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Time:   15-30 minutes 
Materials:  Practice questions,  14 coins,  2 dice (preferably  
   different colors), Bible Baseball board (optional) 
Group size:  1 and up 
 
This game can be played solo or team-vs.-team. Also, you can 
choose to download and print the free Bible Baseball board 
(Figure 1) or an open physical space with designated locations for 
each of the bases.  
 
What I like about this game is that it engages everyone. While fast 
or experienced quizzers tend to dominate jumping practice, this 
game gives everyone a turn to answer a question. 
 
If you have 2 dies of different colors, designate one as the 
Question Type die and the other as the Action die. Otherwise, 
simply decide that the die rolled to the left is Question Type and 
the other is Action: 
 

Question Type die Action die 

1 = General 1 = Single 

2 = Context 2 = Double 

3 = Book & Chapter/Situation 3 = Triple 

4 = According To 4 = Home Run 

5 = Memory Verse 5 = Out 

6 = General 6 = Walk (advance to 1st base) 

 
If you are using the Bible Baseball board (free download at 
www.teenbiblequiz.com), use coins to keep track of the score, 
inning, number of outs, and the base runners. A team scores 1 run 
each time a player reaches home plate.  

Bible Baseball 
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Figure 1: Bible Baseball game board. In this example, there is 1 out in the top 

of the 3rd inning and the score is 7 - 10. Visitor is Heads, Home is Tails. 

Single-Player gameplay 
 

1. Roll the Question Type and Action dies. 
a. If Action die is a 5 (an Out), record the “out” and 

roll both dice again (unless that is your 3rd “out”) 
b. If Action die is a 6 (a Walk), advance to 1st base and 

roll both dice again. 
2. Using your list of questions, ask yourself the next question 

that matches the Question Type die.  
a. If correct, advance your base runner per the Action 

die. Existing base runners advance only when 
forced. 

b. If incorrect, record an Out. 
3. After 3 Outs, play the outfield: 

a. Roll dice for opposing team. 
b. If you answer the question correctly, record an Out 

for the opposing team. 
c. If incorrect, advance the opposing team’s base 

runner per the Action die. 
4. After 3 Outs, advance to the next inning and Step #1. 
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Team vs. Team gameplay 
 
Each team decides in advance their batting order. Use a coin-flip to 
decide which team gets to answer questions first (the “Visitor” 
team). At the start of each inning, each team decides on a Pitcher 
to read the questions to the opposing team. 
 

1. Roll the Question Type and Action dies. 
a. If Action die is a 5 (an Out), record the “out” and 

roll both dice again (unless that is your 3rd “out”) 
b. If Action die is a 6 (a Walk), advance to 1st base and 

roll both dice again. 
2. Using the list of questions, the Pitcher asks the next 

question that matches the Question Type die.  
a. If correct, the player advances per the Action die. 

Existing base runners advance only when forced. 
b. If incorrect, record an Out. 

3. After 3 Outs, the teams switch positions. Every time the 
Visitor team comes up to bat, advance to the next inning. 

4. The team with the highest score after 3 innings is the 
winner! 
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Time:   15-60 minutes 
Materials:  Practice questions,  Battleships board (download  
   or draw your own), 2 pencils 
Group size:  2 
 
Depending on the time you have available and how well your teens 
have mastered the material, this 2-player game can be played 
multiple ways to suite your needs. 
 
Regardless of the game type you choose to play, the game setup is 
the same. Each player has a Battleships game board (Figure 2) on 
which they arrange their 7 “ships” on the My Ships grid according 
to the table of ships on the right. Ships can only be placed 
horizontally or vertically and must fit within the grid. All of the 
pieces (squares) of a ship must be continuous and individual ships 
must stay in a single row or column. No crooked ships! 
 
Players take turns firing shots at each other by calling out grid 
coordinates (“B6”, “E2”, etc.) and responding whether any of their 
ships were “hit”. Players mark shots taken on the Their Ships grid 
as a either a “miss” [/] or a “hit” [X]. 
 
When a player’s ship on the My Ships grid is hit, place an X in the 
corresponding square. Players must call out when a ship is 
completely sunk. The first player to sink all of the other player’s 
ships wins! 
 

Bible Battleships 
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Figure 2: Battleships game board. Copy this page, make your own, or 

download for free at www.teenbiblequiz.com/games.html 
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Game Mode #1: Salvo (15-30 minute games) 
 
If time is short or you want to get in multiple games, this is a great 
game mode. And if you have a large group, split everyone into pairs 
and play a tournament! 
 
For this game, correctly answering a question allows a player to 
take multiple shots based on the number of ships they have left. 
For example, if a player has 6 ships that haven't been completely 
sunk, they get to fire a salvo of 6 shots for answering the question. 
 
 
Game Mode #2: Difficulty-based (30-45 minute games) 
 
This version of the game rewards the quizzer for answering the 
more difficult types of questions. The more difficult the question, 
the more shots the player can take on their turn. The quizzer gets 
to choose the type of question they would like to attempt. 
 
For example, you could choose to do the following: 

 General question = 1 shot      

 Context question = 2 shots      

 Book & Chapter/Situation = 3 shots 

 According To = 4 shots 

 Memory Verse = 5 shots 
 
 
Game Mode #3: Turn-based (45-60 minutes) 
 
The simplest, yet longest, way to play this game is to award 1 shot 
for a correct answer, alternating between the players. The questions 
can be of a single type or a randomized list. 
 
In this game mode, the quizzers will hear more questions. 
Additionally, you may choose to give an extra shot to the other 
player if they can correctly answer the missed question. 
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Time:   30-60 minutes 
Materials:  Practice questions, 3 dice (preferably different  
   colors), 8 coins and Bible Football board  

(optional) 
Group size:  1 and up 
 
Just like Bible Baseball, this game can be played alone or against 
another quizzer or team. If you have enough physical space, this 
game is a lot of fun to play as quizzers advance from one side of 
the room to the other. Alternatively, draw or download  the Bible 
Football board for free at www.teenbiblequiz.com/games.html 
(Figure 3). 
 
Bible Football encourages teamwork and favors the team (or 
quizzer) who can answer a variety of question types. 
 
If you don't have 3 different colors or styles of dies, simply agree 
that the Offense's left and right roll of the dice corresponds to the 
Question Type and Yardage, respectively. The third die is rolled 
by the team on Defense. 
 

Question Type  Yardage  Defense 

1 = Context  1 = 5 yards  1 = Sack -5 yards 

2 = B&C/Situation  2 = 10 yards  2 = Sack -5 yards 

3 = Memory Verse  3 = 15 yards  3 = Sack -10 yards 

4 = According To  4 = 20 yards  4 = Sack -10 yards 

5 = General  5 = 25 yards  5 = Fumble Recovery 

6 = General  6 = 30 yards  6 = Interception 

 
 

Bible Football 
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Figure 3: Bible Football game board. In this example, the Home team is 
leading 14-24 in the 3rd Quarter. It is 1st down and 10 at the 20 yard line. 

 
Game setup and logistics: 
 

 Prior to starting the game, decide if the length of each 
Quarter will be 10 questions, 20 questions or 10 minutes.  

 Flip a coin to decide who will be on Offense first. 

 Each half of the game (1st and 3rd Quarter) starts at the 
20 yard line.  

 The team that started the game on Offense will start the 
3rd Quarter on Defense. 

 Must advance 10 yards within 4 tries ("Downs") to get a 
new 1st Down. 

 To punt on 4th Down, announce you are punting and roll 
only the Yard die. Double the yards for the punt. If the 
"ball" goes into the End Zone, place the "ball" on the 20 
yard line. The Defense now plays as Offense. 

 For a Field Goal, announce your attempt and roll the 
Offense dice, doubling the Yard die result. If the calculated 
distance doesn't cross the goal line or the team misses the 
question, the Defense takes over at the spot of the kick. 
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How to Score: 
 
7 points for crossing the goal line for a Touchdown 
2 points for pushing the Offense into their own End Zone 
3 points for a Field Goal 
 
 
Single-Player gameplay 
 
Start the game at the 20 yard line on Offense as the Home team. 
As the game progresses, keep track of the score, Quarter, Downs, 
ball position, and the 1st Down marker. 
 
Playing Offense: 

1. Roll all 3 dies. 
a. If the Defense die is a 5 or 6, the Visitor team 

recovered the turnover you are now on Defense 
(see Playing Defense). 

2. Attempt to answer the next question that matches the 
Question Type die. 

a. If correct, advance the ball per the Yardage die.  

 If you do not reach or pass the First Down 
marker, advance the Down tracker to the next 
position.  

 If you reach or pass the First Down marker, 
move it 10 yards beyond your new position and 
reset the Down tracker to 1st Down. 

b. If incorrect, move the ball backwards per the Defense 
die and advance the Down tracker to the next 
position. 

3. If the Down tracker advances to 4th Down, choose to 
either "go for it" (go to Step #1), punt, or attempt a Field 
Goal (as previously described in Game setup and 
logistics). 
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Playing Defense: 
1. Roll all 3 dies. 

a. If the Defense die is a 5 or 6, you recovered the 
turnover and are now on Offense. 

2. Attempt to answer the next question that matches the 
Question Type die. 

a. If correct, move the Offense back per the Defense 
die and advance the Down tracker to the next 
position. 

b. If incorrect, the offense advances per the Yardage die. 
Move the First Down marker and Down tracker 
as appropriate. 

3. If the Down tracker advances to 4th Down, the Offense 
automatically punts when on their side of the 50 yard line 
and attempts a Field Goal if they are within 50 yards of the 
End Zone. They "go for it" when exactly on the 50 yard 
line (go to Step #1). 

a. Correctly answering a question on a Field Goal 
attempt results in a blocked kick. You take over at 
the spot of the kick. 

4. The team with the most points at the end of the 4th 
Quarter is the winner! 
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Team vs. Team gameplay 
 
Flip a coin and let the designated Home team choose to start the 
game as Offense or Defense.  As the game progresses, keep track 
of the score, Quarter, Downs, ball position, and the 1st Down 
marker. 
 
The Quarterback position rotates to a different teammate every 
play. The Quarterback rolls the Offense dice and chooses who will 
attempt to answer the question. 
 
Game Play 

1. The Offense Quarterback and Defense roll their dice. 
a. If the Defense die is a 5 or 6, the Offense has 

turned the ball over to the Defense and it is now 
being advanced in the opposite direction. Reset 
the Down tracker to 1st Down and move the 1st 
Down marker 10 yards beyond the spot of the 
ball. Re-start this Step as the teams reverse roles. 

2. The Quarterback selects a teammate who will attempt to 
advance the ball per the Yardage die by answering the 
question designated by the Question Type die. 

a. If correct, advance the ball per the Yardage die.  

 If you do not reach or pass the First Down 
marker, advance the Down tracker to the next 
position.  

 If you reach or pass the First Down marker, 
move it 10 yards beyond your new position and 
reset the Down tracker to 1st Down. 

b. If incorrect, the Defense must answer the question 
correctly in order to move the ball backwards per 
the Defense die. The team may collaborate on 
their answer.  

 Advance the Down tracker to the next position. 
3. If the Down tracker advances to 4th Down, the Offense 

chooses to either "go for it" (go to Step #1), punt, or 
attempt a Field Goal (as previously described in Game 
setup and logistics). 

4. The team with the most points at the end of the 4th 
Quarter is the winner! 
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Time:   30-60 minutes 
Materials:  Practice questions, quiz equipment, Challenge  

Cards (made from cardstock or Avery 5390 Refills) 
Group size:  1 and up 
 
Want to play a game while playing a game? Want to encourage your 
quizzers to try new things and attempt to answer questions they 
would normally be hesitant to do? Then you should try Challenge 
Cards at your next quiz practice!  
 
The concept is simple: while quizzing at practice, teens accrue 
points for certain achievements based on the Challenge Cards they 
have selected (Figure 4). Award small prizes or candy for the most 
points achieved or the most cards completed. 
 
The cards have different point values based on the difficulty of the 
challenge. Quizzers hold 5 cards at a time and can only redeem, 
replace, and swap cards between games. Additionally, the 
achievement printed on the card can only be completed while 
owning the card. For example, if the card requires the quizzer to 
accumulate 2 Memory Verse questions, any Memory Verse 
questions answered prior to obtaining that card don’t count. 
 
Using Avery label template #5390 in your word processing 
software you can make and print your own cards on cardstock or 
purchase Avery #5390 Name Badge Insert paper.  
 

Challenge Cards 
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Here are some card ideas: 
 

Card Name    The Challenge 

Common (1 point each) 

X Marks the Spot Answer 1 Context question 

Situational Awareness Answer 1 Situation question 

One in a Row Win 1 game 

Sidekick Serve as Co-Captain in a game 

Never Give up, Never 
Surrender! 

Answer a Toss-Up on or before #15. 

Extra Credit Answer 1 Bonus question 

Rare (2 points each) 

Generally Correct Accumulate 4 General questions 

King of the Hill Most personal points in a game 

Quick Thinking Correctly answer a Pre-jump 

Game of Risk Answer a Toss-Up beginning with #16 

Second Thoughts Accumulate 2 Memory Verses 

The Centurion Accumulate 100 personal pts 

Legendary (4 points each) 

May the 4 Be With You Accumulate 4 Memory Verses 

The Teams Awaken Teams combine for 250 pts in a game 

I Object! Win a Challenge or Appeal 

You Are Not Alone Everyone on team scores in a game 

Backup Plans Answer a Pre-Jump as a multiple 

In The Zone Answer 2 consecutive questions. Twice. 

Exotic (8 points each) 

Know It All Answer 1 Toss-Up of each type of 
question 

The Bandwagon Team earns a 5th Person Bonus 

Last Action Hero Answer question #20 to win the game 

Omnivore Answer 3 different types of questions 
in a game 

Double Play Answer the Context and Situation 
question in a game 

Dynamic Duo Quiz out with a teammate in a game 

 
Find more card ideas at www.teenbiblequiz.com/games.html. 
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Figure 4: Challenge Cards. Design your own or download and print these 

from www.teenbiblequiz.com/games.html 

There are many different ways you can use these cards or 
customize the rules to fit your team goals and resources. When I 
use these cards, I specify that a quizzer cannot complete the same 
card twice during a given practice. I also make multiple copies of 
each card, but you may decide to limit the availability of each card 
to add a level of strategy to the game. Also, once the card is 
completed, you can decide if it should be returned and made 
available for another quizzer. 
 
I’ve also used these cards at a Quiz Meet with great success. It 
added a level of excitement and attentiveness to an otherwise 
ordinary quiz tournament. 
 
The choice is yours! Make it fun! 
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Time:   5-20 minutes 
Materials:  Crossword puzzles, pencils 
Group size:  1 and up 
 
A fun activity to give quizzers as they arrive for practice is a 
crossword puzzle. While you can make your own at any number of 
on-line crossword puzzle generators, you can find ready-made 
puzzles at YouthQuiz.com on the  “Study and Ministry Tools” 
page. There you will find one puzzle for each of the quiz chapters. 
 
I use these puzzles as homework 
assignments that the students turn in as 
they arrive to practice on the newest 
chapter. (That’s my way of ensuring that 
they have read the chapter at least 
once!) However, you can make a game 
out of it by awarding those who can 
complete it the fastest and those who 
complete it without looking up any of 
the answers. 
 
Later into the season use these 
crossword puzzles as a review following the 3-5-7 Plan: 
 

 Review the 3rd chapter back from the current chapter 

 Review the 5th chapter back from that chapter 

 Review the 7th chapter back from that chapter. 
 

For example, if this week the students studied Luke 18, then give 
them crossword puzzles for Luke 15 (3 chapters back), Luke 10 (5 
more chapters back), and Luke 3 (7 more chapters back). 

Crossword Race 
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Time:   20-30 minutes 
Materials:  Practice questions, quiz equipment 
Group size:  2 and up 
 
A common trait among many quizzers is a lack of confidence of 
their knowledge. Or they are overly cautious and afraid of making 
an error. How many times have they not jumped in time (or at all) 
and said, “Oh, I knew that!”? 
 
In this exercise, purposely pair up early jumpers with those who are 
more conservative. The goal is to show the timid quizzer that they 
are capable of completing a question and giving the answer. They 
also get to practice jumping early without necessarily having the 
stress of coming up with the answer. By doing this, they develop a 
sense of the timing of the key word in a question. We call this 
anticipating the key word. 
 
Place the aggressive quizzers on seats #1 and #3 and their partner 
next to them on seats #2 and #4.  In this way, quizzers #1 and #2 
are a team. Likewise, quizzers on seats #3 and #4 are another 
team. With 8 quiz pads, you essentially have 4 two-person teams 
competing for the most points. 
 
On the odd-numbered questions, the fast quizzers on seats #1 and 
#3 jump as they normally would in competition. However, their 
partner must stand and complete the question and give the answer. 
 
On the even-numbered questions, the conservative quizzers on 
seats #2 and #4 jump at the point where they feel their partner can 
finish the question and give the answer. Their partner attempts to 
answer the question and gives feedback to their teammate 
regarding the timing of the jump. 

Doubles 
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Time:   10-30 minutes 
Materials:  Practice questions 
Group size:  4 and up 
 
The goal of this game is to be the last person standing as up to 20 
questions are asked. 
 
Game Play 
Begin the game by asking a question to the first quizzer of your 
choosing: 
 

 If correct, they get to stay in the game and choose who must 
attempt the next question. 

 If incorrect, that quizzer is eliminated from the game, the 
answer is provided, and the quizzer who gave the last 
correct answer chooses another person to attempt the next 
question. 

 Beginning with Question #15 (if the game gets that far), if 
a question is missed, not only is that quizzer eliminated 
from the game, but the quizzer who selected them to 
attempt the question must also answer that question 
correctly in order to stay in the game. 

 
The game ends when all but one has been eliminated or at the end 
of 20 questions. You can declare everyone alive after 20 questions a 
winner or continue asking questions until you have a sole survivor! 

Elimination (Solo) 



18 

 
Time:   20-30 minutes 
Materials:  Practice questions 
Group size:  4 and up 
 
Similar to the solo version, the goal of this game is to be the team 
with the most surviving members as up to 20 questions are asked. 
 
Game Play 
Begin the game by asking a question to the first quizzer of your 
choosing: 
 

 If correct, they get to stay in the game and choose who must 
attempt the next question. As the game progresses, 
answering a question correctly allows that quizzer to 
revive a previously-eliminated teammate. 

 If incorrect, that quizzer is eliminated from the game, the 
answer is provided, and the quizzer who gave the last 
correct answer chooses another person to attempt the next 
question. 

 Beginning with Question #15 (if the game gets that far), 
no more players may be revived after a correct answer. 

 
The game ends when a team has been eliminated or at the end of  
20 questions. The team with the most players left is the winner! 
 

Elimination (Team) 



19 

 
Time:   20-30 minutes 
Materials:  Practice questions, quiz equipment 
Group size:  2 and up 
 
I tell my quizzers that their attitude toward studying shouldn’t be to 
study until you get it right, but instead to study until you can’t get it 
wrong. The same idea applies to quiz practice.  
 
A fun way to illustrate this concept to your quizzers is to have 
them play against the Invisible Team. In this game, the Invisible 
Team capitalizes on every mistake. By the end of the game, your 
quizzers will realize the importance of pre-jumping and 
preparation! 
 
The Invisible Team gets every bonus correct. The Invisible Team 
gets the jump on all completed questions and never makes an error. 
Choose to give the Invisible Team 3rd, 4th and even 5th person 
bonuses! 
 
 
 
 

Invisible Team 
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Time:   20-30 minutes 
Materials:  Practice questions, quiz equipment 
Group size:  2 and up 
 
If Yogi Berra were a Bible Quiz coach, he might say, “Quizzing is 
90% mental and the other half is being able to jump first.” 
 
Not only is this exercise 
fun, but it will also help 
quizzers improve their 
answers and jumping 
technique. 
 
Invite parents or non-
quizzing teens to serve as 
judges. Give each of them 
sheets of paper numbered 
1-10 and the following 
reminder list: 

 Jump Size 
(minimal initial 
movement is best) 

 Content, speed and 
clarity of answer 

 Confidence 
 
As you play a normal game of 20 questions, pause briefly at the end 
of every answer to have each judge rate the quizzer on a 1-10 scale 
(10 being the best). Have the judges explain any score of 7 or less. 
 
And, by the way, the teams’ points are the sum of these ratings! 

Jumping Olympics 
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Time:   20-30 minutes 
Materials:  Practice questions, quiz equipment 
Group size:  3-12 per game 
 
This game adds a bit of strategy to a typical jumping practice. The 
goal of this exercise is to finish a 20-question game in Seat #1.  
 
To begin, have the quizzers fill every available seat starting in Seat 
#1 to the Quizmaster’s left. If you have enough pads for 2 or 3 
teams, fill as many of those seats as you can as well. (Tip: For 
simplicity in the quiz scoring software, name the quizzers “One”, 
“Two”, “Three”, etc. since the quizzers will be changing seats 
during the game. Also, “cancel” each jump in the software so it 
doesn’t turn off any pads for a quiz-out or error-out). 
 
Game Play 

 Quizzers can only attempt 6 questions per game 

 Quizzers change seats during the game: 
+2 seats for correctly answering a pre-jump question 
+1 seat for correctly answering a completed question 
+2 seats for correctly answering a memory verse 
+3 seats for correctly answering a pre-jump as a multiple 
 -1 seat for an error on a completed question 
  0 seat for an error on pre-jump question 

 
As a quizzer moves up (or down) the designated number of seats, 
the other quizzers move down (or up) one. At the end of 20 
questions, the quizzer in Seat #1 is the King (or Queen) of the Hill! 
 
If you have a large group, recognize those in the top 3 seats as well.

King of the Hill 
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Time:   20-30 minutes 
Materials:  Practice questions, quiz equipment 
Group size:  4 and up 
 
For this activity you’ll need a few helpers set up in a few different 
rooms. If possible, have jump seats in each room. If not, the 
quizzers can “jump” on a question audibly by saying “beep”. 
Additionally, before you begin decide on a time limit for the game.  
 
The goal of this game for the quizzers is to quiz out (4 correct) in 
each room. When they quiz out, they get to advance to the next 
sequential room. However, if they error out, they have to go back 
to the prior room and quiz out again. 
 
Once a quizzer has quizzed out at least once in every room, they 
get to replace a Quizmaster. This gives the rest of the quizzers 
more chances to jump and gives this quizzer some experience as a 
Quizmaster.  
 
The game is over when the designated time is up or when all of the 
Quizmasters have been replaced. You can choose to award the first 
quizzer to complete the gauntlet or all of the quizzers who finish 
within the time allotted.  
 
When I play this game, I set each room up with either certain 
chapters or certain types of questions. For example, I have one 
room of According To questions, another room of questions from 
the last three chapters studied, and a third room of key word 
recognition (I would say a unique word from the concordance and 
the quizzers would have to recite, in essence, the verse that 
contained that unique word). 
 

Multi-Room 
Organized Chaos 
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Time:   10-60 minutes 
Materials:  Practice questions, 1 die (if playing Game Mode  

#2), quiz equipment (if playing Game Mode #3) 
Group size:  2 and up 
 
Depending on the time you have available, this Player-vs.-Player or 
Team-vs.-Team game can be played multiple ways to suite your 
needs. 
 
Regardless of the game type you choose to play, the object of the 
game is the same: Be the first team to correctly answer 1 of every 
type of question.  
 
Each team has a Non-Trivial Pursuit score pad (Figure 5) on 
which they track their achievements. As they correctly answer a 
question, they fill in the wedge for that type of question: 

 G = General question 

 A = According To question 

 BC/S = Book & Chapter or Situation Question 

 MV = Memory Verse 

 X = Context 
 
When setting up the teams, be conscious of each quizzers strengths 
and try to make the teams as balanced as possible. For example, try 
to have a Memory Verse person on each team so both teams have 
an opportunity to complete their circle. As the game progresses, 
point out how everyone’s unique contribution – no matter how 
minor it may seem - helps the team as a whole.  

Non-Trivial 
Pursuit 
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Figure 5: Non-Trivial Pursuit score pad. Fill in the wedge pieces as your team 

answers that type of question. Copy this page, make your own, or download 

for free at www.teenbiblequiz.com/games.html 
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Game Mode #1: Casual Choice (10-15 minute games) 
 
For this game, the team decides which type of question they’d like 
to attempt. If correct, they get to shade in the wedge for that 
particular type of question and go again. 
 
When they make an error, the other team gets their turn. 
 
With really good quizzers, it is conceivable that a team may run the 
table and completely fill in their circle at the beginning of the game. 
If that happens, it is only fair to get the other team a chance to do 
the same. If they can do the same, then alternate questions between 
the teams until the tie is broken. 
 
If you allow no more than 30 seconds per question, this game 
should proceed fairly quickly. Play a few games in a row and mix 
up the teams if one of them appears to be dominating. 
 
 
Game Mode #2: Casual Chance (15-30 minute games) 
 
Similar to the game described above, this 
version adds a roll of a die determine the 
type of question that will be asked. This 
way, the teams will have to attempt a lot 
more questions in order to complete the 
game. For example, they may have to 
answer several  General questions before 
they finally roll the According To they need 
to complete their circle. 
 
As before, a team gets to keep their turn as long as they continue to 
answer questions correctly.  
 
 
Game Mode #3: Jump-Practice (30-60 minutes) 
 
In this game mode, quizzers jump to answer a question without 
help from their team. If correct, they can choose the next question 
type, but anyone on either team can jump on it!   

Die Roll = Question 

1 = General 
2 = Context 
3 = B&C/Situation 
4 = According To 
5 = Memory Verse 
6 = Roll Again 
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Time:   20-30 minutes 
Materials:  Practice questions, quiz equipment 
Group size:  2 and up 
 
The rotating One-vs.-One aspect of Quizzer Feud puts each 
quizzer in a situation where speed and instant recall is the key to 
success. While fun, it is also good way to simulate competition-
level pressure. 
 
Game Play 
Split your quizzers into 2 teams and activate only Seat #1 for both 
teams in the quiz scoring software. Only the quizzers on Seat #1 
are jumping on each question to score points for their team. After 
each question, the teams select a new champion to represent them 
on Seat #1. 
 
The game is 20 questions. The same quizzer cannot attempt two 
questions in a row and every member of the team must be on the 
hot seat (Seat #1) at least once during the game. 
 
Scoring 

 30 points for answering a pre-jump question without help 
from your team 

 20 points for answering a completed question without help 
from your team 

 20 points for answering a pre-jump question with help 
from your team 

 10 points for answering a completed question with help 
from your team 

 On errors, the other team can work together to steal the 
completed question for 10 points 

Quizzer Feud 
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Time:   10-20 minutes 
Materials:  Scripture portion with Concordance; Scattergories  

20-sided die 
Group size:  1 and up 
 
Being able to recognize key words (words that only appear once or 
twice in the quiz scripture) and instantly recall the associated verse 
is an excellent skill to cultivate for those who want to excel in Teen 
Bible Quizzing. As one of these key words appear in a question, 
the quizzer should have enough knowledge to be able to jump, 
complete the question, and give the correct answer.  
 
If you have access to the Milton Bradley board game Scattergories, 
roll the 20-sided die and challenge your quizzers to list as many key 
words and verses that begin with the letter on the die in 1 minute.  
 
Rather than writing out an entire verse, the players can simply write 
the first few words of the verse as needed to remind them of the 
entire verse for when they share their answers. 
 
Scoring 

 1 point for every Unique or Double key word 

 2 points for every verse they can quote (in essence) that 
begin with the letter on the die.  

 
The verses can be any verse in the Scripture, not just from the 
Memory Verse list. Use the Concordance to verify the Unique and 
Double key word answers. 
 
Play several rounds as time permits and crown the teen with the 
most points as the winner! 

Scatterglories 
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Time:   2-3 hours 
Materials:  Practice questions, quiz equipment 
Group size:  3 or more teams of at least 2 quizzers each 
 
Hosting a scrimmage with neighboring teams is a great way to build 
team camaraderie and have fun while honing quizzing skills in the 
crucible of competition. 
 
When I plan these events with nearby quizzing churches, I try to 
make it worth their time by making it entertaining and the 
experience as diverse as possible.  
 
Also, this is a great way to kick off the season. In addition to the 
fun games, new quizzers and coaches get to make new friends and 
can learn a lot from the more experienced quizzers at the practice.  
 
What To Do 
Plan an evening where you play several of the games described in 
this book, mixing up the teens each time. Take a break for a meal 
(pizza!) and then divide the teens into at least 3 teams for a short 
competitive tournament.  
 
You could 
even give out 
candy as 
awards to the 
top quizzers or 
winning teams! 
 

Scrimmage 



 

29 

 
Time:   20-30 minutes 
Materials:  Scripture portion 
Group size:  1 and up 
 
Do your teens like to have fun? Who doesn’t! And if you have any 
quizzers that like to perform, this activity is sure to entertain (as 
well as educate!).  
 
Depending on the size of your group and the content of the quiz 
material you’d like to review, select a number of teens to act out 
the scripture as you read it aloud. Encourage your actors to 
exaggerate as much as possible to make it memorable. 
 
This is a great way to learn the big points in each chapter and they 
love doing it! Obviously, acting in groups works best. 
 
Consider recording the whole performance and share a link to each 
video with the team members so they can watch it over and over as 
a review. 
 

Scripturades 
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Time:   10-30 minutes 
Materials:  Practice questions, pencil 
Group size:  3 and up 
 
Many coaches use this exercise to cover a massive amount of 
practice questions in a very short period of time. The goal here is 
to recognize the answer to a question in the shortest time possible.  
 
To set this up, divide your teens into groups of 3 or 4. For every 
group, you’ll need a station leader who is not a quizzer. Provide 
these station leaders with identical copies of questions.  
 
Game Play 
The station leader goes down the line of quizzers asking each a 
question. The quizzer may interrupt the reading of the question 
and give an answer without having to complete the question: 

 If correct, the station leader asks the next quizzer the next 
question. 

 If incorrect, the station leader marks the question, reads the 
question and answer, and then continues with the next 
question to the next quizzer. 

Once all of the questions have been asked, the station leader 
continues asking the missed questions until they have all been 
answered correctly. The first team to finish the set wins! 
 
Question Set ideas 

 Questions only from the newest chapter 

 Questions cover everything since the beginning 

 Questions follow the 3-5-7 Review plan (as described in 
Crossword Race) 

Speed Drills 
(turn-based) 



31 

 
Time:   10-30 minutes 
Materials:  Practice questions, pencil, quiz equipment 
Group size:  3 and up 
 
Similar to the turn-based version of this game, coaches use this 
exercise to cover more questions in a smaller amount of time in 
comparison to other practice activities.    
 
Split your teens into teams based on the number of rooms in which 
you set up at least 1 string of quiz pads. For each room, you’ll need 
a station leader who is not a quizzer. Provide these station leaders 
with identical copies of questions.  
 
Game Play 
As the station leader quickly reads a question, any quizzer may 
jump to interrupt the reading of the question and give an answer 
without having to complete the question. Every quizzer on the 
team must answer at least one question correctly:: 

 If correct, the station leader continues to the next question. 

 If incorrect, the station leader marks the question, reads the 
answer, and then continues to the next question. 

 
Once all of the questions have been asked, the station leader 
continues asking the missed questions until they have all been 
answered correctly. The first team to finish the set wins! 
 
Question Set ideas 

 Questions only from the newest chapter 

 Questions cover everything since the beginning 

 Questions follow the 3-5-7 Review plan (as described in 
Crossword Race) 

Speed Drills 
(team-based) 
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Time:   20-30 minutes 
Materials:  Practice questions, block tower game 
Group size:  2 and up 
 
Taking a break from sitting on quiz pads, this exciting game 
encourages every quizzer to participate and attempt to answer 
questions. The game ends when the tower tumbles! 
 
Game Mode #1: Solo 
Questions alternate between teams, but only the next quizzer in 
line on a team can answer the question.  
 
Game Mode #2: Team 
Questions alternate between teams and the team may collaborate 
for the answer. 
 
Game Play 
If correct, the quizzer or team 
chooses who (from any 
team) has to pull out the 
next block from the tower.  
 
If incorrect, the quizzer or 
team making the error has to 
remove a block from the 
tower.  
 
To keep the games moving, 
allow only 30 seconds to 
answer the question and 10 
seconds to pull out a block. 

Tower Tumble 
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Time:   20-30 minutes 
Materials:  Scripture portion with Concordance, index cards  

(Game Mode 1), quiz equipment (Game Mode 2) 
Group size:  2-12 per game 
 
Once your teens believe they a firm grasp of the material, have 
them play this challenging game of identifying key words in the 
scripture. Key words are words that appear only once or twice in 
the quiz material. Being able to recognize a key word and its source 
gives a quizzer a distinct advantage. A list of these key words can 
be found in the back of the spiral-bound scripture portion from the 
Nazarene Publishing House. 
 
Split your teens into two teams: 
 
Game Mode #1: Index Cards 
On each of 40 (or more!) index cards, select and write a different 
word from the Unique or Doubles list of key words in the 
concordance (Figure 6).  
 
With the cards face-down, one person from the first team raises 
the top card from the deck to their forehead, revealing the word on 
the card to the team. Their teammates must recite a verse - leaving 
out the key word – well enough for the player to guess the word on 
the card.  
 
Each correctly-guess card is worth 1 point. Each quizzer has 2 
minutes to guess as many cards as they can. Play alternates between 
the teams every turn. The first team to 10 points wins! 

Unique Word Up 
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Game Mode #2: Quiz Pads 
No preparation required for this game mode. Simply use the 
Unique and Doubles list at the back of the spiral-bound scripture 
portion to select a key word for each question. 
 
Using the quiz equipment, the teens jump on the Unique or 
Double word said by the Quizmaster. To be counted correct, the 
quizzer must recite, in essence, one of the verses that contain the 
key word.  
 
You can have the teens play as individuals (5 correct to win) or as 
teams (10 correct to win). If playing as a team, decide when a player 
can quiz out to prevent one quizzer from dominating the game. 
 
 

 
Figure 6: Index cards with Unique or Doubles words. Find these key 

words at the back of your spiral-bound scripture portion from the  

Nazarene Publishing House
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