
 

	

Let the Games Begin 
 
 
The purpose of this paper is to highlight the place of games in Kid’s and Youth 
ministry. 
 

 
 
 

“When I was ten, I read fairy tales in secret and would have been ashamed if I 
had been found doing so. Now that I am fifty I read them openly. When I 

became a man I put away childish things, including the fear of childishness 
and the desire to be very grown up.” C.S Lewis 

____________________________ 
 
You get to an age when nothing seems so seriously good as watching children 
play games. In fact, God gives this as a picture of what it is like when God 
brings blessing to his people: 
 

This is what the Lord Almighty says: “Once again men and women of ripe 
old age will sit in the streets of Jerusalem, each of them with cane in hand 
because of their age. The city streets will be filled with boys and girls playing 
there.” Zechariah 8:4-5 

 
Clearly, both kids and games are good things in God’s eyes, and should be in 
ours whatever age or degree of ripeness we possess. Yet leaders of ministries 
to young people go through fads of feeling about the place and role of games. 
This paper hopes to settle the issue for our church life and make games a 
regular and well-thought-out part of our kid’s and youth ministry life. 
 
After all, whether you programme for them or not, kids will inevitably end up 
playing them. This is clearly the case. In 1560, Peiter Breugel painted a virtual 
game-encyclopedia of the late 16th-Century. Pieter showed the inevitability and 
seriousness of kid’s play – for good or bad. We should think at least as hard as 
old Pieter about play – after all, we don’t just want kids recorded in a frame, we 



want to see them discipled in Jesus. Yet play is the stuff they do all the time, 
left to their own devices. It is high time we thought seriously about such fun. 
 
 
Five Reasons Why Games Matter 
I hope I can persuade you of 5 reasons why games are worth the effort. 
 
1. Games have clear rules 
Social relating for kids and teenagers can be hell. Just walk into a room where 
you don’t know people and feel yourself freeze up. You immediately have to 
work out who’s who in the zoo, and you usually feel like the donkey. Now 
remember what it is like to do this when you are 13…or 7. What a relief to come 
into a situation where who is who doesn’t matter so much, and where the rules 
of relating are super-clear! “You mean I just have to know whether I am on 
Team A or B?” “You want me to try and avoid being hit with a ball? OK. I don’t 
like getting hit, but even that is better than being ignored or having to work 
out who I can talk too.” Games are good for kids and teenagers because games 
have clearer rules than life. 
 
2. Games can change social rules 
Games also take some of the basic social rules (the strongest always win, the 
most popular have everyone around them all the time, girls don’t mix much 
with boys) and change them, at least for a time. Of course, what happens one 
time, can actually grow a new reality over time. 
 
3. Games can build new social relationships 
Think about it. Sometimes something happens in a game, or in games over 
time, that changes things in relationships forever. Sometimes you have a 
victory alongside someone that forges a bond. 
Sometimes you get injured and someone cares 
for you who never would have come near you. 
Sometimes a girl ends up enjoying time with a 
boy. These things can be revolutionary.  
And that’s just among the kids. Consider what 
happens in a relationship between a leader and 
a child or teenager when the younger get to 
beat the older? Or when a leader and kid have 
to hold out with their backs to the wall against 
all odds? Games can plant the seeds of changed 
social relationships. 
 
4. Games can enable growing social relationships  
Games also give a recipe for relating when the game is over. If you have ever 
watched a group of teenagers sit around awkwardly until someone pulls out a 
communally-loved game, you have seen this at work. Seven teenagers may like 
each other and still find an evening together to be like a slow lunch-hour in 
detention. A communally-loved game allows easy future relating. 
 
5. Games are fun 
Finally, games are fun. Do we need to spell this out? Not to kids and teenagers. 
But to adults we often do. Why does this matter? Well, our Zechariah passage 
should remind us that fun is a godly thing, and part of God’s hoped-for future. 
But we can rewind right back to the beginning and see them present in the 
way God sets everything up. 
 
When God made organic stuff in Genesis 2:9 he made it ‘pleasing to the eye 
and good for food’. Interesting that the ‘serious’ function comes second, and 
God first made it for something non-essential – ‘pleasing to look at’. Actually, 
this may reorder what is most serious and essential for us. There is a deep 
generosity in what God has made that allows for apparently non-purposeful 
things like pleasantness, beauty and fun first. Games are pleasing to the eye, 
the hand and the heart. Some are also good for food! 
 



 
Five Things to Avoid in Games 
1. Giving unclear rules 
Because unclear rules make us anxious and want to opt out, it is key that rules 
are really clear. This means anyone running a game will need to think as hard 
about explaining the game as they will about the game itself. 
 
2. Setting up unhelpful social rules 
Games should not regularly reinforce some of 
the uglier social rules of life – competition, 
gender-battles, and survival of the fittest. This 
demands a lot of preparation. Competition is 
not ruled out, nor are boys vs. girls, nor are 
athletic games. They just need to be varied 
regularly. 
 
3. Entrenching certain relationships 
Games can work against healthy church-family 
relating if they reinforce cliques and outsiders. Choose your games and run 
them in a way that breaks down the norm, rather than reinforcing it. 
 
4. Not allowing soft-involvement and opting out 
Games are not for everyone. Or rather, everyone has to be able to find their 
place in a game. For some people, this is the sideline. For others, it is a place 
where you can watch, but not have to be at the centre of the action. People 
will find their comfort-zone in a game. A good game allows them that and then 
also tempts them out of it…safely. 
 
5. Games overtaking other stuff 
OK, it is time to say it. Games should be great fun. But they should not be 
dragged out because everyone knows it is more fun than praying or reading 
the bible or talking. This is just a matter of discipline. A game is a game, a 
discussion is a discussion. Let’s let them all be what they are and be their own 
kind of beautiful. You don’t make a discussion more beautiful by removing 
games, and you don’t make a game beautiful by elevating it above prayer. The 
point of games is to allow experimenting in relationships that will help us do 
the rest of church-family stuff even better. 
 
Well-Thought-Out Games 
Choose games for purpose, value variety, and consider stringing them together 
in developments.  
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