
Distance Learning Games and 
Community Building Activities 

101 and Out 20 Questions 

5 Second Rule Alphabet Fitness 

Instructions:  
Students draw up an empty 2x6 grid table for 
recording. Explain that the two columns are 
for showing TENS and ONES. 
 
Whole Class Game:  
The teacher rolls the dice, e.g 3. 
Students write the digit into one of the cells of 
the top row of the grid. 
The dice is rolled a second time and students 
add this digit into one of the cells of the sec-
ond row. 
Continues until six rolls have been made and 
students have one digit in each row. 
Players now add a zero place holder in each of 
the empty ONES cells. 
 
Players add the 2-digit numbers The player 
whose total score is nearest to 100 without go-
ing over 100 wins the game. (Scores of 101 and 
more are OUT.)  

Instructions:  
Think of an object. Students must ask ONLY yes or no 
questions to guess the object. Do not entertain guesses 
until all 20 questions have been asked. 
 
Modification:  
Instead of an object, think of a number, and have the 
students guess the number. 

Instructions: 
Choose a category. In only five seconds, have someone say 
or write three things from that category. 
 
Modifications:  
Change the amount of seconds or the amount of things to 
guess at your discretion. 
 
Example:  
“Name Three Insects” - “Butterfly, Ant, Ladybug” 
“Name Three Colors” - “Red, Blue, Yellow” 

Instructions:  
Click on the following link below. On the interface, stu-
dents click on the letters, spelling their name or a vocabu-
lary word. Have the students complete 5 of the exercises 
they see of each letter. 

https://bit.ly/3ibmTMV
https://bit.ly/3jjl41O


2 

2 

Alphabet Naming 
Game 

Blind Contour  
Drawing 

BUZZ! Color Scavenger Hunt 

Instructions:  
Arrange students in a particular order. First student 
names an object starting with the letter A. The next stu-
dent in order names an object starting with the letter B, 
and so on. 
 
Modifications: 
Pick a certain theme to the objects. 

Instructions:  
Choose an object. In one minute, students must draw 
that object or person without looking at their paper or 
picking up your pencil. 

Instructions:  
Pick a number (e.g. 7). Students take turns counting up 
from 1. When someone’s turn lands on a number with a 
7 or a multiple of 7, they say BUZZ instead of the num-
ber.  See how high the group can count without acci-
dentally saying the number/ multiple of the number. 

Instructions: 
Spin the Color Wheel using the link below. Everyone goes 
to find an object of that specific color.  
 
Modifications: 
For extra challenge, have students get (or think of)  AS 
MANY objects as they can of the specific color.  
 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/2EIPf3s
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Count to 10/20 Counting 

Detective 

Instructions:  
Have all students mute themselves. The goal is to count 
to 10 or 20 by different students unmuting themselves, 
one at a time, without calling out the number at the 
same time as someone else. Start over until only one 
student calls each number. 

Instructions:  
Take turns counting backwards from 100. Choose differ-
ent counting steps each round. 
 
Examples: 
Count Backwards by 3s. 
Count Backwards by 1/2s. 

Instructions: 
Choose one student to be the “detective.” The detective 
closes their eyes or goes into a breakout room. 
 
Choose another student to be “it.” “It” chooses a discreet 
action (i.e patting their head, cross their arms, etc.) and 
the rest of the classroom must copy “it.” 
 
The goal of the game is for the “detective” to discover who 
is “it.” 

Digit Place 
Instructions:  
“The game begins with one player selecting a secret 
number, which their partner then tries to guess. After 
each guess, the player with the secret number reveals 
whether the number guessed shares a digit with the 
secret number. If it does, the player also reveals wheth-
er the place value is correct. Play continues until the 
number is guessed correctly. “ (Peterson, 2017) 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/3iuX5vB
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Double Check Draw on Top 

Estimate, Explain,  
Measure 

Instructions:  
Look for all differences between the two images! 

Instructions: 
Choose an animal, object,  etc. for the class to draw to-
gether. Using a paper against a flat, mobile surface (i.e. 
clipboard, light book) on top of their heads, students must 
draw the object on top of their heads without looking. 
 
Modifications: 
Use non-coated paper plates or cardstock instead of paper 
and mobile surface. Create a countdown for added fun! 
 

Instructions: 
Help develop student number sense with estimation. Ask 
questions that require mathematical reasoning of estima-
tion. Have students explain why they formulate their an-
swer. 
 
Examples: 
About how many steps across the room you’re in? 
About how many sea lions would cover the floor? 
How many beans can fit in the outline of your hand? 

Find Your School on 
Earth 

Instructions: 
Explore your neighborhood and school on Google Earth! 
Tip: Make sure to utilize the resources and information 
embedded in the program. 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/30x5OHh
https://www.google.com/earth/
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Freeze Dance Google Slides  
Jeopardy 

Guess My Number 

Instructions: 
Create a Jeopardy game using Google Slides! 

Instructions: 
Put on music. Have your students dance when the music 
plays. When the music pauses, the students must freeze in 
place.  
 

Instructions: 
Choose a number for students to guess. Give your stu-
dents a range or hint to the number. Students can guess 
and let them know whether your secret number is higher 
or lower. 

Guess My Object 
Instructions: 
Choose a household object. Try to utilize math vocabulary 
to give hints to what the object is. 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/2SmzD9d
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Guess That Object Guess The Animal 

Guess That Sound 
Instructions: 
Play the following video below and have your students 
guess what sound it is (answers are included in the video.) 

Instructions: 
Show part of an object on the webcam. Have students try 
to guess the object. Give hints such as sound or where the 
item would be located. 

Instructions: 
Collect images of different animals. Create a copy of each 
image, then crop and zoom in part of the image. Have your 
students guess the animal based on the cropped and 
zoomed in image. 

Hidden Pictures 
Instructions: 
Click on the link below for some Highlights Kids Hidden 
Pictures activities. Students must find hidden objects in 
the big picture. 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/33rW6rv
https://bit.ly/34lzaK2
https://bit.ly/3jGh23G
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I Spy: Zoom Edition 
Instructions: 
Choose a visible, nonobvious object in the zoom meeting 
camera. Have your students figure out the location of the 
object on the zoom meeting. 
 
Modification: 
Find a picture that has a collection of objects. Share your 
screen and have students find certain  
 

Interactive Spelling 
Bee 

Joyful Conversation 
Starters 

Instructions:  
Bring the spelling bee contest to the online classroom! 
 
Modifications: 
Grade levels 1-12 are available.  

Instructions:  
Use these question starters to create conversation with 
your students. 

Learn About The World 
Instructions:  
Click on the link below for a website dedicated to kid-
friendly curious content! 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/2Srdtmb
https://bit.ly/2Gtd3cq
https://thekidshouldseethis.com/
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Look Out Someone’s 
Window 
Instructions: 
Enjoy windows around the world with recorded footage of 
people’s window views! 

Make a Class 
Playlist 

Instructions:  
Decide on 10 songs that represent your classroom com-
munity, who you are, where you are, how you feel, etc.  

Mystery Bag 
Instructions:  
Put a mystery item in a bag. Give clues to your students 
and allow them to guess. 

Pet Party 
Instructions: 
Students introduce their pet(s) or stuffed animals to the 
class. Have a dance party with their pets or (stuffed ani-
mals)! 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://window-swap.com/window
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Pictionary 
Instructions:  
Pick objects for students to draw. Have students take 
turns drawing an object without talking. Have other 
students guess the object.  
 

Pig 
Instructions:  
The goal is to be the first player to reach 100. On your 
turn, roll the dice and determine the sum. You can either 
stop and record that sum or continue rolling and add the 
new sums together. 
Roll the pair of dice as many times as you choose. Again, 
when you decide to stop, record the current total for your 
score (and add it to your previous score). 
But beware! If you roll a 1 on exactly one die, your turn 
ends and 0 is your recorded score for that turn. And, if 
you roll double 1’s, your turn ends and your entire score 
is set back to 0. 

Put in Order 
Instructions:  
Pick 3 (or more) numbers. Have students order them 
from smallest to largest. 

Race to 20 
Instructions: 
Have your students take turns counting up 1 or 2 numbers, 
whoever says 20 wins.  

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/3jxskr1
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Recreate a Work of Art 
Instructions:  
Look up famous pieces of art. Have your students try to 
recreate them physically with objects around the house! 
Click on the source below for examples. 

Scattergories 
Instructions:  
Choose a letter from the alphabet. Students must answer 
the category prompts with answers with the chosen let-
ter only! Only words starting with that letter are allowed. 
Click on the link below for examples. 

Scavenger Hunt 
Instructions:  
Using mathematical vocabulary, have students find ob-
jects around the room. Use descriptors such as “Parallel 
lines, square, cylinder, etc.” 

Secret Word 
Instructions: 
Put one student back into the waiting room of the video 
meeting. Tell the class a secret word, and then bring the 
student back. Classmates give clues to help the student 
guess the word.  

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/3jxejd3
https://bit.ly/3nctUkx
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Shadow Drawings 
Instructions:  
Go outside in the late afternoon and look for interesting 
shadows. They may be on the ground or on a wall or 
fence, so look all around. Choose your favorite shadow 
and trace it onto a piece of paper. Trace more than one 
if you’d like!  

Simon Says 
Instructions:  
Have your students take turns being Simon and calling 
out commands! 

Shadow Drawings V2 
Instructions:  
1. Choose a time to do this experiment. Do this in early 
morning or late afternoon. 
2. Put on sunscreen and wear sunglasses. 
3. Place the toys on the paper. 
4. Using the marker, trace the outline of the shadows on 
the paper.  
 
Discussion: 
Do the shadow stay the same? How do they change with 
time? 
Are the shadows larger, the same size or smaller than the 
toys? 
When you rotate the toys, what happens to the shadows? 

This Might be Art 
10 Fun Art Activities: 
1. Close your eyes and draw a self-portrait without open-

ing them. 
2. Write a poem in praise of the toilet roll. 
3. Design “a monument to the key worker.” 
4. Your house/apartment is a space station. Go on a jour-

ney.  
5. Make a cartoon strip of a dream you have had. 
6. Draw or make a model of what’s going on inside your 

brain. 
7. Join two things together to make a new thing! 
8. Spell your name out with objects. 
9. Write a diary as if you were an animal. 
10. Put on an art exhibition in your room. 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/36ARotA
https://bit.ly/3jxhzoN
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This or That 
Instructions:  
Take a classroom poll or have a discussion with these 
prompts. 

Ways to Make 10 
Instructions: 
Using any operation, figure out many different ways to 
make 10 (or another target number). 
 

Tongue Twisters 
Instructions:  
Practice pronunciation skills with these English tongue 
twister prompts. Draw pictures to illustrate. 

What Comes Next?  
Why? 

Instructions:  
Prepare a pattern. Have your students figure out what 
comes next in the pattern and explain how they know. 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/36qax1o
https://bit.ly/3itZ2Z1
https://bit.ly/30yPm9C
https://bit.ly/3lgPZMK
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What’s Wrong with 
This Picture? 

Which Doesn’t Belong?  

Word Chains 

Instructions:  
Figure out the silly things wrong with the picture. 

Instructions:  
Choose 4 numbers or things. Ask your students which 
doesn’t belong and why. There are no wrong answers as 
long as they can justify their answer. 

Instructions: 
Start with any word. The next person needs to say a word 
that starts with the last letter of your word. Keep taking 
turns starting a word with the last letter of the previous 
word.  

Would You Rather?: 
Camera On/Off 

Instructions:  
Students play “Would You Rather?” Students answer 
yes by turning ON their camera and no by turning OFF 
their camera. 

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/3jrINNv
http://wodb.ca/
https://bit.ly/34n1ifG
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Would You Rather?: 
Conversation Starters 

Would You Rather?: 
Math Edition 

Zoomed In 

Instructions:  
Start off the conversation with these “Would You Ra-
ther?” questions. 

Instructions:  
Ask your students these math-based “Would You Ra-
ther?” prompts, allowing them to build number sense. 
 
Modifications: 
Grades K-12 are available. 

Instructions: 
Similar to “Guess that Animal,” Have your students guess 
the object based on the cropped and zoomed in image. 
Click on the link below for an example activity. 

For more fun,  
interactive,  

ready-to-go  
activities visit:  

tlcollabresources.weebly.com  

https://palprogram.ucsd.edu/
https://tlcollab.org/
https://bit.ly/33th3T0
https://bit.ly/2Srw9lN
https://bit.ly/3izX2yq
https://urldefense.com/v3/__http:/tlcollabresources.weebly.com__;!!Mih3wA!SoN2_cVWvaLFdDyFOd8F95XGv2as9XLroQHvvFIaLRfzKJqXUbYeTeyu9E2VMEI$

