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Password Game

Instructions:
Cut apart the words below and tape one word or phrase to each index card. Use the
following instructions to play the game.
• Divide the group into pairs. 
• Each pair will be called to the front of the room, one-at-a-time. 
• One person in each pair will draw a word (on index card) and give one- or two-

word clues to try to get his/her teammate to say the word on the card he or she
drew.

• That person has only four clues to get the teammate to guess the word. Once
the word is guessed or four clues have been given, teammates swap roles. 

• The other person in the pair will now draw a card and give clues to his/her
partner. Again, only four one- or two-word clues are allowed. 

• After the word is guessed or four clues have been given, it will be the next team’s
turn. 

• On the flip chart, the facilitator should keep track of the score. 
• Each team starts with 10 points. The team will lose a point for each clue given

and another point if they do not guess the word in four tries. 
• After all teams have competed, the one with the most points, is the winner. 

Scoring Example: 
• Team one uses three clues for the first word, and two clues for the second word.

They have 5 points remaining at the end of their round. 
• The next team uses four clues for the first word, and is unable to guess the

second word in four clues. They finish with only 1 point. 
• The third team guesses each word in two clues and ends up with 6 points.

HIPPIE GEEK

PREPPIE MODEL

HILLBILLY GOTH
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COWBOY PUNK

FORMAL CASUAL

EXECUTIVE GANG MEMBER

CLOWN BALLERINA

NUN ASTRONAUT

JOCKEY

  

FOOTBALL PLAYER

CHEF STUDENT

SURGEON POLICEMAN
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