Suggested Activities for Future Events

The activities suggested below were designed to engage dads (or male role models) and their children in a fun and creative way. Each activity incorporates the Hero/Everyday Hero theme and can be completed indoors or outdoors. The table provides a description of the activity, if it is an indoor or outdoor activity, instructions to complete the activity (may be modified as needed), items needed and a suggested timeframe for each station. Note that at least one or more individuals are needed to facilitate activities at each station. Don’t forget prizes! Offering prizes (i.e. stickers, books, fun pencils, etc.) is a great way to reward teams for their effort.
	Activity
	Indoor/Outdoor Activity
	Instructions
	Items Needed
	Suggested Timeframe

	Flash Speed Race – At this station, dad and child will test their math skills and speed as they race to complete the challenge in less than five minutes. 
	Outdoor
	Dad and child will each race to a 20-yard marker (cone) and solve a grade-level appropriate word problem. Once they solve the problem, they must both dash back to the starting line and beat the five-minute countdown.
	· At least 20 yards of open space

· Cones

· Stock of grade-level appropriate word problems

· Stopwatch
	3 – 5 minutes

	Joker’s Wild – At this station dad and child will test their addition, subtraction and multiplication skills in hopes of selecting the Joker as a wild card.
	Indoor
	Separate a deck of cards by color (red and black) and ensure that each deck has a Joker (wild card). Give each team (dad and child) a stack of either red or black cards to place face down on the table. If a team has red cards, then they will subtract card values (for this game, subtract the smaller value from the larger, e.g. 5 - 2 = 3). If they have black cards, then they add card values. With either a red or black card, they may choose to multiply card values. Each player will draw a card, place it face-up on the table and then take turns in providing the correct answer. If a Joker is selected, then the player may select a number from 1-12 in place of a card value.
	· Deck of cards
· Table
	10 – 15 minutes

	Make a Mask with Dad – At this station, both dad and child can be given creative license to design a mask that relates to their identity.
	Indoor
	Using a template (can be found online), trace and then cut out felt masks and embellishments (i.e. stars, lightning bolts, wings, etc.). Hole-punch each side of the mask and insert a ribbon or elastic string in each side – test the length and tie each end. Next, adhere embellishments using fabric glue. Glitter and/or permanent markers can also be used to create designs linked to their superhero identify. 
TIP: Precut masks of various colors to expedite time. 
	· Assorted felt

· Fabric glue

· Glitter

· Hole-punch

· Mask and embellishments template

· Permanent markers

· Regular glue

· Ribbon or elastic string 

· Scissors
	5 - 10 minutes

	Rescue Dad from the Scrambler – At this station, children must rescue dad from the villain – The Scrambler.
	Indoor
	Have dad sit down in a chair then tie him up in streamers. Then give the child two minutes to rescue dad by unscrambling the given word.
	· Chair 

· Stock of scrambled words on note cards
· Streamer
	3 - 5 minutes

	Spider Web Bean Bag Toss – At this station, dads and children will test their throwing accuracy by tossing the bean bag in the web.
	Indoor or Outdoor
	Using either masking tape or sidewalk chalk, design a spider web with designated places on the web where players can receive 10, 20 or 30 points. The outer web level will be worth 10 points, the next web level 20 points and the innermost level 30 points. Place a line marker about five feet from the spider web so that they may toss the bean bag from that marker. Whichever section of the web the bean bag lands in, dad and child will receive the designated amount of points.
	· Bean bags (3 to 4)

· Masking tape or  sidewalk chalk


	5 - 10 minutes

	Strike Out The Villain Bowling – At this station, dads and children will attempt to strike the villain.
	Outdoor
	Set up 10 pins (can be empty water bottles, soda bottles or plastic bowling pins). Decorate them with supervillain face cut-outs. Use a plastic or rubber ball to knock down as many pins as possible in two rolls. Each pin that is knocked down can be worth two points and if all pins are knocked down in the first roll, the player will receive an additional 10 points.
	· Empty bottles (10-any size)

· Plastic or rubber ball

· Villain cut-outs
	5 - 10 minutes


