                       Awana Cube Games

Awana Square Dodge Ball…………………………..!

This game is very easy to play and control.  The children love it and beg for you to play it over and over.

A good idea is to buy some wrist bands that are of the four colors.

To begin pull all 4 teams in the square and drop one or two of the cubes into the square.  Whatever color is facing up when the cube stops is the only team that can pick the cube up.  Example – red is up. So only red can pick the cube up.  The person picking up the cube cannot take another step, but tries to hit someone from one of the other 3 teams.  If a person is hit they are out and as the cube drops to the floor the process starts all over again according to what color is facing up.  No players can run outside the square.  The ones outside, who have already been eliminated, can help retrieve the cube when it comes out and then drop it back into the square.

When the cube lands on black or white, any of the 4 colors can pick it up and throw.

The winner is the last color in the square that has not been hit.

Awana Wordless Square Message, of the Gospel.

You can use this as a Council Time Message at the end of the night or you can use it in Game Time often to keep reinforcing the gospel message.

Black – Represents sin, we all have sinned –Romans 3:23

Red – Represents blood.  Jesus shed his blood that we all might have a way to Eternal life.  
           Romans 10: 9-10, John 3:16.

White –By receivi9ng Jesus as the payment for our Sins, though your sins be as scarlet they shall become white 
             as snow.  We are made righteous John 1:12.

Blue – Speaks of royalty, we become part of a royal family, we are adopted into Gods family.  Eph. 1& 6 –  

            adopted children cannot be left out of the inheritance.
Green – Represents Growing – 1 Peter 3:18 we should be growing in the grace and knowledge of our 

              Lord Jesus Christ, by doing 2 Tim. 2:15.

Yellow – Represents god.  One day we will be in Heaven walking on the streets of Gold.  Until then we 

                Should let our lights shine before men that they may see our works and glorify our Father in Heaven.

Here are some variations of games using the wordless cube.

My game leaders have expressed a desire for us to have a way to plug the gospel message into our game time and I think this worked good.

Before the game starts explain the meaning of each cube color.  This could even be done earlier in the night along with verses associated with each color but review quickly before game starts.  I have also written out what each color represents on dry wipe boards where all teams can easily see them.
With teams on the base lines place one chair for each team in the middle of the circle facing the teams diagonal line.  One leader from each team sits on the chair facing their team corner. One cube is tossed in the middle (possibly on a table so all teams can see the cube) game leader calls out which color is facing up (if it is impossible for all teams to easily see the cube then the game leader will call out the color and then give a "GO" command for each team to send one clubber from the corner into the center to whisper into their leader's ear what the chosen color represents.  Once the leader hears the correct answer they are to raise their hand high into the air.  The game director will award points in the order hands go up, leaders will not raise their hands until they hear the correct answer.  Clubbers are allowed to get input from their team before they run to the center but of course if they are shouting out the correct answer the other teams will also get the same advantage.

This is a game that can be used to reinforce the gospel message and helps the clubbers to learn the meaning of the wordless cube.  If the clubbers are good with verses you could have them give the reference that is used for the chosen color to the leader in the middle.  
If council time follows game time this could be a great entry into the gospel message.
When playing the “Cube Game Square Game” I have modified the play to reduce clubbers running into each other (knocking others down).

Start by having only 5 (or less) clubbers from each team line come to the center square, they stand in their team portion of the 7 foot square.  The cube is tossed and for Red, Blue, Green, Yellow they run to the base line.  For black I have them stand on any available diagonal line (I found that my girls in skirts were slow / did not like to lay down).  For the White color they would stand on the white circle line.  The last player  to arrive on the line was sent back to their  team line.  This allowed plenty of space for the clubbers to get to a line and reduced knock downs.  After five tosses the teams were called into the center again and points awarded by how many clubbers still remained.  Play continues until all have had a turn or for whatever time frame you wanted to allot to this event.  
