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Teacher Responsibilities
Each JBS group needs a team of 
leaders who will work together to 
plan each meeting. This group will 
want to meet together and pray for 
themselves and the children who 
will be attending. Basically there are 
two main responsibilities:

Lead Teacher/Director
• �leads planning for the meetings
• �makes copies of activity pages and 

answers for leaders
• �gathers supplies and resources 
• �conducts WORKOUT for each 

meeting
• �conducts WARM-UP and THE 

TOURNAMENT (if there is no 
recreation leader), conducts COOL 
DOWN and plans for refreshments 
(if there is no refreshment leader) 

• �prays for each child and leader 
by name and prays for the JBS 
meetings.

Leaders (one per every seven to 
eight children) will:
• �participate in planning meetings 

led by a lead teacher
• �complete assignments given by the 

lead teacher
• �lead a group of children to 

complete an activity page 
during the meeting, following 
the guidelines on the page, and 
encouraging the children to take 
the pages home

• �assist the lead teacher with 
recreation, and refreshments

• �pray for each child and leader 

The Schedule
January Bible Study is written 
for a 1½-hour schedule. Although 
JBS may be expanded to 2 hours 
or condensed to 1 hour, the 
1½-hour schedule will allow you to 
accomplish each meeting’s purpose 
with greater ease and success. The 
recommended schedule and the two 
alternate schedules are listed below.

Recommended Schedule
(1½ hours)
10 �minutes—WARM-UP  

(Get-involved Activity)
30 �minutes—WORKOUT (Group 

Study)
20 �minutes—STRETCHING 

(Bible-verse Memory Time)
20 �minutes—THE TOURNAMENT 

(Games and Activities)
10 �minutes—COOL DOWN 

(Refreshments and 
Conclusion)

Expanded Schedule
(2 hours)
15 �minutes—WARM-UP  

(Get-involved Activity)
30 �minutes—WORKOUT (Group 

Study)
30 �minutes—STRETCHING 

(Bible-verse Memory Time)
30 �minutes—THE TOURNAMENT  

(Games and Activities)
15 �minutes—COOL DOWN 

(Refreshments and 
Conclusion)

Condensed Schedule
(1 hour)
  5 �minutes—WARM-UP  

(Get-involved Activity)
20 �minutes—WORKOUT (Group 

Study)
15 �minutes—STRETCHING 

(Bible-verse Memory Time)
15 �minutes—THE TOURNAMENT  

(Games and Activities)
  5 �minutes—COOL DOWN 

(Refreshments and 
Conclusion)

Foundational Teaching
As a teacher of children, your role 
is to lay spiritual foundations in the 
children’s lives upon which God’s 
spirit can build. During this JBS, you 
will be teaching age-suitable Bible 
study about the answers to life's 
questions provided by God.

Like JBS?
If you like these meetings, check 
out TeamKID! JBS follows the same 
meeting plan as found in TeamKID. 
For more information or to order, go 
to www.lifeway.com/teamkid.
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Purpose:
This meeting can help children learn that Jesus is the only Son of 
God, and He was sent to be the Savior of the world. TeamKIDs will 
learn that Jesus is the Good Shepherd who willingly laid down His 
life for His sheep. Children can have the opportunity to hear the 
gospel.

Levels of Biblical Learning Concept: Jesus
Grades 1–2: �Jesus is the only Son of God, and He was sent to be the 

Savior of all people.
Grades 3–4: �Jesus is the only Son of God, and He was sent to be my 

Savior.
Grades 5–6: �Jesus is the Messiah and Savior, and God sent Him to 

fulfill His promise of redemption.

Bible Material: 
Jesus Is Our Shepherd (John 10:1-18)

          WARM-UP
Get-involved Activity
(5–10 minutes)

Play an upbeat song from the TeamKID Jesus’ IMs CD as kids enter. 
Form two teams of equal size. Instruct each team to hold hands to 
make a circle. Explain that the circle is the “sheep pen.” Ask two 
coaches to stand outside their assigned “sheep pen” circles. Give each 
coach a “sheep” (beanbag) and a horn.

Explain: “This game is called ‘Sheep in the Pen.’ Good shepherds 
keep their sheep in the pen. One coach will blow a horn and toss a 
beanbag representing the sheep into the air. While holding hands, walk 
your ‘sheep pen’ circle across the playing area and try to make the 
‘sheep’ (beanbag) land inside the circle. At the same time, the second 
coach will toss his ‘sheep’ (beanbag) into the air and blow his horn 
twice to signal the second ‘sheep pen’ circle to do the same thing.” 
Play!

Guide kids to sit in the center of the room on the floor. Say: “You 
just played a game about sheep. In WORKOUT, you are going to hear a 
Bible story about a shepherd.”

Memory Verse:
John 10:11

Extra Memory Verse:
Isaiah 9:6

TeamKID Motto:
  Learning about God
  Using the Bible
  Living for Jesus

Club Bible Verse:
Proverbs 3:5-6

Adaptations :
For Beginning Readers and Preteens 
(Meeting 7) see CD Item 18.

Provide:
q �TeamKID Jesus’ IMs CD
q �CD player
q �Two beanbags
q �Two horns or kazoos

To Do:
q �Cue the CD to an upbeat song.

TIP: Easy does it! Play several 
rounds. At first, ask the coaches 
to stand close to the circles and 
toss the beanbag gently. After kids 
get the hang of it, instruct coaches 
to stand at a greater distance 
and to make their tosses more 
challenging.

I Am the Good Shepherd Meeting

7

Meeting 7: I Am the Good Shepherd



TeamKID • Jesus’ IMs64

Provide:
q �TeamKID Motto Banner or 

poster
q �TeamKID Club Bible Verse 

posters (from Meeting 1) 
q �TeamKID Jesus’ IMs CD
q �CD player

To Do:
q �Cue the CD to the “TeamKID 

Club Song” (1).

Provide:
q �“Sheep Facts” (CD Item 16)
q �Heavyweight paper
q �Scissors
q �A whistle from the TeamKID 

Children’s Game Pak
q �Activity Book page 21
q �Pencils
q �Bibles

To Do:
q �Print CD Item 16 on heavyweight 

paper and cut apart.

Provide:
q �“Story Key Word Signs” (CD Item 

17)
q �Heavyweight paper
q �Scissors
q �A Bible

To Do:
q �Print CD Item 17 on heavyweight 

paper and cut apart.
q �Study your Bible and the printed 

story. Be prepared to share it 
with great expression.

          WORKOUT
Group Study
(20–25 minutes)

1. Begin the meeting. Display the TeamKID Motto. Lead the children 
in saying the TeamKID Motto. Lead the kids to quote the TeamKID 
Club Bible Verse. Then lead the kids to sing and do motions while 
playing the “TeamKID Club Song” from the CD.

2. Learn about sheep and shepherds. Distribute the “Sheep Facts.” 
Say: “Today you will learn about sheep. I will ask you to read a ‘Sheep 
Fact.’ If the group believes the statement is true, then say, “Baa.” If you 
think the statement is false, then howl one time like a wolf. Stop when 
I blow the whistle so you can hear the correct answer.”

Call on kids by number to read the facts. Let kids “baa” and “howl” 
for three seconds and then blow the whistle. Tell why the false cards 
are incorrect. Read all of the cards.

Distribute the activity pages and pencils. Lead younger children 
to learn about “Shepherds and Sheep” by labeling the descriptions of 
each on the staffs and sheep. Discuss “Shepherds Slept Where?”

Let older children complete “A Shepherd’s Job Description” 
together. Discuss facts about sheep and shepherds. Let older children 
who finish use their Bibles to complete “Names of Jesus.”

3. Tell the Bible story using cue cards. Form two groups with older 
and younger children in both groups. Choose one child to stand in 
front of each group and hold up one of the “Story Key Word Signs.” 
Say: “In John 10, Jesus told a parable about sheep. Group 1, listen for 
details about Jesus, the Good Shepherd, and the door. Group 2, listen 
and remember what the story says about the hired man, thieves, and 
robbers. Everyone listen carefully.” Share the story expressively.

Jesus Is Our Shepherd
Jesus said, “If someone climbs over the fence of a sheep pen instead 
of going through the door, you know he is a thief. The real shepherd 
walks through the door. The doorkeeper opens it for him, and the 
sheep recognize the shepherd’s voice. He calls them each by name and 
leads them out. When the shepherd gets them all out, he safely leads 
them. The sheep follow him because they know his voice. The sheep 
won’t follow strangers. In fact, they will run away because they don’t 
recognize their voices.” Jesus told this simple story, but the people did 
not understand what He was talking about.

So Jesus explained the story and told the meaning of each part. 
The door for the sheep is Jesus. All others who say they are the real 
shepherd are just thieves and robbers. The sheep won’t listen to them. 
Jesus is the only door to go through or way to take to be saved. He 
takes care of everyone who comes to the Father through Him. Thieves 
kill, steal, and destroy. But Jesus gives real life that lasts forever!

Jesus, the Good Shepherd, even gave His life for the sheep. The 
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hired man is not the real shepherd. He doesn’t own the sheep, so he 
doesn’t care about them. When he sees a wolf, he runs away. Then, the 
wolf attacks the sheep and scatters the flock. 

But Jesus, the Good Shepherd, knows His sheep, and the sheep 
know Him. They know Jesus just as the Father and Jesus know each 
other. Jesus puts His sheep first; He even gave His life for them.

Jesus said He had other sheep, not in the same pen. These sheep 
would also listen to Him and become part of one flock with one 
Shepherd. Jesus was saying that He came to save the Gentiles as well 
as the Jews. Jesus willingly gave His life for everyone. 

Jesus said that the Father loves Him because He would give up His 
life and get it back again. God gave Jesus this power.

—Based on John 10:1-18

Ask the kids in Group 1 to share what they can remember about 
Jesus, the Good Shepherd, and the door. Ask the kids in Group 2 to 
share what they can remember about the hired man, thieves, and 
robbers.

4. Play “Get the Message” to review. Remain in two groups. Call 
attention to the Giant Game Floor Mat set up for “Get the Message.” 
Say: “I will ask multiple-choice questions. If you answer correctly, turn 
over two cards to try to match IM (Instant Message) symbols. If you 
make a match, remove the cards to reveal part of a secret message. 
The goal of the game is to be the first group to guess the complete 
secret message. Now play ‘Get the Message.’ ”

Play the game according to the instructions. Alternate questions 
between groups. If a question is missed, give the other group a chance 
to answer. Give groups a chance to guess the secret message when 
they get a match. Play until the message is guessed or revealed.

Review Questions: (Correct answers are in bold type.)
  1. �In John 10, who do the sheep represent? a. animals, b. robbers, 

c. God’s people, d. slaves.
  2. �In John 10:1 and 7, who is the door? a. Jesus, b. the hired man, 

c. the sheep, d. It’s just a door.
  3. �In John 10:11 and 15, who lays down His life for the sheep? a. the 

Good Shepherd, b. God’s Son, c. Jesus, d. all of the above.
  4. �In John 10:11, who is the Good Shepherd? a. David, b. John, 

c. Jesus, d. Holy Spirit.
  5. �In John 10:12, what makes the hired man run? a. thieves, 

b. robbers, c. wolves, d. fireworks.
  6. �Which is not a description of what thieves do according to  

John 10:10? a. steal, b. kill, c. destroy, d. gossip.
  7. �John 10:3-5 says that sheep won’t follow a stranger because they do 

not recognize his: a. face, b. smell, c. voice, d. name.
  8. �John 10:10 describes the life Jesus gives as: a. abundant (HSCB 

and NIV), b. eternal, c. full (NIV), d. all of the above.
  9. �In John 10:16, who are the other sheep? a. dressed up wolves, 

b. goats, c. false prophets, d. Gentiles.
10. �In John 10:17-18, whose plan was it for Jesus to die and rise again 

Provide:
q �Giant Game Floor Mat
q �“Get the Message Game Tiles” 

(CD Item 1)
q �Heavyweight paper
q �A marker

To Do:
q �Set up the “Get the Message” 

game according to the 
instructions on the CD-ROM. 

q �Print the secret message on 
heavyweight paper in landscape 
format, one word per page: 
Jesus, the Good Shepherd, laid 
down His life for the sheep. 
So admit, believe, and confess 
Jesus as your Savior.

q �Place the secret message in 
order, printed-side down, behind 
the game tiles.

Meeting 7: I Am the Good Shepherd
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Provide:
q �A poster board
q �A marker
q �Masking tape

To Do:
q �Print the verse and reference of 

John 10:11 in large letters on the 
poster board. Tape the poster on 
the focal wall.

Provide:
q �TeamKID Jesus’ IMs CD
q �CD player

To Do:
q �Cue the CD to “He is The One” (4).

Provide:
q �Activity Book page 22
q �Pencils
q �Bibles 
q �Optional: small mirror for older 

children 

Evangelism Guidelines for Teachers 
and Parents
Remember these guidelines 
when talking with children about 
becoming a Christian:
• �Talk with children individually.
• �Be conversational as you talk 

with a child.
• �Ask open-ended questions.
• �Give the child time to think and 

respond.
• �Listen carefully to the child’s 

questions and answers.
• �Use the Bible.
• �Show sincere concern, but avoid 

becoming emotional.
• �Speak in a normal tone of voice.
• �Avoid talking about sin in such a 

way that you penetrate the child’s 
privacy or elicit an unhealthy 
sense of guilt.

NOTE: If time allows, read or pray 
Psalm 23 to stress that Jesus, the 
Good Shepherd, takes complete 
control of your life when you 
become a Christian.

for the salvation of the world? a. God the Father, b. disciples, 
c. Jews, d. Gentiles.

11. Quote John 10:11

5. Explain the memory verse. Call attention to the Bible verse poster 
displayed on the wall. Read John 10:11 to the group. Say: “Today’s 
verse is from the Bible story.” Ask the following questions: 
    •Who is speaking? (Jesus) 		 • Who are the sheep?” (people) 
    • �What does it mean for the Good Shepherd to lay down His life for 

the sheep?” (to give His life to save others)
Say: “Jesus gave up His life because of love. Jesus loves you and 

died on the cross for your sins. He gave up His life to pay the penalty 
for your sins. Say this verse together again and be grateful for Jesus’ 
love and sacrifice.” Repeat the verse.

6. Sing and worship. Play “He is The One” on the CD player. Ask the 
kids to sing along with the recording. 

7. Present the ABCs of Becoming a Christian. Form groups of older 
and younger children and place a coach in each group. Give each child 
an activity page and a pencil. Instruct coaches to say: “God loves you 
so much that He sent Jesus to die for your sins. God’s plan was for 
Jesus to die and rise again so that you may have life.” 

Help younger children find “ABC Sheep.” Lead them to decode the 
words at the top and then to work as a group to circle the correct ABC 
stones. Cross out the stones with wrong words. Say: “If you are not 
already a Christian, God will help you know when the time is right. 
Talk to a parent, coach, or minister anytime you want to know more.”

Guide older kids to find “ABC, Jesus Died for Me!” Explain how 
the Old Testament system of animal sacrifices offered only temporary 
forgiveness of sins. Share how Jesus’ voluntary death on the cross paid 
the price for the sins of everyone forever. Walk through the ABCs of 
Becoming a Christian. Ask children to use their Bibles to find and read 
at least the first two verses of each step. Complete the “I am ready to 
become a Christian when...” activity by using a mirror or just letting 
kids read backwards to fill in the blanks. Encourage the children to be 
sensitive to God and to talk to adults about this important decision.

8. Pray in groups. Pray and thank God for the children who are 
already Christians. Pray that all of the children will make Jesus their 
Savior and Lord when the time is right. 

 
          REACH OUT
Missions Emphasis Time
(10–15 minutes)

Say: “Today you have learned how shepherds sacrifice themselves 
for their sheep. Jesus, the Good Shepherd, even gave His life for His 
sheep, people. Missionaries around the world make many sacrifices to 
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tell others about Jesus. Missionaries leave their homes, families, and 
countries. Missionaries and their kids, or third culture kids, give up 
things you may take for granted every day. Ask: “What are some things 
that you think third culture kids give up?” (Let kids answer.) 

Say: “Most third culture kids like living in other countries, even 
though it is hard to give up some things they might enjoy in America.” 
Show the table with several items that third culture kids and their 
families may or may not have.

Divide the group into two teams of equal size. Ask each team to line 
up about 10 feet away from the table. Assign each player on both teams 
a number, starting with one. Say: “I will call out an item from the table 
and a number. The two players with that number will run to the table 
to see who can get the item first. For instance, I may say, ‘baseball, 
number three.’ The two players with number three will race to see who 
gets the baseball and can take it back to her team.” Play until all of the 
items are gone.

Say: “Giving up things like this might be hard. Some missionaries 
give much more. Most missionaries live free from danger, but some 
even give their lives so others may know Jesus. Lottie Moon, the 
famous missionary to China, shared her food during famine and 
died of pneumonia complicated by malnourishment. In recent times, 
missionaries in Iraq and Yemen have been killed. Missionaries need 
your prayers.”

Pray and thank God for the sacrifices that missionaries make. Ask 
God to help missionaries to be faithful to His call.

          STRETCHING
Bible-verse Memory Time
(5–10 minutes)

Distribute the Bibles. Ask the children to find today’s memory verse 
(John 10:11). Ask two children to read the verse from their Bibles. 
Point to the memory verse poster and lead the group to read the verse 
aloud.

Stand in a circle. Go through the verse slowly, one word at a time, 
and ask for volunteers to make up an action for each word. When 
words repeat, use the same action. Once you have an action for each 
word, repeat the verse twice and lead everyone to do the actions.

Say: “Now, say the verse around the circle. Only one person will say 
each word and do the action. The next person will add the next word 
and action and so on until you complete the verse. See how many times 
you can say the verse around the circle in three minutes.” Set the timer 
and begin saying the verse around the circle. Keep track of how many 
times the verse is quoted and announce the total when time is up.

Provide:
q �As many of the following items 

as you can find: potato chip bag, 
jar of peanut butter, canned soft 
drink, toaster pastries box, hot 
dogs package, pizza box, fast-
food hamburger box or wrapper, 
wrapped candy bar, macaroni 
and cheese box, photo of 
grandparents, English dictionary, 
USA church photo, superstore 
shopping bag, dog or cat collar, 
iPod®, TV remote control, 
handheld video game, American 
flag, baseball, basketball, 
football, movie poster or tickets, 
and cell phone

To Do:
q �Prepare a table in the center of 

the room with as many of the 
items listed as you can find.

NOTE: No pizza box or jar of peanut 
butter? No problem! If you cannot 
find enough of the real objects, 
print the name of each item on a 
piece of paper.

TIP: Use a map or a globe to show 
the countries of China, Iraq, Yemen, 
and other places where you know 
missionaries.

Provide:
q �Bibles
q �John 10:11 Poster (from 

WORKOUT Step 5)
q �A timer or stopwatch

TIP: Ideas for verse actions:
If kids need ideas, suggest: 
• I–point to self
• �the–make a “T, time-out” signal 

with both hands
• Good–thumbs up
• �Shepherd–lean on imaginary staff
• life–put both hands on heart
• for–hold up four fingers
• �sheep–put hands by ears or get on 

all fours.

TIP: Encourage success! Allow kids 
to prompt others who need help 
with a word or action.

Meeting 7: I Am the Good Shepherd
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Provide:
q �Whistle from the TeamKID 

Children’s Game Pak

Provide:
q �Masking tape
q �Foam packing peanuts
q �Poster board (half sheet for each 

team)
q �Scissors
q �Whistle from the TeamKID 

Children’s Game Pak

To Do:
q �Tape Start and Finish lines 15 

feet apart.
q �Cut each sheet of poster board 

in half.

Provide:
q �A blindfold for each team
q �Whistle from the TeamKID 

Children’s Game Pak

          THE TOURNAMENT
Games and Activities
(15–20 minutes)

Blow the whistle to begin THE TOURNAMENT time. Choose from the 
following games and activities. 

Who’s the Missing Sheep?
Seat the children on the floor. Say: “Shepherds are found throughout 
the Bible. In the Old Testament, David was a shepherd. In the New 
Testament, Jesus called Himself the Good Shepherd. You will play a 
game called ‘Who’s the Missing Sheep?’”

Choose one child to be the shepherd. Ask her to turn away from 
the group and close her eyes. The other children will be the sheep. 
Secretly select one child to be the runaway sheep. Ask that child to 
quietly leave the room. 

Cue the shepherd to turn around and guess which of the sheep has 
run away. After being guessed, the runaway sheep then becomes the 
shepherd. Play until all of the children get to be the shepherd or for as 
long as time allows.

Herd the Sheep Home
Form equally-sized teams of up to eight children. Ask each team to line 
up behind its Start line. Give each child two foam packing peanuts.

Say: “In this game you are going to herd ‘sheep.’ The foam packing 
peanuts are your ‘sheep.’ The object of the game is to move your 
‘sheep’ from the Start line to the Finish line without touching it.” 
Show the kids how to wave the poster board to create a breeze that 
will blow the packing peanuts across the floor.

Blow the whistle to signal the first player in each line to put his 
“sheep” on the ground and “herd” them toward the Finish line. Remind 
them not to touch any other players or any sheep.

Say: “When you reach the Finish line, leave your sheep and bring 
the poster board back to the next person in line.” Continue playing 
until everyone has had a chance to herd sheep.

Ask: “In this game, could the sheep move on their own?” (No, 
they needed a shepherd.) Say: “Jesus wants to lead you and be your 
Shepherd. First, you must follow Him. You start that journey when you 
make Jesus your Savior and Lord.”

Shepherds, Call Your Sheep!
Form teams of four to six children. Ask each team to select one 
“shepherd.” The remaining team members are the sheep. Give each 
team a minute to make up and practice a unique sheep call. Place the 
shepherds across the room from the sheep.

Blindfold one sheep on each team and spin him around four times. 
Blow the whistle to cue the shepherds to start calling their sheep. 
The blindfolded sheep will try to find and touch the shepherd. The 
shepherd cannot move to the sheep; the sheep must find the shepherd 
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by listening to the call. Once the sheep finds the shepherd, he may 
remove the blindfold and run back to the team. The team blindfolds 
the next person, spins her around and continues. The first team to get 
all of its sheep to the shepherd wins.

Seat the children and ask: “How did you find the shepherd?” (by 
listening to the call) Say: “Jesus said that He is the Good Shepherd and 
His sheep will know His voice. Listen carefully when God speaks to 
you.” 

          COOL DOWN
Refreshments and Conclusion
(5–10 minutes)

As the children come to COOL DOWN, direct the kids to pick up the 
“shepherd staffs” refreshments. Ask them to sit down but not to start 
eating. Ask: “Who can say the Bible verse?”

Let the children recite the verse. Say: “Today you learned that Jesus 
is the Good Shepherd who laid down His life for you. As you enjoy 
refreshments, think about how Jesus is your Good Shepherd. Thank 
God for the love and sacrifice of His Son.”

Pray and thank God for the refreshments. Ask God to help each boy 
and girl to accept Jesus as Savior and Lord. Play “He is The One” from 
the CD as the kids eat. Talk about the importance of following Jesus.

Meeting 7: Answers to Activity Books

Grades 1–3
“Shepherds and Sheep” 
“Shepherd” words to copy onto staffs: feeds, protects, rescues, leads, 
watches
“Sheep” words to copy onto sheep: eats, protected, rescued, follows, 
watched

“ABC Sheep” 
Coded words: admit, believe, confess
Circle stones 1, 3, 6

Grades 4–6
“A Shepherd’s Job Description” 
ACROSS: 1. sheep; 3. backs; 4. comfort; 9. grazing; 10. water
DOWN: 2. pastures; 5. mountain; 6. disease; 7. danger; 8. protect

“Names of Jesus” 
Lord Jesus, the Great Shepherd of the sheep

“I am ready to become a Christian when...” 
repent, make, truth, actions, please

Provide:
q �Pretzel rods (shepherd staffs) 
q �Water
q �Ice
q �Cups
q �Napkins
q �TeamKID Jesus’ IMs CD
q �CD player
q �Optional: Provide melted 

chocolate or yogurt for dipping 
the pretzels in.

To Do:
q �Prepare the snack table.
q �Cue the CD to “He is The One” (4).

Meeting 7: I Am the Good Shepherd
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I Am the Good Shepherd 
(John 10:1-18)

Grades 1–3
Meeting

7

Look at the words on each cotton ball. Copy the words that describe sheep onto 
the sheep’s body. Copy the words that tell what shepherds do onto the staff. Talk 
about which words apply to Jesus.

Shepherds put sheep into pens at night to protect them from thieves, 
weather, and wild animals. Shepherds often slept in the pen to 
protect their sheep. Jesus, the Good Shepherd, cares for those who 

follow Him, just like the shepherd cares for his sheep.



Are you ready to follow Jesus? 
Talk to a parent, coach, or minister about these 

Scriptures and the ABCs of Becoming a Christian.

22 TeamKID Jesus’ IMs Activity Book Grades 1–3  © 2007 LifeWay Press®  Printed in the United States of America.

Decode the words and then help the sheep 
find the right path for the ABCs of Becoming a 
Christian. Circle the stones with the real ABC 
steps. Cross out the stones that are not true.

This Week
Memory Verse

John 10:11

Next Week
Memory Verse

Luke 6:36

Admit: agree, acknowledge, or own up to
Believe: to accept as true, genuine, or real
Confess: to tell or make known
Savior: �one who saves—Jesus is your Savior 

because He gave His life and died on the 
cross to pay the penalty for your sins

Children of missionaries 
may be called MKs 

(Missionary Kids) or 
TCKs (Third Culture 

Kids). Pray for these kids 
who have to leave their 
countries and extended 
family and adapt to new 
language, culture, food, 

and customs.
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I Am the Good Shepherd 
(John 10:1-18)

Grades 4–6
Meeting

7

Learn about the duties of a shepherd by completing this 

crossword. How does this list apply to Jesus, the Good 

Shepherd?

  ACROSS
  1. Manage and completely take care of the __________. 
  3. �Help sheep stand up that are turned over on their              

___________ and cannot get up. 
  4. Calm and ___________ the sheep when they are afraid. 
  9. �Keep the sheep from __________ the same land until  

it is ruined. 
10. �Find fresh streams and rivers to provide  

clean unpolluted _____________.

DOWN
2. �Provide ample food by moving flocks         

to fresh ______________ often. 
5. �Move sheep up to the higher _____  

ranges in the spring and summer. 
6. �Keep away flies and parasites that cause 

____________. 
7. �Rescue the sheep from _____________ or 

difficult places. 
8. �Provide shelter and ____________ sheep 

from enemies.

What name does Hebrews 13:20 use for Jesus? 
________________________________Just as a shepherd cares for his sheep, Jesus cares for 

those who follow Him. Read Psalm 23 to see all that 

the Lord does for His sheep.
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This Week Next Week
Memory Verse

John 10:11
Extra Verse

Isaiah 9:6
Memory Verse

Luke 6:36
Extra Verse

1 John 4:8

In the Old Testament, temple priests 
would offer sheep as sacrifices to 
pay for the sins of the people. 

The New Testament says that Jesus 
willingly died on the cross to pay the 
penalty for the sins of the world. He 
died once and for all so that you can 
live. To accept this gift of eternal 
life, follow the ABCs of Becoming a 
Christian.

Admit to God 
that you are a 
sinner. Repent, 
turning away 
from your sin.
(Romans 3:23; 
Romans 6:23; 
1 John 1:9)

Believe that 
Jesus Christ 
is God’s Son 
and accept 
God’s gift of 
forgiveness  
from sin.
(John 3:16; 
Romans 5:8; 
Ephesians 2:8-9)

Confess your 
faith in Jesus 
Christ as Savior 
and Lord.
(Romans 
10:9-10,13)

I am ready 
to become a 

Christian when...

• �the Holy Spirit leads me to 
__________ and believe.

• �No one is pressuring me to 
__________ a decision.

• �I accept the __________ of the 
gospel, God’s Word.

• �I relate my thoughts and  
__________ to God.

• ��I want to __________ God and 
live for Christ.

Children of missionaries may be called MKs 
(Missionary Kids) or TCKs (Third Culture 
Kids). Pray for these kids who have to leave 
their countries and extended family and adapt 
to new language, culture, food, and customs.

1. repent

2. make

3. truth

4. actions

5. please



Adapting for Beginning Readers
•  WARM-UP: 

Use objects that float like balloons or feathers to give younger kids more time to catch the 
“sheep.”

•  WORKOUT:
 •  Step 3: Stop and start the Bible story, explaining meanings as you go through each part.

•  THE TOURNAMENT:
 •  “Who’s the Missing Sheep?”: Give hints about the missing sheep to help younger children.

Adapting for Preteens
•  WARM-UP: 

Put the coaches in between the circles and let circles compete for both beanbags.

•  WORKOUT:
 •  Step 2: Give a thumbs-up or thumbs-down for true and false instead of animal noises.
 •  Step 7: Share your testimony of how you became a Christian as you share the ABCs of 

Becoming a Christian.

•  THE TOURNAMENT:
 •  “Who’s the Missing Sheep?”: Make the game more challenging for older children by using a 

timer. Give each shepherd one minute to guess which of the sheep is missing.

Meeting 7 Teaching Adaptations
TeamKID Jesus’ IMs
© 2007 LifeWay Press®

Printed in the United States of America.

Instructions: Use these suggestions to simplify 
activities for beginning readers and to make them 
more challenging to preteens during Meeting 7.

CD Item 
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Story Key Word SIgns
TeamKID Jesus’ IMs
© 2007 LifeWay Press®

Printed in the United States of America.

Instructions: Print on heavyweight paper and cut apart. Use according to instructions 
during WORKOUT Step 3, in Meeting 7.

CD Item 
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Jesus

The Good Shepherd

door

hired man

thieves

robbers



Sheep Facts and Answers:
  1.  A ram is a male sheep. A ewe is a female sheep. A lamb is a baby sheep. 

(Baa—true)
  2.  Sheep are raised for their wool, meat, skin, and sometimes milk. (Baa—true)
  3.  Sheep live in temperate climates and eat only grain. (Howl—false, Sheep eat 

wild grasses and even weeds in the pasture.)
  4.  Sheep are often put into sheep pens to protect them from thieves, weather, or 

wild animals. (Baa—true)
  5.  Sheep are very independent and can feed and protect themselves. (Howl—

false, Sheep are completely dependent on their shepherd for food, water, 
shelter, and protection.)

  6.  Sheep will not lie down unless they are free from fear, aggravations, and 
hunger. (Baa—true)

  7.  “Cast down” sheep are turned over on their backs and cannot get up 
themselves without help from their shepherd. These sheep will die if the 
shepherd does not pick them up in time. (Baa—true)

  8.  Sheep rarely follow a routine and naturally move to new pastures. 
(Howl—false, Sheep are creatures of habit. They will follow the same trails, 
graze the same hills, and ruin the ground if not well-managed.)

  9.  Sheep get excited when a gate is opened to a new field. Even old ewes kick 
up their heels and leap with delight when led to a new pasture. (Baa—true)

10.  Sheep are very stubborn and often need their shepherd to rescue them from 
danger. (Baa—true)

Sheep Facts
TeamKID Jesus’ IMs
© 2007 LifeWay Press®

Printed in the United States of America.

Instructions: Print on heavyweight paper and cut apart the “Sheep Facts.” Distribute 
during WORKOUT Step 2, in Meeting 7.

CD Item 

16

1.  A ram is a male sheep. A ewe is a female sheep. A lamb is a baby sheep.

2.  Sheep are raised for their wool, meat, skin, and sometimes milk.

3.  Sheep live in temperate climates and eat only grain.

4.  Sheep are often put into sheep pens to protect them from thieves, weather, or wild animals. 

5.  Sheep are very independent and can feed and protect themselves.

6.  Sheep will not lie down unless they are free from fear, aggravations, and hunger. 

7.  “Cast down” sheep are turned over on their backs and cannot get up themselves without help 

from their shepherd. These sheep will die if the shepherd does not pick them up in time.

8.  Sheep rarely follow a routine and naturally move to new pastures. 

9.  Sheep get excited when a gate is opened to a new field. Even old ewes kick up their heels and 

leap with delight when led to a new pasture.

10.  Sheep are very stubborn and often need their shepherd to rescue them from danger.  
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“Get the Message Game Tiles”
TeamKID Jesus’ IMs
© 2007 LifeWay Press®

Printed in the United States of America.

Instructions: Print two of each game tile on heavyweight paper. Write each word of the message you will use on a separate piece of paper.  
Use blank pieces of paper for spaces between words. Place the message, in order and printed side down, in the pockets of the Giant Game 
Floor Mat. Clip the game tiles, printed-side down, to the outside of the pockets using paper clips. If kids will play more than one round of the 
game at a time, print each set of message tiles on a different color paper. Stack the message cards in order in the pockets. 
Used during: WORKOUT Step 5, in Meeting 1; WORKOUT Step 4, in Meeting 7; WORKOUT Step 3, in Meeting 19; THE TOURNAMENT 
“Get the Message,” in Meeting 43.

CD Item 

1

Directions for playing “Get the Message”:
Form teams. Ask a player to choose two cards that are clipped to the Giant 
Game Floor Mat and to turn them around to show the symbols on them. If the 
two symbols do not match, the child turns them back over and clips them back 
to the mat. The next team takes a turn. If the two symbols match, the child gives 
the cards to a coach. The coach turns over the cards that are in the pockets so 
that the printed side is showing and allows the player and his team 10 seconds 
to guess the message. If the team correctly guesses the message, the game is 
over. If the team does not correctly guess the message, the next team takes a 
turn. Explain that a team can only guess the message on its turn. 
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