
Table Leader Instruction Sheet 
At some time during the meal, pick up your bag from the stage.  All bags 
have table numbers on them.  Try not to look in the bag and make sure no 
one else looks in the bag either.  The Icebreaker skits will begin.  Hand 
out booklets that can be found in your bag (one per family). 

 

 
 
 
 
 
 
 

 

Instructions for Setting up Headband Game 
Your mission is that the players, including yourself, do not see 
the word on their headband.  Place a headband on your head 
without you seeing the word.  Once your band is on, go around the 
table and place a headband on everyone’s head.  Look for the 
headbands with the easiest words for the children.  Everyone 
should remain seated. 

 
Instructions for Playing Headband Game 

1. The first guesser begins by asking all the other players as 
many questions as possible in order to gain information about 
the word on his/her headband. 

2. During the round, the guesser may try to guess the word on the 
card at any time and as many times as he/she wishes.  It is 
possible that players may not always agree on the answer and 
may call out different answers.  Players should not mislead the 
guesser intentionally. 

3. When the guesser correctly guesses his/her word, the play moves 
to the next person. 

4. If the guesser does not correctly identify the word within a 
reasonable amount of time, the other players may give clues to 
help the guesser. 

 

Sample Questions 
1. Person, place or thing? 
2. Is it related to church or mission (the gospel reading)? 
3. Is it bigger than a bread box? 
4. Can you touch it? Smell it? Hear it?  
5. Can you eat or drink it? 

Instructions for Concentration Game 
 
1. When it is time, take cards out of Ziploc bag that is stapled 

to the inside bag. Arrange them face down on table (7 rows 
across, 4 rows down). 

2. Beginning with the youngest person at the table, each player 
gets a turn to flip two cards over. If they are not a match, 
player flips them back over and the next player gets a turn. 
However, if the two cards do match, player gets another turn to 
flip two more cards over.  

3. The player with the most matches wins. 
4. Table groups discuss the reflection questions. 
 

Shuffle cards and put back in Ziploc bag. 


