Challenge" gets an additional point for their team

in each team throw one time instead of having one student
Ip 10 make sure that everyone gets a chance (0 participate.
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Print & prep these games to use over and

over again: #1 Stinky Pigs, #2 Island, Ocean,
Shore, #4 Attack the Castle, #14 Rainforest
Connect 4

i

T ) I ) S ) ) ) - -

L

2. ISLAND, OCEAN, SHORE

Materials Needed:
« Alist of questions that pertain to your lesson, including easier “indnidual® questions
and several harder “lifesaver” questions that will be answered by the team.
* Masking tape
« Two copies each of the Island, Ocean, Shore printables
Set Up:
* Use the masking tape (0 mark off a large area of the classroom in the grid patiem
below. Use the printable pages 1o label the grid patern as shown. Make your grid
large enough that students can stand / sit in the different squares.

Ocean Shore
Shore

« Divide your students into two teams, Have each team stand on one side of the long
masking tape ine, in the "Island” square

« Ask the first tleam a question. Ask students 1o raise their hands if they know the
answer. Call on one student. That student walks out into the "ocean” and answers
the question. If they get the answer correct, they get to “swin” 1o the shore - and are
safe! If they get the answer wrang, they wil “sink” - by sitting down in the ccean.

« Ask the second team a question. Continue alternating questions.

« Ifateam has a persan in the ocean, they can request a harder “Hfesaver” question.
They get to answer this question as a team. If they answer correctly, they get o
“save" a person who is sinking in the ocean and bring them salely to the shore.

« Continue playing untl one team has landed everyone on shore or your questions run
out

-y

. &g

TEAM1 TEAM2
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Suggestion:
« Print the colored pages and laminate o that you can use this game over and over.
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Kids Got the Wiggles? Try #3 - Balloon
Volleyball, #6 Hands & Feet Hopscotch,
or #19 Hula Hoop Home Run

% - 3

3 -

El [epol TopOT TepRoT TepsOT TepsoT Tepiol Tepsol Tep Ol Ju|
+# 6 HANDS AND FEET HOPSCOTCH REVIEW GAME

3. BALLOON VOLLEYBALL

s Needed: ® i (o
st of questions pertaining to your lesscn
couple of balloons (you will use one ballaon, but may need a bac
isking tape
char for each student
an, unused fly swatters (opiional)

% - 9% -

19. HULA HOOP HOME RUN

Materials Needed:

+ 6 Hula Hoops

+ List of Challenging Review Questions from your Bible Lesson (For example, “Name 8 of
Jesus' Disciples” of "Say today's memaory verse” rather than "Was Peter a disciple™)

+ 2 Pieces of Masking Tape, String, or 2 Random Pieces of Paper for two “Start” lines

a large rectangle on the floor with masking tape, big enough |
their chairs inside the rectangle, about three feet apart. This

king tape to divide the rectangle in hall. This is §
fourteen students, you may want to have mu
more than one “courr’,

Set Up:

« Create a Hula Hoop course by placing the hula hoops in a meandering line. Stagger them so
that kids can jump from hula hoop to hula hoop.

« Place a "Start" Iine a the beginning of the hula hoop course.

1o two teams and have each team move the
of the line, Chairs should be spaced fairly &
ball game.

will "serve” the balloan o the other it

can hit it up to three umes, and mut

allowing the ballocn to touch the floor ¢

original team then tries 1o get the balloon back onto the opposing te
continues until the balloon hits the floor or goes out of bounds.

+ Here's the #1 rule - All four feet of the chair must stay on the floor ¢

To Play:

+ Divide the students into two ieams. Have “Team 2* stand in a line at the start line, with the
first person facing the hula hoops. You will ask “Team 1° a question, then say “Go”. “Team 1
will try 1o answer the question as quickly as possible. Meanwhile, “Team 2° will jump from
Hula Hoop to Hula Hoop trying 1o get as many people through the Hula Hoop course as
possible.

~ The Hula Hoops are like bases in baseball. Only one person can be in a single Hula Hoop at
atime. As s00n as the first person has jumped out of the first Hula Hoop, the second person

b ih e

ra ghter b
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e chair was enough), but if you find

. end must stay down in the seat. Otherwise, the players can use the may jump into the first Hula Hoop.

. reach to get the balloon, etc. - as long as they are still in their seat, «+ As saon as “Team 1" correctly answers the queston, the teacher calls “stop”. “Team 2° will ove

L + Whichever team allowed the balioon to touch the floor or hit the bal get one paint for every person who crossed the finish line before the teacher called “stop” Jrony rows they completed g -
. St Hhen Aaewer & i6860n review QuEsSon. Once e quesstion le + The next question is given to “Team 2" and “Team 1 wil try 1o get pecple through the course froer of pont @
. rasumed before “Team 2" coffectly answers the question. |

4 Be n co the same. Continue —t
®  \oiations: Variations: To make the game more challenging, alternaie the way all kids jump through the s s @ @
: + It you have clean fly swatiers, have your students use the fly swattt )  "'J/8 100PS — one foot at a time alternating feet. or “bunnry hopping" with both feet at once, etc Be cestion, they can croose

' back and forth,

@ -+ Some teachers find this game works better i there is complete sl um

4 active stlidents could NOT have m |
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Game suggestions will help you get

started immediately.




Classroom Activities
Bible Club Games

Children's Church Programs



Still not sure if the 19 Bible Lesson
Review Games are perfect for your
kids? Print a preview copy of some of
the games and see for yourself!

Download, then print the pages
below.
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Print a Preview Copy for FREE!

19 BIBLE LESSON
L J REVIEW GAMES

THE Mega-List of AMAZING Bible Lesson
Review Games for 3rd and 4rth Graders!

T

7. “CATEGORIES"

HANDS AND FEET HOPSCOTCH
[P DT IO DI AT ST

8. BEAN BAG ARCADE GAME

> I

19 AMAZING
s | BIBLE LESSON REVIEW GAMES
Your 3rd and 4rth Graders will Beg to Play!
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- ISLAND, OCEAN, SHORE LESSON REVIEW GAME

Materials Needed:

A list of questions that pertain to your lesson, including lots of easier "individual" questions
and a few harder "lifesaver" questions that will be answered by the team.

Masking tape

Two copies of the Island, Ocean, Shore printables (You can choose to print in full color or
black and white outline.)

Set Up:

» Use the masking tape to mark off a large area of the classroom in the grid pattern below. Use

Directions:

the printable pages to label the grid pattern as shown.

TEAM |

Divide your students into two teams. Have each team stand on one side of the long masking
tape line, in the "Island" area.

Ask the first team a question. Ask students to raise their hands if they know the answer. Call
on one student. That student walks out into the "ocean" and answers the question. If they get
the answer correct, they get to "swim" to the shore - and are safe! If they get the answer
wrong, they will "sink" - by sitting down in the ocean.

Ask the second team a question. Continue alternating questions.

If a team has a person in the ocean, BEFORE the teacher asks them an "individual”
question, they can request a harder "lifesaver" question. They get to answer this question as
a team. If they answer correctly, they get to "save" one person who is sinking in the ocean
and bring them safely to the shore. No one moves from the island on this turn.

Continue playing until one team has landed everyone on shore or your questions run out.
The team with the most people on shore wins.

Suggestion:

Print the colored pages and laminate so that you can use this game over and over.
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L. ATTACK THE CASTLE GAME

Materials Needed:

« Alist of 15 questions that pertain to your lesson (more if you have more than 2 teams)
« Two copies of the castle pieces below, one for each team (plus additional copies if you
will have more than two teams) There are two castles to choose from, each with 7
pieces.

« Tape

Set Up:

« Cut the castle pieces apart and keep them in separate bags (one castle per bag).
Directions:

« Divide your class into two or more teams.

« Give each team a bag with the castle pieces in it and some tape. Have each team
"build" their castles by taping the pieces to the dry erase or chalkboard.

Ask the first team a question. If they answer correctly, they get to remove a piece of
their opponents' castle.

« Ask the second team a question. If they answer correctly, they get to attack the first
team's castle.

Last castle standing (any part left up) wins.

Suggestion: This is another game that is great to print, cut, and laminate for future use.

TEAM B
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# 6 HANDS AND FEET HOPSCOICH REVIEW GAME
FINISHI

. . . . . . . . . .
. . . . . . . . . .
D ' . ’ . . ‘ ' . : . . ‘ ’ . : . ' ‘ ’ .
. 0 . . . . . . . .
. . . . . . . . . .

Print the Hands and Feet Template pages. Securely tape them to the
floor in three rows, as shown in the image to the right. Each page also
includes small numbers (for example, 2-1) which means that page
should be placed in row 2, column 1. As you place the pages, make
sure that they are spaced out so that kids can comfortably jump from
page to page as in "hopscotch”. Also make sure that the pages are
not slippery and will not slide under the children as they jump on
them. Some floors are more slippery than others and may require
additional tape on each page.

Divide your class into two or more teams. Ask team 1 a question. The
student who raises their hand and answers correctly gets to jump the
hopscotch course.

Have the student start at one end, stepping onto the feet pages with
their feet and touching the hand page with their hand. They will then
jump to the next row, touching the "foot" pages, like in hopscotch.
They will also need to touch the hand pages with their hands - one
foot per each foot page, one hand per each hand page. They need to
touch all three pages in that row with the correct hand or foot before
jumping to the next row.

It's perfectly fine for a student to jump with their feet first, then bend
over to touch the hand paper, then straighten back up to jump to the
next row.

If a student touches a foot page with their hand, uses the wrong
hand or foot, or falls over, their turn is over. (Slightly stepping over
the page edge is allowed.) Count how many rows they completed
correctly and give their team that number of points.

Ask a question of team 2 and have them do the same. Continue
asking questions, alternating between the two teams.

If one student answers more than one question, they can choose
someone on their team to jump the course for them so that
everyone gets a chance to jump. If a student doesn't want to jump,
they can choose a team mate to jump in their place.

Have the students on each team cheer on the student who is
jumping!

START:

©202W Kids Bible Teacher.com | Graphics by Edu-Clips.com
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