
[image: image1.png]



TIGro – Training Interested Group

Summer Course Social Activities Handbook



CONTENT:

4Get 2 know Games

1.
Autograph
4
2.
Who Is Sitting....
4
3.
Bluff-Club
4
4.
Question To A Neighbour
4
5.
Making Acquaintance
5
6.
To Roll Up - To Unwind
5
7.
Let's Introduce Ourselves!
5
8.
Felt Hats
5
9.
Names & Adjectives
5
10.
Names & Stories
5
11.
The Stone Sharing Exercise
5
12.
Ball Toss / Group Juggle
6
13.
Find An Object
7
14.
Interviewing & Introducing
7
15.
Toilet Paper Go-Round
8
16.
Two Truths & A Lie
8
17.
The Name Game
9
18.
Person-To-Person
9
19.
Secret Agent
9
20.
Play Machine
10
21.
Laughing Hankie Elimination Game
10
Party Games
11
1.
Has It The Player Next To You?
11
2.
Pushing Ball With Banana
11
3.
Banana Feeding
11
4.
Lion Dance Contest
11
5.
The Bottle Fishing Contest
11
6.
The Chopstick In The Whole Contest
11
7.
Belly Dance Competition
11
8.
Funny Face Competition
11
9.
Camel Riding Demo
12
10.
Mummy Wrapping Contest
12
11.
Chopstick Handling Skill Contest
12
12.
Dance Competition
12
13.
Stars Impersonation
12
14.
Post
12
15.
With The Calendar's Page
12
16.
Excuse Me!
13
17.
Dominoes
13
18.
Games To Play While Dancing
13
19.
Choose A Pair!
13
20.
Endless Dance
13
21.
Find Your Own People
13
22.
People Don't Dance With The Hat On
13
23.
Snow-Slip
14
24.
The Most Favourite
14
25.
Real Man
14
26.
Roll A Ball
14
27.
Putting Of An Egg
14
28.
Lift A Ball To A Chin
14
29.
Resourceful Quests
14
30.
Where To Invest?
14
31.
Alcoholometer
14
32.
The Worst Tippler
15
33.
Merry Tailor
15
34.
Who's Your Mate?
15
35.
Musical Partners
15
36.
Tie A Yellow Ribbon…
15
37.
Mix And Match
15
38.
Bag A Mate
16
39.
Grab A Man
16
40.
Give Me Some Sugar
16
41.
Daiquiri Race
16
42.
Who Is The Deftest ?
16
43.
Has It The Player Next To You?
16
Indoor Games
17
1.
Paper-Bags
17
2.
Mongolian Game (Tsorog-Bombog)
17
3.
Spoon
17
4.
Gromolo
17
5.
Chain-Story
17
6.
Household-Game
18
7.
Game
18
8.
In The State Of Weightlessness
18
9.
The More Haste - The Less Speed
18
10.
Runners
18
11.
The Most Practical Gentleman
18
12.
Score A Goal
19
13.
From Hummock To Hummock
19
14.
What's Behind The Back?
19
15.
Underwater Swimming
19
16.
Putting A Shot
19
17.
Feed A Friend
19
18.
Find The Place
19
19.
Discoverer
20
20.
Head, Hand And Feet
20
21.
Long Arm
20
22.
Poor Piggy
20
23.
Builder
20
24.
Newton's Law
20
25.
Jumpers
20
26.
Bad Painters
20
27.
How Many Candies?
21
28.
Hop-Dop
21
29.
Who Is It?
21
30.
Chain
21
31.
Burglar
21
32.
Hen
21
33.
Spoiled Telephone
21
34.
Pantomime
21
35.
With The Closed Eyes
22
36.
Draw A Cow
22
37.
Artists - Virtuosos
22
38.
Myrshim
22
39.
The Great Mogul
22
40.
Match As A Spear
22
41.
Three Phrases
22
42.
Here's Many A Slip Between A Cup And Lip
23
43.
Wave Your Hands
23
44.
Listen, Believe, And Check Yourself
23
45.
By Word Of Mouth
23
46.
Jump Over A Needle
23
47.
Modeller
23
48.
The Best One
23
49.
The Saddest
24
50.
Do You Like Girls, Boys?
24
51.
Running With The Ball
24
52.
The Truth
24
53.
Who Are You?
24
54.
Kiss - For Adults Only :-)
25
55.
On A Desert Island
25
56.
Apple Of Discord
25
57.
Sniper
25
58.
Bread-Winners
25
59.
Sumo Struggle
25
60.
Fire Extinguishers
25
61.
Hit A Purse
25
62.
Love Statue - For Adults Only :-)
25
63.
Football
26
64.
Roulette
26
65.
Dress A Lady
26
66.
Final - For Adults Only:-)
26
67.
Being Blindfolded - For Adults Only:-)
26
68.
Evening Dress
26
69.
Stomach Dance
26
70.
Little Crocodile
27
71.
Pass The Ball
27
72.
Horror Film (Joking)
27
73.
Take A Small Box (Joking)
27
74.
Where Is The Coin
27
75.
Guard Your Safe
27
76.
As Little Legs As Possible
27
77.
Kiss The Bear
28
78.
Story Writing
28
79.
Vampire
29
80.
Goofy
29
81.
Grenade, Bomb, Flood, Gas Attack
30
Outdoor Games
31
1.
You Can't See Me !
31
2.
Cat And Mouse
31
3.
The Stalker.
32
4.
The Stalker (Variation)
32
5.
Swamp
32
6.
Meet My Friend
33
7.
Silly Symphony
33
8.
A Little Inconvenience
33
9.
Slash Hike
34
10.
Monster Relay
34
11.
Capture The Flag
35
12.
Smugglers And Spies
35
13.
Whistle Tag
36
14.
Light - No Light
36
15.
Find The Bell
37
16.
Triad
37
17.
Richmond Hill Hand Ball
37
18.
"Human Knot"
38
19.
Plate Race
38
20.
This Is A...
38
21.
Candle Relays
39
22.
Team Cheer
39
23.
4-Goal Soccer
40
24.
Moving Basket-Ball
40
25.
Microbe Marathon
41
26.
Hit And Go
41
27.
Blanket Volleyball
42
28.
Egg Throw
42
29.
The Clothesline
42
30.
Throw Boot (Wellington)
43
31.
Suck Peas
43
32.
Relay Skiing
43
33.
Sack Race
44
34.
Irish Christmas Eve (Outdoor Drinking Game)
44
35.
Families
44
High Energy Games
46
1.
Ace Baseball
46
2.
Arch Ball
46
3.
Bacon And Eggs
46
4.
Balloon Tag
46
5.
Balloons Over And Under
46
6.
Banana Relay
47
7.
Bird Hunter
47
8.
Blob Tag
47
9.
Capture The Flag
47
10.
Cat And Mouse
47
11.
Catching The Snake’s Tail
47
12.
Clam Free
48
13.
Clothes Pin Tag
48
14.
Crows And Cranes
48
15.
Dizzy Izzy
48
16.
Elbow Tag
48
17.
Everybody’s It
48
18.
Giants, Wizards, And Elves
49
19.
Guard The Bone
49
20.
Hill Dill
49
21.
Ice Cubes
49
22.
I’m Sending A Letter
49
23.
Jolly Green Giant
50
24.
Kabaddi
50
25.
Lemonade
50
26.
Life Saver Relay
50
27.
Line Push Tag
50
28.
Line Relay
50
29.
Log Roll
51
30.
Loose Caboose
51
31.
Man Overboard
51
32.
Neck Races
51
33.
Partner Tag
51
34.
People To People
52
35.
Pirates’ Gold
52
36.
Raid
52
37.
Red Rover
52
38.
Spear The Sweets
53
39.
Speed Rabbit
53
40.
Spoon Game
53
41.
Spud
53
42.
Steel The Bacon
53
43.
Triangle Tag
53
44.
Tunnel Relay
54
45.
Ultimate Deck Tennis
54
46.
Ultimate Frisbee
54
47.
Wizards And Gelflings
54
48.
Pippety Pop
54
49.
Little and Large
54
50.
Orchestra
55
51.
Land, Sea, Air
55
52.
Fill the Gap
55
53.
Electric Circuit
55
54.
Copycat
55
55.
Clappers
55
56.
Circle Cricket
55
57.
Center Catch
55
58.
Buzz
56
59.
Loot!
56
60.
All Those
56
61.
Moving Ring
56
62.
Spin the Plate
56
63.
Trains
56
64.
Musician
57
65.
Chair Dodge
57
66.
Circle Football
57
67.
Group Juggling
57
68.
Timber!
57
69.
In the Pond
57
70.
Come Along
58
71.
Catch the Stick
58
72.
Clap & Catch
58
73.
Head it, Catch it
58
74.
French Cricket
58
75.
"Take That!"
58
76.
Murder
59
77.
Cat and Mouse
59
Teambuilding Games
60
1.
Bid and Build
60
2.
Take the Challenge!
60
3.
Motion Machine
61
4.
Pass the Present
61
5.
Who Are You at the Zoo?
62
6.
Human Scavenger Hunt
62
7.
Aliens
63
Balloon Games
65
Drinking Games
66
1.
Tippler
66
2.
7-11-Doubles
66
3.
Baseball
66
4.
Beer 99
67
5.
Beer Roulette
67
6.
Beruit
67
7.
Another Game
68
8.
Big Chief
69
9.
Bite The Bag
69
10.
Boxhead
69
11.
Buzz
70
12.
Caps
70
13.
Cars
70
14.
Chandeliers
70
15.
Quarters
71
16.
Drug Dealer
71
17.
Fuzzy Duck
71
18.
The Matchbox Game
72
19.
The Two Coin Game
72
20.
The One Coin Game
72
21.
Pool Drinking Game
72
22.
Three Man
73
23.
Dimes
73
24.
Signage
74
25.
Beruit
74
26.
Six Cup
74
27.
Century Club
74
28.
Shots
75
29.
Spinning Coins
75
30.
Nob Fuck Cunt
75




[image: image2.png]



TIGro – Training Interested Group

Summer Course Social Activities Handbook

Get 2 know Games

1. Autograph 

All the participants are given the sheets of paper and felt-tip-pens. They must sign their names, draw ( but very quickly) an imp, to print a finger-tip, a lip stick or a shoe-sole on the sheet of paper-so as "to leave their autograph" on it. Then all the sheets are gathered together. Two of the players are "the detectives". Their task is to guess whose autographs these are. ("The detectives" must give their variants at once.) "The detective" who guesses the greatest number of the autographs wins.

2. Who Is Sitting....

It is the game which is used to help people remember names of the new people met.

What you need:

people

All the people are sitting in the circle (on the floor). One person is inside the circle. He is telling as quickly as possible ” What’s the name of the person sitting on your right / left side ?” , at the same time pointing to one of the persons sitting in the circle. The person must answer the question properly. If he makes a mistake , he takes the place of the person inside the circle and start asking the same question indicating other people. And the person who was so far in the circle is now sitting on the place of the person who didn’t manage to give the proper answer.

Remarks:

The most important thing is to keep the good tempo of the game, quickly saying the questions. Then it is funny, because people change their places very often and growing humorous confusion may be observed.

3. Bluff-Club 

All the players tell theirs stories in turn. (Before the telling the story The player puts a coin under the hat (all the rest players mustn't see in what way he/she puts it. Heads mean that the story is true, tails - that the story is fabricated)). As the tale-teller finishes his/her telling the story all the players express their opinion in turn: true or fabricated. After that the leader lifts the hat and all the players see - whether they were right or not. The player who is right gets a point. The player who is mistaken looses a point. The tale-tellers take their turns around the circle. As every player has told the story, the players count the points.

4. Question To A Neighbour 

All the players get into a circle, the leader is in the center. He/she comes to any of the players and asks the question (c.f. "What is your name?", "Where do you live?" etc.) But the questions must be answered by the neighbour on the left of the asked person. If answers the asked person, he/she must give a forfeit (a piece of clothes, watches etc.) to the leader. When the game finishes the forfeits are raffled. To get their forfeits back the players must fulfil any of the tasks.

5. Making Acquaintance

The instructor says: "Dear guests! We set out. Take your seats. We start up an engine – everybody claps the hands. Come along! We are stamping our feet, we are gradually gathering speed - 50km/h, faster - 60km/h, faster - 80km/h, 100km/h, 120km/h. Turn to the left - shake hands with the person next to you on the left. Go along! Our speed is 150km/h. Now we turn to the right -  shake hands with the person next to you on the right. We continue going. Now we are breaking.

We are rubbing against the nose of a person next to.

We are breaking … breaking …

At last we arrived.

How did you like our trip?"

6. To Roll Up - To Unwind

As the instructor pronounces "to roll up" he/she stretches the hands wide as though he/she wants to embrace the whole world. He/she asks everyone to do the same. As the instructor pronounces "to unwind" he/she embraces the player next to him/her. Everyone does the same. The tempo is raising gradually. This games is a good warming-up at discos or parties.

7. Let's Introduce Ourselves! 

All the guests (many of them) get into 2 circles: the ladies are in the inner one, the gentlemen are in the outer one. The ladies and gentlemen are facing each other. The number of ladies is equal to the number of gentlemen. As the music plays both of the circles are moving in the opposite directions (the inner circle is moving clockwise, the outer one is moving counter-clockwise). In 20-25 seconds the music stops. The circles stop moving. There form the pairs. The ladies and the gentlemen introduce themselves to each other. The ladies introduce themselves the first. Then they let the gentlemen know of their 2 hobbies and of 2 things they don't like. Then the music plays again. The round dance moves to the next pause etc.

8. Felt Hats

Each participant is given a pre-made red felt donut-shaped circle of approximately 18 inches in diameter and give the instruction to form some type of hat out of the felt piece. Participants are given enough time to make their hat, and each person explains the hat they created. This is a quick, and fun, way to "break the ice."

9. Names & Adjectives

Ask each participant to take a few moments to think of an adjective that starts with the same first letter as their first name (e.g. "Merry Marilee"). Start by modelling it yourself. Then move around the group asking each person to state their name/adjective combination.

Additionally, participants can be asked to share "where they work," or other pertinent information. At various points during introductions, or at the end, ask for volunteers to remember each of the names, with adjectives, that have been volunteered thus far.

Reinforce the efforts and successes of volunteers.

10. Names & Stories

Ask participants to introduce themselves, with each person talking briefly about the most ridiculous thing they've done in their working life.

11. The Stone Sharing Exercise

REQUIREMENTS:

Enough small, attractive, vari-coloured stones for everyone in the group. Have the group sitting in a circle, close enough to each other to hand off and receive stones easily.

INSTRUCTIONS TO THE GROUP (with rationale): 

"This warm-up exercise is designed to help us get in touch with three aspects of life that contribute to our overall health and well-being: a right relationship with ourselves; a right relationship with all other living beings; and a right relationship with the earth."

"After everyone has selected a stone from the basket that I will pass around, we will each share briefly with the group: 1) our full name and some mention of its possible meaning or significance to us, its family or ethnic origin, etc. (expressing right relationship with oneself); 2) an animal that has been special in our life, as a pet, e.g., or as an object of fascination and interest (expressing right relationship with all other living beings); 3) a place on earth that is special to us as a place of beauty, comfort, good memories, inspiration, relaxation (expressing right relationship with the earth)."

"I will start, and when I have finished sharing, everyone should pass their stone to the person on their left and receive the stone from the person on their right. This is the process that we will follow after every sharing. By the time we have finished the exercise, everyone will have had their stone touched by everyone in the group and will have touched everyone else's stone, and we will each end up with our

own stone."

"You may keep your stone for the rest of your life, or give it back to the universe at some point. You might keep it in your pocket, your pocketbook, on your desk, or on a shelf and it can serve as a reminder of each person who shared and with whom you connected during the exercise; it can serve as a reminder of this workshop/session/training/experience and of all the things that you will learn from it; and it can serve as a "touch-stone" to rub when you are feeling stressed.

"My name is . . . . . . . etc."

(You may have to remind and prompt about the way to pass off and receive the stones after your sharing as leader.)

VARIATIONS:

Right relationship with oneself can be expressed in a variety of ways: "My name is and my favourite colour is . . . and why," "My name is and I was born in (country, city, state, province, etc.)," "My name is and my parents are/were (professions, careers)," "My name is . . . and what gives me great joy in life is . . .," "My name is . . .and when I retire I am going to . . .," etc.

Right relationship with all other living beings can also be expressed in a multiplicity of ways: "My spouse/partner/children/grandchildren/favourite friend is/are special because . . . ," "What I value most in my friendships/co-worker relationships is . . .," "It is easier for me to forgive someone who has wronged me if . . .," etc.

Right relationship with the earth can also be expressed in many different ways: "What I do to care for the earth is . . .," "One way that the earth nourishes me is . . .," etc.

It is useful and helpful to process the exercise a little bit at the end and to allow for some expression of how it felt to do it.

12. Ball Toss / Group Juggle

Good for a group of at least 12 and up to 30 where some people know each other,

but the whole group is still getting acquainted:

Have 3 tennis balls handy. Get the group in a circle.

Facilitator tosses 1 ball to someone in the group whose name they know saying their name and then the other person's name (e.g. Sandy to John). John (person who receives the ball) tosses ball to someone whose name he knows (e.g. John to Phil). Phil tosses to someone whose name he knows and so on, saying both names all the way around the circle. The ball is tossed to each person one time only until everyone in the circle gets it and all names have been said.

THEN, facilitator starts again and tosses the balls to the same person (Sandy to John to Phil, etc.) only this time with 2 balls in succession (not at the same time) saying both names, both times. Balls get tossed to the same people they were originally tossed to; first one ball, then the next, all the way around the circle stopping when they get back to the facilitator.

THEN, facilitator starts again only with all three balls this time. Saying names each time, all three balls get tossed, in succession, in the same order until they get back to the facilitator.

By the time there are three balls going, it gets pretty chaotic and fun. By now all names have been said so many times everyone should have a pretty good idea of who's who and they are pretty warmed up and ready to go. If (I should say, when) someone drops a ball, simply give them a chance to chase it down and just pick up where you left off--no need to start again.

13. Find An Object

Objectives:

Creating an environment where it is safe for people to talk about who they are in a broader sense than might normally be socially acceptable. Learning about others in the group.

Design:

Give participants 10 minutes to find an object that represents either how they feel today, what they aspire to, what their job feels like, what they'd like to let go of to be present---the possibilities are wide open.

Participants can either hold on to their object or put it on a cloth in the center of the room (this assume people are in a circle on the floor or in chairs).

Have each participant share with the group what the object means to them. You can either go in order, let someone volunteer to be first and then go in order or let it go according to whoever is ready (this option often feels best).

Some considerations:

It helps to have access to nature because of the greatly increased store of objects to be found there but it can be also done it in homes. 

It is helpful to emphasize that they don't have to find the ultimate object and they shouldn't think too hard about it but just let objects speak to them, e.g. whatever seems to catch their eye should be considered. This is also a good example of "challenge by choice" in that participants can choose how much they wish to share of their "inner life" based on the notion that learning requires some willingness to risk

Alternative:

Each participant introduces themselves and then shows the group an object they brought into the session (It could be from their pocket, purse, briefcase, etc.) They must then tell the group why that object is significant to who they are.

14. Interviewing & Introducing

Objectives:

Learning enough about one other person to be able to introduce them to the entire group. All participants get to hear about other participants from the perspective of a third party instead of hearing from the person themselves. Provides a bit of a stretch for participants to have to ask someone they just met to tell them enough about themselves to introduce them.

Design:

Pair off the audience. Have the teams interview one another. Then have each take a turn introducing the other to the audience at large.

Interviews should be timed (begin, end) anywhere from 1-2 minutes to ? depending on how much time you want to allow for this activity.

Comments:

You can prepare questions ahead of time or provide just general guidelines for the interview. You may want to ask people to pick someone to interview that they don't already know.

15. Toilet Paper Go-Round

Material: 

1 roll of toilet paper (if you "borrow" it from an office bathroom, be kind and leave some for your colleagues!)

Instructions:

Pass around a roll of toilet paper and say something like "just in case this meeting gets a little messy, everyone needs to take some" (with no other qualifiers or instruction). Then go on with other business (agenda, minutes, "housekeeping" items...) as the roll makes it way around the room.

Some folks by nature will take many "squares" and some just a few.. once everyone has had the roll, and you've finished other business, ask everyone to introduce themselves and share with the group as many "things" about themselves as number of "squares"

they took! You can suggest the "things" be generic or make it work-related.. you choose.

16. Two Truths & A Lie

In groups of three to eight (depending on how much time you want to devote to this exercise) have individuals take turns making three statements about themselves -- two which are true; one that is a lie.

After an individual makes their statements, the other folks in the group discuss among themselves which seem most plausible and what is most likely to be the lie.

Once they come to some sort of consensus, the individual who made the statements not only tells which is the "lie" but also provides a bit more background about the "truths" as well as what made them think folks might have thought the "lie" was a "truth."

A group of three can easily do this in less than 10 minutes. A group of eight can take from 20 to 30 minutes.

Comments:

This game works well with groups that are new to one another. It is often surprising how relative strangers can instinctively pick up the nuances between truths and lies based on very little information. 

The game also works well with groups that have been together awhile and think they know a lot about each other. 

The first person or two asked to make statements can find it pretty difficult, but after a couple of folks have taken a turn others typically find it easier to do. One way to help alleviate this and make the process run smoother is to alert a couple of people beforehand to begin thinking so that they can be somewhat more ready to volunteer. This type of a "plant" can make it much easier for folks who come later because they won't see someone "struggle" and get "uptight" about their ability to "perform." Another way to get around the difficulty the "first" folks have is to start it yourself.

This exercise can also be done "electronically" with groups that aren't physically located together

17. The Name Game

While The Name Game is generally time-efficient, larger groups will require more time. Allot at least ten minutes for smaller groups (5 to 12 participants). Double the time for greater than twelve participants.

Design

1. Explain to participants that you are going to ask them to play "The Name Game." You will ask each person to introduce themselves, going person-to-person either clockwise or counter-clockwise around the group. Each person will be asked to introduce themselves by giving at least their name, their affiliation, and an interesting topic of choice (either you pick a topic such as 'Your ideal vacation..." or playfully ask the group-as-a-whole what they'd like to know about each other).

2. The main task for each person in The Name Game is to remember enough about each person so they could start from the beginning of the group and remember the names of all those who had introduced themselves thus far. Remind participants they are not to take notes during The Name Game.

3. Begin the introductions. After three or four people have introduced themselves, ask for a volunteer to name all those who had introduced themselves so far.

4. Pepper your facilitation of The Name Game with liberal amounts of appreciation and acknowledgement. Clapping is encouraged!

5. A nice variation of The Name Game is to break after someone has named all everyone else in the group, and encourage people to break up into "affinity groups" with others they'd like to talk with. In these smaller groups, any number of light topics can be used to help participants get to know each other a bit better.

18. Person-To-Person

There has to be an odd number of people for this activity to work. The facilitator stands in the midst of the group and asks everyone else to pick a partner. Explain that you'll give them from two to five commands that they must perform as a pair. The last command is always "Person-to-person" and everyone, including the person giving the commands, will have to scramble to find a new partner. The odd person out gets to go into the middle of the group and provide the next set of commands.

The game begins with the person in the center (initially the facilitator) giving instructions such as: "Elbow to elbow" and the pairs must put an elbow to elbow. The facilitator can then say: "Ear to ear" and the pairs then have to put an ear to an ear, as well as keeping the elbow to elbow. Then the facilitator says "Person-to-person," everyone finds a new partner, and you go on to the next person calling out commands. Depending on the group, this can get pretty interesting! 

Stop the game when you feel like it.

19. Secret Agent

In this game its best to have a pretty good sized, open area. Have folks begin by standing around in a circle. Tell them that there is someone in the group out to get them -- a "secret agent" -- and only you know who they are. Each individual also has a "bodyguard" who only they know about.

Then, quietly, without pointing, and without telling anyone, each individual identifies to themselves who their "secret agent" is for this game. After everyone seems to have made a selection, have them then select another individual -- quietly, without pointing, and without telling anyone -- who will serve as their "bodyguard" for the activity.

After everyone has made their selections let them know that they are now free to move around, but they must keep their "bodyguard" between themselves and their "secret agent" at all times. This can get pretty funny and interesting as people move about. It often turns into utter chaos because of the odd combinations of "bodyguards" and "secret agents."

20. Play Machine

One participant makes a motion and a sound to match it. Let's say she/he makes a punching motion in front of her/him and says, "Ha Ya!" (Pick activities that would be easy to do for a long period of time). The next participant comes up and chooses an interconnecting movement with the first one and makes a matching sound. Let's say she comes up behind her and pretends to tickle the first participant's stomach while she/he says "Hee hee hee!" Then another participant comes up and does an interconnecting motion and makes a sound. When all of the participants are doing this, someone can direct them to go faster, slower, louder, softer, and finally make them break down. 

Use this game as an introduction game by having the sound be each participant's first name.

21. Laughing Hankie Elimination Game 

This one is a wonderful ice breaker. In turn each contestant throws a handkerchief up in the air and catches it. After catching it, he quickly passes it along to the next contestant, who does the same thing.

While the handkerchief is in the air (but not being tossed to the next thrower), all the other contestants must laugh raucously, and immediately stop laughing when it is caught. This fast-paced game is over when players who inappropriately laugh, or fail to, are eliminated. This does lead to real laughter.
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Party Games

22. Has It The Player Next To You? 

This game is played at the dancing party. The participants get into 2 circles. The circles are moving clockwise. The instructor asks: "Have the players next to you shoulders?". The players answer: "They have!". The instructor asks the players to put their hands on the shoulders of the players next to them and to continue moving. The questions of the leader: "Have the players next to you noses?", "Have the players next to you ears?", "Have the players next to you waists?", "Have the players next to you knees?", "heels" etc.

23. Pushing Ball With Banana

Five (5) guys will have a long banana each tied to their waist, which will then be dangling. The contestant will then take part in a race whereby they will attempt to hit a ping-pong ball with the banana - hands-free to a set finishing line. The first to the line is the winner.

24. Banana Feeding

Five (5) couples to participate. The guys will blindfold the girl who is holding a long banana in her hand. When the music starts, she is required to turn a couple of rounds. Once music stops, the girl will stop and attempt to feed the banana to the guy, who will be squatting like a monkey. The one with the banana in his mouth, wins.

25. Lion Dance Contest

Five (5) to wear lion dance gear and perform a lion dance. The best act judged by the loudest applause wins

26. The Bottle Fishing Contest

With fishing rods, and small rings as hooks, participants try to catch (pull-over) soft drink bottles. The one with the greatest number of catches, is judged the winner. A game for all to enjoy, with the only criteria being the length of the string.

27. The Chopstick In The Whole Contest

With a chopstick tied to his waist and hands behind his back, male participants try to put the chopstick into a whole (can be a paper cup). A more mature version would be to tie the cup to a female participant

28. Belly Dance Competition

Take guys, especially with big bellies, to participate, complete with garlands, scarves and headgear. Their shirts will be rolled-up and tied to expose their tummies. The most "voluptuous" and "fairest of them all" wins.

29. Funny Face Competition

There is a prize for the person who can pull the funniest face. The winner will be judged on the greatest laughter.

30. Camel Riding Demo

To invite one participant to ride a mock-up camel. He will need to act-out riding a Male camel, a Female camel, a crazy camel and a drunken camel. The rider also need to produce his own "Sound effects" of each different camel. An appreciation gift to be given

31. Mummy Wrapping Contest

Five (5) couples to participate, whereby the girl will be wrapped-up by the guy into a mummy using toilet rolls. Once wrapped, the five guys will race (or rather move very slowly) to a finishing line, without undoing the toilet papers.

32. Chopstick Handling Skill Contest

Five (5) participants will be given over-sized chopsticks and attempt to lift "difficult" titbits from one bowl to another. The fastest and with the most number of titbits collected wins.

33. Dance Competition

Five couples, paired at random, be invited to perform 3 types of dances. The coordinator with help from a professional dancer will first give a quick demonstration of these dances. The winner shall be judged based on the loudest applause from the audience, after which they will be asked to perform a repeat of the winning dance. Best Dance Award to be given to the winner and consolation prizes to the rest.

34. Stars Impersonation

Three (3) participants (2 male and one female) to "act" like famous Hollywood/Broadway stars. They need to mime, lip-sync and move like the stars selected, backed by minus-one music. Participants will wear costumes to prove them with comical resemblance. Males will impersonate females, and vice versa. All participants will be given prizes.

35. Post

At big parties and discos, in large halls it's very interesting to have "a postman". The guests ask him/her: "Give a note (a letter) to the girl in white dress". This girl writes her name on the sheet of paper and gives in to "the postman". All the guests communicate with the help of "the postman" until all of them learn each other. This game may continue for several days.

36. With The Calendar's Page

As each player enters the hall he/she is given a calendar's page. The girls receive even, the boys - odd numbers. During the party the possessors of the pages are suggested different tasks: 

1. To gather according to the months. 

2. To gather according to the days of the weeks.                        

3. To make up the number 1998. 

4. To make up teams of Tuesdays, Wednesdays, Thursdays etc. 

5. To find the yesterday (for example "the 25th of December" looks for "the 24th of December" etc.) 

6. To choose the pair. The last game is played while dancing. Before every new dance the leader announces any number from 35 to 55. The players must form the pairs so that the sum of their numbers is equal to the announced number. For example the leader announced number 37. So, the pair may consist of the players with the numbers 30 and 7, or 18 and 19 on their pages. In all the tasks win the players who are the first to do them.

37. Excuse Me! 

Gentlemen ask ladies to a dance. 2-3 gentlemen are given special cards with the phrase "Excuse me!" written on them. With this card the gentleman may come to any of the pairs, give it to the gentleman and begin to dance with his lady..

38. Dominoes

As the players (youths and girls)enter the hall, they are given dominoes cut out of cardboard. They pin it to their clothes. There are 2 complete sets of these cards (28 pieces in each set). The cards of one set are given to the girls, the cards of the other set are given to the youths. If there are more than 56 persons at the party you may take 2,4, 6, 8…more numbers of the complete sets. Before the dance begins the players at the leader's signal make pairs according to the principle of dominoes. 

C.f. the youth with the card 5-2 may ask to a dance a girl with the card 2-6; 2-4; 2-3; 2-0 or 5-6; 5-4; 5-3; 5-1; 5-0. Sometimes the leader may announce the change of the partners. (In this case the leader gives advance notice to the guests about his/her intentions while they are dancing). Then all the pairs change, make the pairs according to the same principle. 

39. Games To Play While Dancing

Ladies ask gentlemen to a dance. The master of ceremonies announces that during the dance ladies may ask the gentlemen, who are dancing with their ladies, to a dance. On coming to a dancing pair, the ladies clap their hands. On having received this signal, the gentleman begins to dance with this lady. While his lady asks any other gentleman to a dance in the same way. 

40. Choose A Pair! 

The youth or the girl is blindfolded and led to the center of the room (hall). He/she is a leader. Any player takes a little bell and pass by him/her with it. The leader's task is to choose a partner for dance at random. If the leader (girl) chooses a girl, the latter becomes the leader. If the leader (girl) chooses a youth, they both make a pair for a dance. The fillet is given to the other person, chosen with the help of the reckoning. This game continues until there are 10-12 pairs. After that the master of ceremonies announces the pair dance.

41. Endless Dance

All the players are dancing in pairs. The leader is in the center. He/she holds a stick in his/her hands. The leader throws the stick and all the dancers change their partners. The leader tries to take up somebody's place. The player who has no pair is a leader. He/she takes the stick and does the same as the previous leader.

42. Find Your Own People 

The cards with different pictures are cut into 4-5 parts. The teams must find their own people. There is one more variant: to cut the cards into 2-3 parts. One part is given to the girl, 2 other parts are given to the youths. The youth who finds the girl the first asks her for a dance.

43. People Don't Dance With The Hat On

One of the participants is given a hat. As everyone is dancing, this participant comes to any of the pairs, puts the hat on the gentleman's head, saying "people don't dance with the hat on" and begins to dance with the partner of this gentleman. The gentleman with the hat on can come to any other pair and put the hat on the gentleman's head so as have a chance of dancing with his partner etc.

44. Snow-Slip

This game will help you "to warm-up" shy people. As the music plays, one pair begins to dance. At the instructor's signal this pair asks to a dance 2 more partners. At the next instructor's signal these 2 pairs ask to dance 4 more partners etc. The number of dancing pairs grows like a snow-slip.

45. The Most Favourite

The player who manages in a fixed time to get as many kisses as possible is "the most favourite". The kisses are counted by the signs of lipsticks left on the players.

46. Real Man

A player who manages to tie a kerchief on the lady's neck using only one of his hands may be called "the real man".

47. Roll A Ball

Usually several pairs take part in this game. Each pair is given 2 ping-pong balls. The gentleman must roll the ball from one sleeve of the lady's dress to the other. The lady rolls the ball through the gentleman's trouser-legs (from one trouser-leg to another).

48. Putting Of An Egg

In each pair the partners stand with their backs to each other. They have an egg between their backs (or a little bit lower). The object is to put an egg on the ground, so as not to break it. The pair which succeeds in it wins the game. Instead the egg you may a small rubber ball. In this case the object of the game is to put the ball on the ground so as it doesn't roll.

49. Lift A Ball To A Chin

In each pair the partners (the lady and the gentleman) stand facing each other. They hold a small rubber ball between their bellies. The object is to roll this ball to a chin of the shorter partner by rotatory movements. 

50. Resourceful Quests

Several pairs take part in this game. Each player is blindfolded. Then the leader puts some clothes-pegs on different parts of the players' clothes. At the leader's command the players must take the clothes-pegs off the partner's clothes. The pair which copes with the task the first wins the game.

51. Where To Invest? 

The instructor asks 2 pairs to participate in this game (in each pair there is a lady and a gentleman). 'Try to open the network of banks as soon as possible. You deposit only one banknote in each bank. Receive your entrance fee! (the instructor gives the money candy covers to each pair). You may use pockets, lapels and other secluded places for the banks. Try to register your deposits and open the greatest number of banks as soon as possible. Now get ready, begin! The instructor helps the pairs to fulfil the task. In a minute the instructor sums up: How many banknotes do you have? And you? Great! All the money is profitably invested. Good! And now I ask the ladies to change the partners. Your task is to take all the money away from the banks. Get ready. Begin! (The music is playing. The ladies are looking for the money at their rivals' partners).

52. Alcoholometer

When you're in the close company suggest 2 slightly tight men to get to know who of them is tighter. Give a felt-tip-pen to each of the players. Put "a scale" with the grades 20o, 30o, 40o etc behind them. The scale is drawn on the large piece of thick paper. The object is to mark the grades on the scale. To do it the participants must bend down and pass their arms between the legs. Of course, the participants want to seem sober. That's why they try to reach the least number. 

53. The Worst Tippler 

One of the philosophers said: "Do not drink more than your head can bear". We shall not drink but we shall measure the size of the head of each player so as to find the player of the greatest  endurance.

54. Merry Tailor

Line up into 2 teams. In each line men and women take their turns. In each line the players choose a tailor. The tailor takes a wooden stick ("a needle") with the thick thread in it (you'd better wind the thread into a ball). At the command the tailors begin "to sew". The tailor "sews" the gentlemen's trouser-legs (passes the thread from one leg to another) and lady's sleeves (passes the thread from one sleeve to another). The tailor who "sews" all his team the first wins the game.

55. Who's Your Mate?

Have one person from each couple leave the room. The host/hostess tailors some planned questions to the group and to certain couples. The other half of each couple stays in the room, and answers questions about their mate/date. They're supposed to answer each question the way they think their mate/date would respond. They need to write each answer down, so that when their partner returns he/she can give their own answer to each question. Assign point values for each question that is a match. Then reverse roles of the couples for the next set of questions. The couple with the most points wins a prize. Make sure the prize is something they can share! 

56. Musical Partners

You need to have an even number of people to actually participate in this game. (The odd person, or the host, can be the one to stop the music). Turn some music on, and begin the game by selecting 2 people to dance with each other (fast or slow). Have someone turn the music off at different intervals, and tell the 2 people dancing to select new partners. Continue to play the game and select new partners until everyone is dancing. 

57. Tie A Yellow Ribbon… 

This is a great way to introduce everyone if you have an even number of people at your party. Buy some yarn or ribbon, and cut the ribbon/yarn up into various lengths (at least 100-400 uneven pieces). Put everyone into pairs, and have them search throughout the house to find as many pieces of ribbon/yarn as they possibly can. They must work with their partner to tie each piece of ribbon/yarn together to create one long piece of yarn/ribbon. Whoever has the longest piece of ribbon/yarn at the end of 5 minutes wins the game (It is OK if not every piece of ribbon is found). 

58. Mix And Match

Before the party begins, find a lot of oversized clothing (both male and female). Try to include everything from pantyhose and lingerie to shoes and hats. Make sure that there are even amounts of both the male and female clothing. Mix up the clothes and put them into one laundry basket. An area is then designated as the finish line. There is a person in charge of timing the couples with a stopwatch. When that person says, "Go," the first couple runs to the basket of clothes to get dressed as fast as possible. The woman puts on the men's clothing, and the man puts on the women's clothing (over their own clothing). As soon as they are both dressed they have to run to the finish line hand in hand. Each couple goes through the same motions, and the couple with the fastest combined time wins. 

59. Bag A Mate

At some time during the party, separate the men and women. Put the men in one room, and the women in another. Put a large paper bag over each person's head, and send both sexes back into one room. There is no talking allowed, and each person must "feel around" to find his/her mate. There are no real winners or losers (unless you really grab the wrong mate). Note: When placing bags on the heads of your guests, you have the option to provide eyeholes or not. 

60. Grab A Man

This is a quick game to pair up couples (if they are not already paired). Blindfold all of the women, and have all of the men walk around them in a circle. When the host/hostess says, "Go", have the women each grab a man. When all of the men have been caught, have them remove the blindfolds. 

61. Give Me Some Sugar

Partners must face each other with their hands tied behind their backs. Blindfold each player, and then put a sugary treat in one partner's mouth (it could be a snack cake, candy bar, doughnut, etc.). If the treat is wrapped, they must somehow unwrap the treat, and feed it to their partner. The couple who finishes the entire treat first, without using their hands wins a prize! 

62. Daiquiri Race

Blindfold the men and line them up on one side of the room. Place the women on the opposite side of the room with a frozen daiquiri. The object of the game is for the women to take a spoonful of the frozen drink, carry the spoon by the handle in their teeth, and feed the drink to their partner. This game has to be done without using any hands, and the first couple to finish their drink wins! (This game is also a lot of fun with ice cream instead of daiquiris). 

63. Who Is The Deftest ?

Put the figures (toys) on the floor. As the music plays everyone walks around the circle, following the leader. When the music stops everyone must grasp the figure. A person who hasn't a figure is out. The number of figures should lessen every time. The winner is the person who stays till the end of the play.

64. Has It The Player Next To You?

This game is played at the dancing party. The participants get into 2 circles. The circles are moving clockwise. The instructor asks: "Have the players next to you shoulders?". The players answer: "He/She have!". The instructor asks the players to put their hands on the shoulders of the players next to them and to continue moving. The questions of the leader: "Have the players next to you noses?", "Have the players next to you ears?", "Have the players next to you waists?", "Have the players next to you knees?", "heels" etc.
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65. Paper-Bags

Make 2-4 paper-bags. Tie 2-4 2 meter long threads to the stake or to the chair's back at the head-level of the players. The players put the paper bags on the threads with the their wide parts facing them. The players are at the distance of 1-2 steps from each other. The threads are tight. The paper-bags are equalized. At the leader's command the players begin to blow into their paper-bags.

The player whose paper-bag moves forward faster becomes the winner.

66. Mongolian Game (Tsorog-Bombog)

For this game you'll need 2 large cardboard funnels. The opening in the narrow part of each funnel must not be larger than a coin, the opening in the wide part must be large enough to put it on the player's face. Beside the funnels you'll need 2 little wooden bricks and 4 chairs. To begin the game put 2 chairs in a line at a distance of 3-4 meters from each other. Opposite each chair (at the distance of 10-12 meters) put one more chair. Two players compete in this game. To begin with they sit on their chairs with the funnels in their hands. The bricks are at their feet on the floor. As the leader commands: "Begin!" - the players put the funnels on their faces (so as to see the floor only thorough the little opening) and begin to drive their bricks to "the goal" (the interval between the legs of the opposite chair). The player who copes with the task the first becomes the winner. But it's rather difficult to cope with this task, because the players can see only the little space of the floor in the little opening of the funnel, while after each kick the brick drops out of the field of vision.

Advice for the leader: watch that the players don't take off their funnels (otherwise the game makes no sense), watch that the players kick the brick and don't drag it.

67. Spoon

Put a stool upside down. At each leg of the stool stands a player. The players are blindfolded. Each of them holds a spoon in his/her hand. At the leader's command the players make 3 steps forward, turn around and try to place the spoon on the leg of the stool as soon as possible. Two players who place their spoons the first win the game.

68. Gromolo 

Have participants standing in a circle. One begins to talk to his neighbour in an invented language, the other one answers (in the same language). They talk a little then the neighbour is speaking to the next neighbour in a new invented language. The game continues until everyone invented a language
69. Chain-Story

The leader gives a theme and a place. He/she points to somebody who starts. At any point he points on somebody else who has to continue, if wanted people have to quit. The game continues until they get stuck or repeat the last word

70. Household-Game

Everybody is standing in a circle.  One person is standing in the center of the circle.  This one person is pointing at someone and saying one of these four household machines: mixer, micro-wave, toaster, vacuum cleaner.

mixer: the person pointed at is moving his/her hands up above the heads off his/her neighbours.  This two people start turning around themselves and making the sound of a mixer.

micro-wave: the person pointed at and his/her two neighbours are taking their hands up to their shoulders and open their arms again with the sound “pling” like the door of the micro-wave.

toaster: the persons besides the one pointed at are turning towards each other and holding their arms straight in front of them.  The person in the middle is jumping up like a toast which is ready toasted.

vacuum cleaner: the person pointed at is having his/her hands like cleaning the floor with the vacuum cleaner.  The persons beside him/her are supporting by making a strong sound of the motor of the vacuum cleaner.

If the person pointed at or one of the persons beside him/her makes a mistake, i.e. reacts in a wrong way or doesn’t react at all, this person has to go to the center of the circle and starts pointing and saying the household machines. 

71. Game

Everybody is standing in a circle and holding hands.  One person puts a pencil in the circle and says the name of the one who has to take it.  This person is allowed to make only one movement with the legs to take the pencil and after taking the pencil, his/her legs must stay like that.  Then this person puts the pencil in the circle, says another name... till everybody is somehow involved in a big mess.  

72. In The State Of Weightlessness

The players sit down on "the astronauts armchairs" (on the chairs) one at a time. Their task is to gather 10 objects disposed around the chair (at the distance of 1,5m from it) at the leaders command. While gathering the objects the players may stand up and move away from their chairs, but they must not "let their chairs off". The player who fulfils the task the first is the winner.

73. The More Haste - The Less Speed

Put a rattle on a round elastic lace. The players have the round elastic laces on their knees. The rattle must be between the knees. The players` task is to cover the distance as soon as possible trying not to make noise.

74. Runners

Get ready 2 very large shorts made of thick cloth. Each pair of shorts is for the team which consists of 2 players. One of the players in each pair puts one leg through one of the shorts-legs, the other puts his/her leg through the other shorts-leg. Having one pair of shorts for two the players must cover the prescribed distance. The team which manages to cover the distance the first wins.

75. The Most Practical Gentleman

Fill a toy lorry with any vegetables, fruit or nuts. Tie a string to the lorry. Attach a stick to the end of the string. The object is to wind the string on the stick as fast as possible, trying not to spill the contents of the lorry. The jury determines "the fastest" driver with the help of the stop-watch. The gentleman who manages to deliver the load safe and sound in the shortest period of time is the most practical gentleman.

76. Score A Goal

Give 2 balloons to each player - a round and a long one. Using the long balloon as a bat the players must drive the round balloon into the box, which is put on one side. The player whose balloon is driven into the box the first is the winner. It's easier to judge about the winner if the balloons of the players are of different colours.

77. From Hummock To Hummock

Ask 3-6 persons to participate in this game. Each of them is given 2 paper (plastic) glasses filled with water. In front of each player on the floor there are 5 cardboard circles which are situated at the equal distance from each other. The players' task is to get to the finish line jumping from one circle to another. The player who has water in his/her glasses at the end of the game is the winner. To be more accurate and to make the game funnier you may measure the water in the glasses by the measuring glass.

78. What's Behind The Back? 

Two players take part in this game. They are rivals. Pin well-defined pictures and paper circles with the numbers (c.f. 96, 105 etc.) on the backs of the players. The players are in the circle. (The circle may be drawn with the chalk on the floor.) They stand on one foot. Their task is to catch sight of the picture and number on the rival's back, jumping on one foot. The player who is the first in "deciphering" the rival is the winner.

79. Underwater Swimming

Give a pair of flippers and a glass of water to each team. The first player stands at the start-line, gets on the flippers, takes the glass of water and lifts it above the head. So he/she is "under the water".

At the signal the players begin to move forwards. On having covered the fixed distance the first "submariner" passes the flippers and the glass to the next player. If the water spilled from the glass after the first run, add some more water.

80. Putting A Shot

Put a ping-pong ball on the edge of the table. The player is blindfolded. He/she stands with his/her back to the table. At the command he/she makes 5 steps forwards, turns around 3 times, comes back to the table and blows the ball off the table. Very often after the turning around the players lose their orientation. Then it's very funny to watch the player who tries to blow the ball off the place the ball has never been.

81. Feed A Friend

The players stand with their backs to each other. They hold fishing-rods in their hands. To the strings of the fishing-rods there attached the unwrapped bars of chocolate. The players' task is to eat the bar from the other player's fishing-rod as soon as possible.

82. Find The Place

The chairs are put in a line with their seats facing opposite sides. The leader of the game takes a long stick and walks round all the players, who are sitting on the chairs. Then he strikes the floor with the stick near one of the players. This player stands up and follows the leader. So the leader  walks round the chairs, strikes with the stick near the players and very soon he is followed by the  whole suite of the players. The leader makes different movements and all the rest repeat them.

Suddenly the leader strikes with the stick twice. This is a signal for the players to take their places as soon as possible. (It is not easy at all now, as the chairs stand with their seats facing different sides.)

The leader tries to take one of the places himself. The player who doesn't manage to take a seat becomes the leader.

83. Discoverer

At first the players are asked to "discover" a new planet, i.e. to blow up the balloon as soon as possible, and then "to inhabit" this planet with the inhabitants, i.e. to draw on balloon with the  felt-tip-pen as many little men as possible. The player who has the greatest number of men on the balloon - is the winner.

84. Head, Hand And Feet

This game is a kind of little race. You must pass the distance of 10-20 meters long with the book on your head, having a glass full of water in your left hand and a broom in the right. At the same time you must roll a ball with your feet. The fastest is the winner.

85. Long Arm

There are 3 empty 0,33 L cans on the floor. 3 players stand by them. Then the leader asks them to take as long step as possible. After that the players are asked to take their cans on the spot, without touching the floor with the hands and knees. 

86. Poor Piggy

Tie up the corners of the pillow with the string. Draw a snout and eyes on it. Tie a ribbon round the "neck". Get into a circle and start the piggy going around from player to player. As the music plays the piggy is passed around the circle. As the music stops, the player who was the last in passing the piggy says "oink-oink" and gets a prize from a bowl, standing in the center of the circle.

87. Builder

In 1 minute time you are to build the highest possible tower, using 0,33 L cans. After the leader's signal the construction is stopped. If the tower goes to ruin and you have some more time, just begin from the very beginning. The number of points got by the players depends on the number of cans in the tower.

88. Newton's Law

Under the ceiling there hang some apples on the strings. The players are given the scissors. The players divide into pairs. The first player in each pair cuts off the apple, the second player tries to catch it into the hat ( the hats are given to them beforehand). The difficulty is that it is prohibited to take the hat off the floor. The pair which manages to gather the greatest number of apples wins the game.

89. Jumpers

The players must make as many jumps with the skipping-rope as possible having the flippers on their feet.

90. Bad Painters

The players must draw any picture with the brush, having the boxing-gloves on their hands.

91. How Many Candies? 

Under the ceiling there hangs a little transparent sac with candies. (Each candy is wrapped.) On the wall there is a poster, proposing the players to guess the number of candies in the sac. They write the proposed number of candies on the sheets of paper and put them into a little box, standing not far off the poster. (Sheets of paper and pencils are on the table near the poster.) At the end of the party the so-called "account committee", made of the participants of the party, calculates the number of candies in the sac and then "unseal" the box with the answers. The player who guessed the number or gave the similar answer gets a prize - the sac with candies.

92. Hop-Dop

All the players (any number of them) are divided into 2 teams and then sit at the table facing each other. One group is given a little coin. The leader of this team must give the coin to one of his partners. He must do it imperceptibly. At the command "Hop" of the opposite team the coin must be shown over the table. At the command "Dop" - it is again hid under the table, where the players continue to pass it from hand to hand. At the command "Hands on the table!" the players put their hands on the table with the palms down. The leader of the opposite team must guess who has the coin between his/her fingers. If he/she guesses, the coin is passed to the opposite team and the game begins a new game.

93. Who Is It?

Everyone takes a sheet of paper and at the top of it draws the head either of a men, an animal or a bird. Then the sheet must be folded so as the drawn head can't be seen, except a little part of the neck. Then this drawing is passed to the player next to. Now every player has a new sheet with the  picture he/she hasn't seen yet. He/she continues drawing. Now everyone draws the body then folds the paper and again passes it to the player next to. At last must be drawn the low extremities. And now unfold the picture and let you be surprised at seeing a creature you've got!

94. Chain

In a fixed time the player must make a chain of the paper clips. The player whose chain is the longest wins the game.

95. Burglar

The players are given a bunch of different keys and a padlock. The object is to fit the key and to  unlock the padlock as fast as possible.

96. Hen

The object of the game is to write a word as legible as possible with the felt-tip-pen tied to the foot. 

97. Spoiled Telephone

This game is well-known to many people. The players must transmit a complicated phrase to the last player in the row. Usually when the phrase comes to the last player it is distorted. There is a similar game. But instead of the phrase, the players transmit a drawing. The first player draws an arbitrary object on the sheet of paper. The second looks at it for 10 seconds, then draws the similar object on his sheet of paper, shows it to the third etc. Then the players compare the first drawing with the last.

98. Pantomime

Get ready as many different articles as there are the players. Take any articles you like - a piece of soap, a pen, a sponge, a candy, a balloon etc. Do not show all these articles to the players. Write the name of each article on the sheet of paper. Fold up all the sheets of paper so that the players cannot see what is written on them. Each player draws out a sheet of paper. With the help of pantomime the players must show what is written on their sheets of paper. All the rest players try to guess what kind of article is represented to them. The player who guesses what kind of article it is gets this article as a prize.

99. With The Closed Eyes

With the thick mittens on the hands try to guess what object do you hold.

100. Draw A Cow

The players must draw a cow being blindfolded. At first they draw the eyes, then drop the hand and make a pause, then draw the snout, drop the hand, make a pause and draw the horns etc.

101. Artists - Virtuosos

Tie a felt-tip-pen to a ski stick. The task is to draw something or to write a text. (Do not put the stick on the shoulder!) The player who fulfils the task the fastest and the most accurate gets the prize.

102. Myrshim

10-12 players are invited to take part in this game. Then they are explained the rules: One of the players moves away and turns his/her back to all the rest players. In this time one of players is given a candy. But the player mustn't eat it, he/she just puts it in the mouth. Then all the players including  the player with the candy, begin to pronounce one and the same word "myrshim" (in Kazakh it means "to chew"). The task of the 1st player (the player who stands with his back to all the rest players) is to guess who of the players has a candy in his/her mouth. If the player guesses he receives the prize and chooses the leader, if he doesn't guess all the players say to him "oh-oh-oh!"

So the game begins. The leader moves away, turns his back to all the rest players and the instructor gives a wrapped up candy to one of the players. When the player unwraps the candy and puts it into the mouth the game begins: all the players begin to say "myrshim, myrshim, myrshim" and the instructor calls out the leader.

103. The Great Mogul

According to the lot, one of the players stands on a chair or a stool and takes on a majestic air.

He/she is the Great Mogul. All the rest players come to him/her one at a time, bow to him/her, kneel before him/her, look in his/her face and say: "The Great Mogul! Bow down before you without tears and laughter!" The players must pronounce this phrase solemnly and seriously. At the same time the Great Mogul tries to make the players who come to him laugh: he/she pulls faces, wriggles etc. The player who laughs while speaking to the Great Mogul becomes the Great Mogul in the next round.

104. Match As A Spear

Draw a line on the floor. The player must throw a usual match as a spear not overstepping the line. Choose the winner judging by 3 throws.

105. Three Phrases

The leader declares that no one of the present people can repeat three short phrases after him/her.

Of course, the present people don't agree with him/her. Then the leader pronounces the phrase c.f.

"Today the weather is good." All the players confidently repeat it. After that the leader as though in confusion trying to find a phrase, pronounces the second phrase. It's again repeated by the players.

Then the leader quickly and confidently pronounces: "Here you're wrong!" The players are in confusion. And the leader explains that the third phrase the players had to repeat was "Here you're wrong!"

106. Here's Many A Slip Between A Cup And Lip

The leader says: "Put a chair on its fore legs on the floor. The back and the hind legs are parallel to the ground. Put a slice of bread on the top of the back, kneel in the cross-beam between the hind legs, take the back with your hands and try to bend your head to the slice of bread and grab it with the mouth. For this you need much skill. While bending the head you must move your body back, otherwise your body's center of gravity will be before the seat of the chair, the chair will tip over and the slice of bread will fall down.

107. Wave Your Hands

The leader suggests the players to put their right hands to their heads and to extend the left hands with the thumbs up, saying "Well!" Then the players clap their hands and do the same with the opposite hands.

108. Listen, Believe, And Check Yourself

The leader suggests the players to do the following: to put the hands on the knees, to clap the hands, to touch the nose with the right hand and the ear with the left one. Then to clap once again and to change the hands.

109. By Word Of Mouth

Sitting at the holiday table the both sides of the guests (they are divided into 2 teams) have an opportunity to transmit the congratulation or a piece of good news to the person whose birthday it is by word of mouth. To begin with hang a congratulation card, a photo or a letter on the stick or a pencil. The task of the guests is to pass this "piece of news" with the help of lips (without touching it with the hands). The team which transmits the piece of news "by word of mouth" the first wins.

110. Jump Over A Needle

Suggest the players jumping over the needle (instead of a needle you may take a pencil). The needle lies on the floor. The only term is to touch the toes with the fingers while jumping.

111. Modeller

The players who wish to take part in the competition "The best style" are invited to come behind the scenes or into the other room. With the help of different attributes of fashion (clothes, accessories, ties, hats, ribbons etc.) they must construct something original, bright and stylish. It's so called "freak style". Each modeller chooses "a model" among the spectators. "The models" represent the works of "the modellers". With the help of applause the spectators choose "the best modeller". "The best modeller" is given a costly present (perfume, perfumed water etc.)

112. The Best One

At the party you may suggest your guests to find "the best" guest. The criteria may be different - the tallest, the heaviest, the longest plait, the greatest shoe-size etc. "The best one" gets the prize.

113. The Saddest

The object of the players is to keep from laughing. The players get into a circle facing each other. One of the players says: "Ha!". The following says "Ha-ha!", the third continues "Ha-ha-ha!" and soon. If someone pronounces the wrong number of "ha" or laughs, he/she is out. The players who are out of the game try to make all the rest players (those who are still in the game) laugh. The player who laughs the last is the winner.

114. Do You Like Girls, Boys?

The leader and 5-15 girls make a line. At a distance of 1 meter behind them there are some boys.

At the command all of them run. While running the leader asks: Do you like girls, boys? The boys must altogether answer "No". The leader asks the question for several times and all the times the boys answer - "No". At last the leader says: "Well, why do you run after girls, if you don't like them?"

115. Running With The Ball

Each pair holds a big ball between their foreheads. Their task is to run the distance as fast as possible and not to drop the ball. (One of the players in each pair runs with his back to front). The pairs may hold a ball between their shoulders, ears or backs.

116. The Truth

The number of the players is more than 2. All the players put their both hands with the palms down on the table (the left hand goes first, the right one the second). The players make a pyramid of their hands in the center of the table. The player whose hand is on the top of the pyramid (the player who puts his right hand on the pyramid the last) names any number, e.g. 5. The players begin to count from the hand on the top of the pyramid: the player whose hand is on the top moves away his/her hand-1, then the next player-2 etc. till 5. The player whose hand is number 5 must answer the leader's question. 

The players must give true answers to the questions. If the answer is not true the leader doesn't accept it. This game is suitable for making acquaintance. If the answer is accepted the game begins a new. Everybody tries to put the hands in the middle of the pyramid so as not to be a leader.

117. Who Are You? 

Get ready some sheets of paper, pens or pencils for your guests beforehand. While your guests are still at a table suggest their playing a very interesting and funny game. Each player writes down the list of 10 domestic animals in a column on his/her sheet of paper. Then the leader asks the first question and the players must read the answers which they wrote on their sheets of paper under the figure 1. The players read their answers in turn. Then the leader asks the 2nd question and the players must read the word which is written under the figure 2 etc. 

The leader's questions may be as follows: 

Who are you at home? 

Who are you in private? 

Who are you in public? 

Who are you without clothes?

Who are you after dinner?

What do other people think of you?

Who are you at nights?

What do you think about yourself?

Who are you with your friends?

Who are you in fact?

118. Kiss - For Adults Only :-)

The youths are given the cards with the figures. The girls are given the cards with the letters. All the players get into a circle. They choose the leader. The leader is not given a card. He is in the center of the circle. The leader names the figure and the letter. The girl whose letter was named must kiss the leader. But it's not easy! Because the youth whose figure was named tries to prevent the girl from kissing the leader. He tries to kiss the girl himself. If the youth manages to prevent the girl from kissing the leader, he gives the card to the leader and becomes the leader himself.

119. On A Desert Island

Usually two or more couples play this game. Each couple is given a large sheet of paper and explained the rules. The leader asks them to imagine that there is water around and that they can save themselves only on the little island (standing on the paper). At first the couples stand on the  sheet, then it is folded in two, then again in two and so on. The couple who is the first to "stumble" into the water (to touch the floor) looses the game.

120. Apple Of Discord

Each pair holds an apple between their foreheads. The leader gives the commands: "Three steps to the left!", "Three steps to the right!", "Squat!", "Jump!" etc. The pairs fulfil them. If the apple drops, the pair is out. 

121. Sniper

Fasten the belt on the waist of each player. Tie the string with the apple at its end to it. In front of each player there is a plank with the nails. The object is to pin the apple on the nail.

122. Bread-Winners

Scatter some peas on the stool. Put a bowl near it. The players' task is to sit on the stool so as to move the peas into the bowl (don't use the hands!) The player who manages to do it is the winner.

The instructor counts the number of the peas in the bowl of each player.

123. Sumo Struggle

The players divide into pairs. They hold the balloons between their stomachs. The task of each pair is to burst the balloon between the stomachs.

124. Fire Extinguishers

Tie strings to the belts of the players. At the end of each string there is a small box or a piece of wet cotton wool. In front of each player there is a candle. The task is to put out the candle with the help of the small box or a piece of cotton wool as fast as possible without using the hands. 

125. Hit A Purse

There are several pairs in this game. To the ladies waists tie big sham purses. To the gentlemen's waists tie big sham banknotes. The object is to put the banknote into the purse. (While doing it the players mustn't touch purses, banknotes and strings with the help of which the purses are tied to the waists).

126. Love Statue - For Adults Only :-)

The instructor asks some couples to participate in this game. The couples are asked to leave the room. Then the instructor asks one couple to return and "to create" "The love statue". After that the instructor asks one of the gentlemen (of those who are among the couples behind the door ) to come into the room. His task is to change something in this "statue". The gentlemen changes the poses of the couple. Then the instructor suggests him to take the place of the gentleman in "statue". Then the lady (one of those behind the door ) is asked to come in. She is also asked to change something in the statue and to take the place of the girl in "the statue". This game goes on until all the couples took part in it.

127. Football

2 men take part in this game. They put on the belts and tie thick strings to them from behind. To the end of the string there tied an apple. It must be 30-35 cm. above the floor-level. Each player is given a ball (or a balloon). At the distance of 10-12 metres from the start-line there are "the goals" (made of chairs). Swinging the apple between the legs the players move the balls (balloons) towards "the goals". The player who copes with the task the first wins.

128. Roulette

6 players participate in this game: 3 gentlemen and 3 ladies. Each player is given his/her own number. The first player throws a dice. The number on the dice ( from 1 to 6 ) stands for the part of the head the player must kiss: 1 - lips, 2 - nose, 3 - forehead, 4 - cheek, 5 - ear, 6 - crown. Then the player throws a dice for the second time. The number on the dice stands for person whom he/she must kiss ( the number on the dice corresponds the number of the player ). As the first player has fulfilled the tasks, the second player throws a dice etc.

129. Dress A Lady

Each lady holds a ball of ribbon in her right hand. The gentlemen take a tip of the ribbon with the teeth and wind it round their ladies (not using their hands). The gentlemen who is the first in "dressing" the lady or whose "dress" is the best is the winner.

130. Final - For Adults Only:-)

Divide up into 2 teams. At the signal the players of each team begin to take off their clothes (any items they like). The players put their clothes in one line. Each team has a line of its own. The team which has the longest line is the winner.

131. Being Blindfolded - For Adults Only:-)

With the thick mittens on the hands try to identify the person which is in front of you. The girls try to identify the youths. The youths try to identify the girls. It's permitted to touch the whole person.

132. Evening Dress

The instructor asks the group to divide in couples. He/she suggests their making the evening dress, using only newspapers, pins and scissors. The winner is chosen by the spectators.

133. Stomach Dance

All the players who wish may perform "the stomach dance". Each participant must move the wooden sticks (both ends of them are passed through the string) with the help of the stomach. The players do it to the music without using the hands. Each participant has his/her own strip of sticks.

The fastest and the most artistic participant is the winner.

134. Little Crocodile

In each team 5-6 players form up a line. Between each player in the  line there is a ball. The players hold the balls with their backs and chests. They mustn't touch them with the hands. Their task is to run the distance as fast as possible.

135. Pass The Ball

Line up into 2 teams. In each line ladies and gentlemen take their turns. The first person in each team is given a ball to place under his/her chin. He/she must pass the ball to the next in line but neither may use his/her hands. The players can use all the parts of their bodies to pass the ball but it's forbidden to drop it. The first team to get the ball all the way to the last person is the winner.

136. Horror Film (Joking)

On the table there are 5 eggs. The leader says that one of them is uncooked. But others are hard-boiled. The players must break the eggs against their foreheads. The player who gets an uncooked egg is considered to be the bravest. In fact all the eggs are hardboiled and the prize is given to the last player because he deliberately ran risks to become a laughing-stock. 

137. Take A Small Box (Joking)

The leader suggests the player to sit on a stool and to cross his/her legs. The task is to take a small box with the teeth, not touching the floor with the hands and feet. The small box is placed upright at one of the hind legs of the stool. The players may turn on the stool as they like.

138. Where Is The Coin

Number: around 15

Requires: 2 coins

Stand in a circle everybody, one person stays in the middle with his eyes closed. The rest have their hands like the Egyptian Pharaohs ( elbows bent with palms open at the sides of their body. Then put the fingers of your left hands in the shape of the Italian CATZO expression. Move your left hand to the open right palm and act as if you are picking something from your hand and going to put it in your neighbours hand (right hand also open). The coins start to circle around, the movement of all hands is synchronised (all hands perform the picking movement at the same time). The person in the middle opens his eyes and tries to find a coin. When he does then the person with whom he found the coin goes to the middle! and the game goes on!

139. Guard Your Safe

Number: around 12

Requires: a scarf, 3 coins and a newspaper

Stand around in a circle. One person sits in the center cross-legged, with his eyes covered. He is given a rolled newspaper. The coins are put in the space between his crossed feet (NOT legs). The rest of us try to silently steal the coins from him. The person that gets hit with the newspaper while stealing takes his place in the middle instead of the former guy and the game goes on! 

140. As Little Legs As Possible

Group the people into 4 groups of five people or more. Each group has to get to the end of the line (around 10 meters distance) using as little legs as possible (hands, or body on the floor cannot be used). The group that manages the best is the winner.

Keep on playing until each group can do better or at least the same as other groups. If nothing more can be done 2 groups can be joined together and now we have only 2 groups and the game can start all over again!

Note:
Try to divide people into groups of more or less equal strengths (same number of girls and boys).

141. Kiss The Bear

Very humorous ice-breaking game.
What you need:

people

People are standing in the circle. The facilitator also. He is holding in his straighten forward hands a small invisible bear. 
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He introduce it to the participants of the game. 

” Hey, people. I’m holding in my hands a very small, poor bear. Poor, because nobody loves him, nobody takes care of him. Let’s help him to feel better. The bear will be going round our circle (be careful not to drop him while passing it from hands to hands). Each of you should give a kiss to the bear in the part of the body you choose.” 

Then the facilitator starts. ” I kiss the bear in the ear” and still holding the bear in the straighten forward hands make a sound of the kiss, at the same time pretending that he is kissing the bear in the ear. He passes the bear to the person  standing at his right hand. Then the person repeats the procedure: ” I kiss the bear in the foot” , kisses the invisible bear in the foot and passes to next person. When the bear is back to the facilitator he puts it away saying: 

” Ok., I think the bear is happy now. He got so much love from you all. But what about us? Now the person, which is standing at your right hand is such a lonely, poor bear. Kiss this person in the part of the body you mentioned when the bear was going round”. 

And now the facilitator kisses the person standing at his right hand in the ear, that person gives a kiss in the foot to the person standing at his right hand and so on. 

The game is the funniest when people who were inventing „censored” parts of the body find out that they have to kiss a real person in that place. 

Remarks:

The number of people playing it shouldn’t be however too big (there are limitations to how many parts of the body you’re able to invent) and it may get boring if people repeat the ones already mentioned.

142. Story Writing

Funny game, good for breaking the long lasting training as well as for  being played in the pub.

What you need:

one or two sheets of paper, something to write with (pen, pencil etc.)

The people must sit in some order, for example in a circle or around the table. The first person takes the paper and starts writing the story. He invents only one sentence and pass the sheet of paper to another person sitting next to him.  The second participant sees the sentence written by his neighbour and add another sentence (just below the previous one) trying to keep the story going in the reasonable way. When he finishes, he folds the paper in such a way that the sentence of the first person can’t be seen . The only thing which is now visible is the second sentence. Such prepared paper is given to the third person, who continues the story (seeing only this second sentence). Then he folds the paper leaving only his own writing (now it is the third sentence) and passes the sheet of paper to another person and so on. When the paper with the sentences produced by the whole group of people arrives at the person who began the play, then the story should be read out loud. 

You will see how absurd the story can be !!!!

Remarks:

It is important that the story is written only on one side of paper and that person writing sees only sentence written by the previous person (not the whole text created so far).

It is good to inform people to try to write rather not in too large letters , in that way many of „pieces” of the story will be placed in one paper. 

143. Vampire

What you need:

People, (handkerchiefs or scarves to cover the eyes- but people can be simply asked to close their eyes and not cheat).

All the participants have closed eyes. One person is the vampire. Everybody is moving around the room. When the person is bitten by the vampire in the arm (in a delicate way !), he gives a shout or a vicious laughter and also becomes the vampire starting from now on  biting others. The vampires have also closed eyes all the time, so nobody knows who is the vampire in fact. When two vampires bite each other, they turn into normal people again.

The game ends when everyone is back a human being- not a vampire or when it gets too boring and monotonous. 

144. Goofy

What you need:

people

All the participants have their eyes closed. One of them is called Goofy. People are walking around the room with their arm with the thumb stretched in front of them , trying to find Goofy (see drawing):
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They ask every person they managed to touch with the thumb „Goofy, Goofy ? ” If they get no answer it means that it wasn’t  him, because Goofy as the only person in the group is silent, doesn’t speak a word. Everyone that meets silent Goofy, joins him. That means he touches his back with the thumb. 
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At this moment he also becomes silent. In that way a kind of the queue with Goofies is formed (people keeping their thumbs to the backs of the people standing in front of them). When in the room only Goofies are left, the game is over.

145. Grenade, Bomb, Flood, Gas Attack

Very funny game – can be played during the whole Summer Course. 

What you need:

people

The goal of the game is to shout one of the following words in the least expected moment (e.g. when you are visiting the town, when you are gathering in the canteen for the meal, when you’re travelling in the bus etc).  It makes other people look at you as idiots and totally crazy freaks, but I guarantee it is really great fun , because when you hear:

ATTENTION: GRENADE !  - everyone must fall on the ground as if he was watching the grenade being thrown in his direction

ATTENTION:  BOMB !  - everyone must fall on the ground and additionally cover their heads with the hands

ATTENTION : FLOOD ! – everyone must climb something (e.g. chair, pavement, tree, bench) above the ground level as if the great amount of  water was coming in his direction and you he was escaping from it

ATTENTION: GAS ATTACK ! (the best one ) – everyone must lie on the ground on their back with the shaking legs and arms directed to the air, pretending that he is a dying cockroach.

It’s up to you to decide who is allowed to shout those words. It can be either organizers’ privilege or everyone’s. 

Remarks:

From experience I know that people get more involved in  if they can also decide about the words shouted. Not to make the game too boring (by shouting the words too often) you can establish the following rules, e.g. :

· during the whole stay, the participant can use each of these words only once (with 20 participants it makes 80 alarms during stay)

  or

· the three first words can be shouted by participants but 

 ” ATTENTION: GAS ATTACK” is reserved only for the organizers    (he,he,he)
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146. You Can't See Me !

Equipment: A nature trail. 

Formation: Scatter 

The object of this game is to allow the players the opportunity to pretend they are animals, trying to hide from Man. 

The group walks a given distance down a nature trail, while the leader explains the rules: 

Each player is given time to hide along the trail. They may travel no more than 15 feet from either side of the trail, and may use anything in the natural environment to

provide camouflage. 

The leader waits about five minutes until all players are hidden. He walks the distance of the trail ONCE ONLY, and tries to find as many players as possible. After

his walk, he calls out, and watches to see where all the successful 'animals' hid. 

This game can be repeated many times, with different players taking the role of the searcher. 

It is fun to talk about the hiding places that were the most successful, and how animals might protect themselves from predators. 

147. Cat And Mouse

It is an outdoor game. 

What you need:

The even number of people  plus facilitator who stays aside . 

One of the participants is the cat, one acts as a mouse. Of course the goal of the game is for cat to catch the mouse. But all the people  are involved in the play. We make them stand in the rows with equal number of persons (e.g. 5 rows of 6 people). They have their arms stretched aside. In that way they create something like „corridors” (see the drawing): 
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The mouse is running away from the cat in the created ”corridors”, while the cat is chasing her. When the facilitator clasp his hands, all the people standing make the 90 degrees turn to the right creating now also „corridors” but in other direction, through which again the mouse is trying to escape the cat:
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Such changing makes confusion and make the game more funny. 

The persons playing cat and mouse are changed when the cat catches the mouse.

148. The Stalker.

Equipment: Blindfolds, stones. 

Formation: scatter. 

Half the group is given blindfolds to wear. These players are placed in scatter formation within the boundaries of the playing area. A stone is placed between their fee, but not touching them. 

The other half of the group (the ones that can see) begin to stalk the blindfolded players in an effort to obtain the stone from between their feet. In an attempt to pinpoint a stalker, the blindfolded players may point to a sound. If a stalker is there, the two players switch positions. 

Stalkers try to collect as many stones as possible without being caught. 

149. The Stalker (Variation)

Equipment: blindfolds, flashlight. 

Formation: scatter. 

This is a terrific evening program variation to the original Stalker game. The players protecting the stone between their feet are given flashlights. When they think they know the location of a stalker, instead of pointing to him, they flash the light in the direction from where they hear the noise. Each player is given three separate 'flashes' of light before losing his stone to the nearest stalker 

150. Swamp

Equipment: pen and paper. 

Formation: small groups. 

Divide the group into teams of 4 to 6. Give each team a large piece of paper and a pen. Each letter in the word SWAMP stands for another word that describes something in nature: 

S Stars 

W Weather 

A Animals 

M Minerals 

P Plants 

On 'Go', each team writes down as many words as it can think of that relate to the words STARS. The only stipulation is this: 

They must be able to SEE what they write down from where they are sitting (e.g., sky is where stars are seen; clouds cover stars on a dull night). Each team has five minutes to write down as many words as possible. The next five minutes are devoted to the word WEATHER, the next five to ANIMALS and so on until all letters of the word SWAMP have been given equal time. 

At the end of the writing session, the leader tallies the number of words to see which team has the sharpest eyes, and the most vivid imagination (some teams may have to explain their rationale behind writing down certain words - the leader may not understand how they relate to the 'master' word). 

151. Meet My Friend

Equipment: None 

Formation: Group 

The object of this game is to discover a friend in nature, without harming any living thing that might be found in the out-of-doors. 

Players are taken on a short hike during which time each player collects something from the natural environment (nothing may be broken or picked from any living thing - the item has to be either lying on the ground or resting on another object (e.g. stump or log)). Everyone keeps his object hidden from all players. 

Following the hike, each player is given the opportunity to build a small home for his 'friend'. He is also asked to give his friend a name, and to think of one way in which he could take care of his friend, if it was still out of it's natural environment. 

When all in the group is ready, everyone tours the small homes that have been created, and meets each special friend. E.g.: 

'This is my friend Twiggy. He is a small branch that I found lying on the ground. I've built him a house from soft leaves and moss that I found on the ground. If he was still on a tree, I could take care of him by protecting him from the wind. I could build him a fence so the wind wouldn't snap him off his tree. I could also make sure he doesn't catch diseases - I could check for termites and insects that might harm him." 

The friends that are made are refreshing to everyone. 

152. Silly Symphony

Equipment: The Outdoors. 

Formation: semi-circle. 

Each player is given 10 - 15 minutes to find objects in nature that make a noise when banged together, or blown on, or rubbed together. Players bring back their 'instruments' and a conductor is chosen, who organizes the group into a semi-circular orchestra. 

Each musician is allowed to 'tune' is instrument, so the rest of the group can hear the different sounds. If a player can play more than one instrument at the same time, he is welcome to do so. 

The conductor can then choose a familiar tune with an easy rhythm, and lead his orchestra in song. Let the players make requests for songs they would like to play; give musicians the opportunity to work on 'solos' that they can perform for everyone. 

153. A Little Inconvenience

Water game, outdoors. 

Equipment: 1 soccer ball; 2 innertubes; 1 waterball; 2 water basketball hoops; blindfolds; string. 

Formation: teams. 

Divide the players into four teams, and set up a rotation so that each team takes part in each of the following activities: 

1. Sensitivity walk,

2. Obstacle course in water, using innertubes.

3. dodgeball, and

4. water basketball. 

Each activity is performed with a specific handicap: 

1) When a team goes on the sensitivity hike, all participants are blindfolded. They simply go on a short hike, and experience it without sight.

2) In a short obstacle course in shallow water (through an innertube, crawl on the bottom then through a second innertube) players must not use their arms.

3) In the dame of dodgeball in shallow water, each player's ankles are tied together. (One player in the center of the circle tries to hit another player with the soccer ball.

4) In a game of water basketball, players may not speak. 

Following ten minute rotations of each event, the group can discuss the sensations experienced by being temporarily handicapped. We can soon learn it is not what you cannot do-it is what you can do ! 

154. Slash Hike

Water game, outdoors. 

Equipment: None 

Formation: group 

This is a super small group game. 

As everyone to wear bathing suits and an old pair of shoes (a pair they can get wet). The game takes place in a stream or along the shallow shoreline of a lake or river. 

The leader steps into the water, and instructs the group to 'follow the leader'. Everything the leader does is copied by the followers. After a few minutes of hiking, the leader falls to the back of the line to let a new leader take over. The hike can be as long or as short as time allows - it is fun to walk back to home base in the water, rather than by land; see if the group can hike backwards for some of the return distance. 

Some 'follow the leader' ideas: 

Sit down on a stone; hop on one foot; play leap frog; skip a flat stone out to sea; jump from one stone to another; build a small castle on the shore; climb a tree; stop, take off one shoe, empty water from it, and put it on again; crouch so that all of you is under water; sing a song about the sea; try to catch a frog. 

155. Monster Relay

Water game, outdoors. 

Equipment: none. 

Formation: teams 

Divide the group into teams of 8-10 players. 

Set up a 'monster' relay where every player has a role. Some swim through shallow water, some through deep water. Have some do cartwheels through shallow areas, while other swim with one hand in the air. 

The design of the relay depends on your waterfront set-up and the abilities of your swimmers. 

End the relay by having one player piggyback a team-mate across a finish line, located in shallow water. 

156. Capture The Flag

Evening game, outdoors 

Equipment: 2 handmade flags on staffs 2' long; 2 different coloured sets of arm or headbands made of crepe paper. Formation: teams. 

Formation: Divide the group into two teams. Identify each by a set of arm or headbands. 

Set up a jail area (3-4 square yards) and a separate hiding spot for each flag. Jails are set up at opposite ends of a 5-20 acre area. 

The object of the game is to penetrate the other team's area and capture their flag. A flag is 'captured' after it has been returned to the captor's jail area. 

Prisoners are taken by having their arm or headbands removed by an opponent. Prisoners are taken to the jail of their captor's; then they wait there quietly until they are released. Prisoners can only be released when a member of their team (with arm or headband intact) runs through the jail in which they are being held captive. After their release, prisoners are given free escort back to a central spot near their end of the area. Here, they are issued a new arm or headband. 

The game continues until a flag is captured, or time is up. 

Note: Supervision at the jails and 'new arm or headband area' is important. Encourage teams to plan elaborate strategies of defence and offence. 

Variation: try playing the game with three or four teams, each with its own jail area and hiding spot for their flag. 

157. Smugglers And Spies

Evening game, outdoors 

Equipment: Tiny pieces of paper with the following smuggled items and point values written on each:

Chocolate - 50 points. Quantity: 10

Sugar - 75 points. Quantity: 8

Animal pelts - 100 points. Quantity: 8

Gunpowder - 150 points. Quantity: 6

Designs for new secret weapon - 300 points. Quantity: 3

Map to buried treasure - 500 points. Quantity: 1 

Formation: teams 

Divide the group into two teams. Have each team put on its armbands. One team becomes the smugglers - the other the spies. After the rules of the game are given, each team retreats to separate ends of the playing area (3-20 acres with open woods is ideal for the game.) 

The smugglers each receive the tiny pieces of paper, which they are going to try to carry into enemy (spy) headquarters. The spies set up their headquarters inside a 10' by 10' square area that has its definite boundaries. The scorekeeper sits inside spy headquarters. 

After each team has been given the opportunity to devise a strategy, play begins. The spies fan out away from their headquarters and try to intercept smugglers as they attempt to take their goods inside. 

When a smuggler gets caught (tagged), he must stand still and permit a one minute search of his person by the spy who caught him. If the spy cannot find the piece of paper within one minute (paper has to be hidden in external clothing layers), the smuggler is free to try to advance again into the headquarters. If the spy does find the 'loot', he takes the piece of paper into spy headquarters and gives it to the scorekeeper, while the smuggler returns to his headquarters to receive another piece of paper. 

If a smuggler penetrates inside the spy headquarters, he gives his goods to the scorekeeper, and is escorted back to his own headquarters by a staff person or leader supervising the game. 

The game continues for a set period of time. When it ends, goods (points) are totalled, and a winner is declared. 

158. Whistle Tag

Evening game, outdoors 

Equipment: one whistle for each 'hunted' leader or staff member. 

Formation: teams. 

The group is divided into teams of 6-8 players. The leaders or staff members who are to be 'hunted' are given a two-minute head start into the playing area (5 acre wooded area is ideal). 

Teams have to stay together during the entire game. Each team begins to 'hunt' the staff members, who are required to blow their whistles at one minute intervals (or variations which you may want to work out). Leaders may remain mobile, or seek a hiding place. 

Teams try to touch as many staff members as possible within the time limit of the game. Captured staff are immediately freed to run and whistle again. The team who tags the most wins. 

Variation: as a night game, using flashlights instead of whistles. Same rules apply. 

159. Light - No Light

Evening game, outdoors 

Equipment: flashlight 

Formation: scatter 

The game is best in a large open wooded area. 

Players line up at one end of the playing area, while one player, holding a flashlight, stands at the other end. 

The object of the game is to move from one end of the playing area to the other, past the person holding the flashlight. 

The player with the flashlight stands with his back to the other players. Every five seconds, he turns around, turns on the light and scans the area for three seconds. If a moving player gets caught by the flashlight beam, he has to return to the starting end. Stationary players may remain where they are. 

The first person to successfully move past the 'flasher' becomes the light for the next round. 

Variation: The player with the flashlight keeps the flashlight on, and continuously scans the playing area. Stalking players dress in dark clothes. If stalking players are caught, they must return to the starting end. 

160. Find The Bell

Evening game, outdoors/indoors. 

Equipment: a little bell that rings easily. 

Formation: circle. 

Have the group sit in a circle. Choose one person to sit in the center of the circle. 

The leader gives the bell to one of the players, who begins to pass it around the circle. 

The object of the game is to pass the bell quietly so that the person in the middle cannot guess who is holding the bell. Players may not silence the bell by holding the clapper - they have to try to pass it carefully enough so that it does not ring. 

161. Triad

Evening game, outdoors. 

Equipment: 3 soccer balls painted white; 6 markers with reflectors attached (to make 3 goals). 

Formation: teams. 

Divide the players into three teams. On the playing field, set up three goals in the shape of a triangle. 

The game begins with a jump ball in the center of the field. All three balls are put into circulation at once and players try to move the ball through either of their opponents goals. 

The balls may be rolled, kicked or thrown to team-mates. No player may hold a ball longer than five seconds. 

Teams devise strategies to protect their own goal, while trying to advance to score goals. 

162. Richmond Hill Hand Ball

Active, outdoors 

Equipment: soccer or volleyball. 

Formation: teams. 

Divide the group into two equal teams. Find a suitable playing field about the size of a soccer field, with an area to be used as an end zone. 

The play starts with a jump ball. The object is to move the ball down the field to score points. Players throw the ball to their team-mates, or run with the ball. Players may not take more than five steps while carrying the ball. If they do, the ball is handed to the other team, who throws it in from the sidelines. 

Points are scored when the ball is thrown to a team-mate in the opposing team's end zone, and caught. The ball must be thrown from outside the end zone into the end zone and caught by a team-mate. If the ball is missed or dropped, the opposing team gets a chance to move it out of their end zone. One point is scored for each catch. 

The team with the most points after a given amount of time is declared the winner.

163. "Human Knot"

Have everyone stand in a circle. Have everyone reach into the circle and grab two hands belonging to two different people. Then, try to untangle yourselves. 

Or, have everyone joins hands facing the center of a circle, except one person. That person is the doctor. While the doctor is out of the room, everyone steps over each other, twists, turns, and  basically turns the circle into a knot. No matter what, they cannot let go of each other's hands. When the circle is a mangled knot, call, "Doctor! Doctor!" The doctor then comes in and tries to unravel the knot of girls without unlinking any hands, to  make them become a circle facing inward again. 

164. Plate Race

Give each participant a paper plate (rocks, bricks, and boards also work well and do not blow away). Separate participants into teams. Give every team another paper plate. The teams race each other to a finish line while only stepping on the paper plates. This will require throwing a paper plate in front of the team and each team member moving forward. The last member picks up the last plate and it gets handed to the front where it is then thrown ahead and stepped on. Everyone moves forward a plate and the process continues.

165. This Is A...

Sit all participants in a circle. Select as many objects as there are people in the circle. For this example, the first object is a toothbrush, the second is a pine cone, and the third is a rock. Start the game by saying

           #1 This is a toothbrush.

           #2 A What?

           #1 A Toothbrush.

           #2 A What?

           #1 A Toothbrush.

           #2 A What?

           #1 A Toothbrush.

           #2 OH!!!

Now it gets tricky.

#1 introduces a new object to #2 while #2 introduces the toothbrush to #3. Turn your head to the person you are talking to.

#1 This is a pine cone. 
#2 This is a toothbrush.

#2 A What?


#3 A What?

#1 A pine cone. 

#2 A Toothbrush.

#2 A What?            

#3 A What?

#1 A pine cone.

#2 A Toothbrush.

#2 A What?


#3 A What?

#1 A pine cone. 

#2 A Toothbrush.

#2 OH!!!!


#3 OH!!!!

Now it gets trickier. While #1 introduces a new object to #2, #2 introduces the pine cone to #3 and #3 introduces the toothbrush to #4.

#1 This is a rock.

#2 This is a pinecone.

#3 This is a toothbrush

#2 A What?

#3 A What?

#4 A What?

#1 A rock.

#2 A pinecone.

#3 A toothbrush.

#2 A What?

#3 A What?

#4 A What?

#1 A rock.

#2 A pinecone.

#3 A toothbrush.

#2 A What?

#3 A What?

#4 A What?

#1 A rock.

#2 A pinecone.

#3 A toothbrush.

#2 OH!!!!

#3 OH!!!!

#4 OH!!!!

Continue until all of the objects are passed around the circle several times and people are tired of the game.

166. Candle Relays

This is a great game, as the race doesn't always  go to the swiftest. It's also adaptable to almost any venue: pool, beach, field, conference room, classroom, etc. 

Objective: To be the first team through the course with your candle lit.

Time Required (minimum): 10 min.

Equipment: One candle (with protective guard) for each team, matches, whistle 

Rules: 

Players must move through the course with their candle lit. If candle extinguishes, they must re-light their candle and continue. 

To Play:

Divide group into teams of 8-10. On the whistle blow, the first player on each team must light their candle and complete the course with their candle lit before handing off to the next team-mate. The first team to have all team players through the course and seated behind the starting line wins.

Modifications: 

Have players return to the starting line to re-light their candle 

Designate a "candle-lighter" for each team to run out and re-light candles. 

Have players move through an obstacle course. 

Run race on a track , similar to a track relay race. 

Have players seated on scooters 

Play in the swimming pool- players must keep their feet off the

bottom of the pool. 

167. Team Cheer

Team cheer encourages movement, as well as artistic and musical and

literary creativity. The final results can be videotaped and played back to rev up team spirit during lectures! 

Objective: To create a 1 minute motivational team cheer

Time Required (minimum): 45 minutes

Equipment: Optional: poster board, pens, pom-poms, gymnastic ribbons, balls, bean bags, drums, rhythm instruments (bongos, maracas, rhythm sticks, etc) 

Rules: 

Teams must incorporate movement and choreography into their cheer.

Teams can use props to enhance their cheer (recommended) 

Every team member must be involved in the cheer 

To Play:

Group is divided into teams of 8-12. Teams plan, create, and rehearse                 their cheer during the allocated time. At the end of the time, each team performs its cheer for the other teams. To add a competitive element, each team is given votes which it can award as it sees fit to any team it wants. The team with the most votes wins.

Modifications: 

Shorten and simplify this event by eliminating the props and movement, and shortening the length of the cheer. 

168. 4-Goal Soccer

It's interesting to watch the strategies that emerge - will teams form alliances to defeat their opponents? 

Objective: To score the most goals

Time Required (minimum): 30 min.

Equipment: One soccer ball, line markings or cones, 4 soccer goal 

Rules: 

No touching of ball with upper half of your body. 

To Play:

Divide players into 4 teams. Each team is responsible for defending one goal. Game starts with a kick-off in the center of the field by the team that won the initial toss.

Modifications: 

Allow handling of the ball 

Use more than one ball 

Use one or more frisbees, foam balls, foxtails, etc. 

Use a combination of frisbees, balls, foxtails, etc. 

169. Moving Basket-Ball

You don't have to be a great basketball player, as the basket will come to you to help your team score. 

Objective: To put the ball into your team's basket.                   

Time Required (minimum): 30 min.

Equipment: Basketball or playground ball, 2 buckets (or wastepaper baskets or baskets big enough to fit ball), 2 sturdy chairs 

Rules: 

No contact 

No running with ball

Drop scores of high scorer and low team. 10 bonus points are added if

every team member scores.

Basketholders cannot touch the ball.

To Play:

Players are divided up into teams. One member of each team stands on a chair holding a bucket. Play starts with a jump ball in the center of the court. The team attempts to put the ball in their own bucket, with the other team trying to stop them. Basketholders move the basket to help their own team score.

Modifications: 

No dribbling 

Use frisbees, foxtails, bean bags, etc. 

170. Microbe Marathon

A challenging activity requiring good communication and trust, Microbe Marathon lessons can be extended by adding task stations as suggested in the modification. 

Objective: To complete the course

Time Required (minimum): 15 min.

Equipment: course markers, blindfolds 

Rules: 

Only Nucleus can see

No running 

To Play:

Groups divided into teams of 12-15 players. Within each team, several players join hands facing inward, forming the Microbe's "cell wall". The other players are contained within the cell wall forming the "cytoplasm".

One player is hoisted on top of the shoulders of the Microbe and becomes the "Nucleus". All the other parts of the Microbe except the Nucleus put on blindfolds. It is the job of the Nucleus to direct the Microbe around a set course.

Modifications: 

For smaller groups, perform race more than once, attempting to improve on best time. Can add stations throughout the course containing tasks that the teams need to complete before moving on. These can be physical challenges ("river crossing" using limited equipment) or mental challenges (sendentary problem solving exercises) 

171. Hit And Go

You can adapt this game to just about any sport where an object is used: soccer, hockey, basketball, football, tennis, badminton, lacrosse, etc. 

Objective: To transfer all the players on one side of the net to the opposite side as quickly as possible.

Time Required (minimum): 10 min.

Equipment: Volleyball, volleyball net. 

Rules: 

Players cannot catch the ball 

Ball cannot touch the ground

To Play:

Split the group into two teams of 8-15 players each. Place each team in a line on opposite sides of the net. The first person on one side hits the ball over the net to the first person on the other side, and runs under the net to the end of the line. The player on the opposite side then volleys the ball back, and runs under the net to join the end of the opposite team's line. After all team members have transferred sides, both teams sit down.

Modifications: 

This can be played with a cage ball; a tennis net, tennis racquet and balls; without a net and passing a basketball; with bean bags, using beach balls, etc. 

Instead of keeping time, see how many times teams can consecutively hit the ball over the net. Play this game competitively by having two lines of players playing against each other for best time or most consecutive hits. 

Continue playing after each team has switched sides. 

172. Blanket Volleyball

It takes everybody at once to play this volleyball game. 

Objective: 

· Competitive: To be the first team to score 10.

· Co-operative: To get the ball over the net as many consecutive times as possible without the ball touching the ground.

Time Required (minimum): 30 min.

Equipment: Volleyball, beach ball or cage ball; volleyball net; 2 blankets or tarps - 8 X 8 feet. 

Rules: 

Ball cannot touch the ground.

The team cannot move from the position where they caught the ball. Players cannot touch the ball with their hands. 

To Play:

Group is divided into two teams of 8-10. Team members grab the edges                    of the blanket and lift the blanket to waist height. The ball is placed in the middle of the blanket. The team then attempts to catapult the ball over to the other side of the net using the blanket. In the competitive version, the team tries to place the ball so the other team can't catch it. In the cooperative version, teams count how many times the ball crosses the net without dropping.

Modifications: 

Use two balls at once 

Allow players to move after they catch the ball 

Use a tennis net or eliminate the net completely 

Have teams count the number of times they can toss the ball up in

the air and catch it without dropping it. Highest score wins. 

173. Egg Throw

Needed: Eggs. 1 plastic sack per participant to cover their clothes.

Rules:

· Have an even number of participants in each team.

· On each side of the ground half of the participants of each team are placed with a distance of two meters between the two parts of one team.

· Each half-part-team must stand very close, stomach towards back, in a row. 

· The first participants in each row throw an egg to the opposite row. The goal is to keep the egg whole. If the egg breaks the game is over.

· When you have thrown you move to the last place in the row. By this the distance between the two rows increases…

· The team that have thrown the egg most times without destroying it has won! 

Functionaries: Watches so there is no cheating. Counts the number of throws for each team.

174. The Clothesline

Needed: A clothesline or a thick string for each team.

Rules:

· Have teams with the same number of participants.

· All participants stands in a row, stomach towards back

· At the starting signal the clothesline is thread through the sleeve of the first person and further through the clothing out through the opposite trouser leg. Then the clothesline is thread through the trouser leg of the next participate and out through the opposite sleeve until the wire has passed all the participants in the team.

· The fastest team has won!

· Team members are allowed to help each other.  

Functionaries: Watches so there is no cheating.

175. Throw Boot (Wellington)

Needed: One boot (wellington). Two ropes or wires.

Rules: 

· Have teams with the same number of participants.

· Make two lines with the ropes – 1-2 meters apart and place participants 1-2 meters in front of the closest line. 

· The participants are now going to throw the boot so it passes the lines. Passing the first line gives 1 point, passing both gives 2 points.

· How to throw: the participant stand directed to the lines, leans forward and throws the boot between the legs. Hopefully the boot goes above the participant and land in front of him/her… (This may need some practice…)

· The team with most points wins!

Functionaries: Watches so there is no cheating and count the points of each team.

Comments: Either you let the teams throw in turn in the same area or you have one area per team. Then you need one boot and two ropes per team. Let each participant throw at least two times, because this is fun!!

176. Suck Peas

Needed: Dry peas. Two bowls/vessels/pots per team. One straw per participant. 

Rules:

· For each team: put the two bowls 4-5 meters apart. Let each team stand in line behind one of the bowls. Fill the other bowl with peas. 

· At the starting signal the first person in each row runs to the other bowl with his/her straw in the mouth. He/she sucks one pea with the straw – keep the sucking, run back and drop the pea in the empty bowl. As soon as the pea is in the bowl next person go and repeat the procedure and so on… Work fast!

· After 3-5 minutes there is an ending signal. 

· The team with most peas in their bowl has won!

· No hands are allowed.

· If a participant drops the pea by mistake he/she has to start all over!

Functionaries: Watches so there is no cheating and keep the time.

177. Relay Skiing 

Needed: Two pair of skis (or boards of wood) with loops/ places for the feet of four persons. Crackers. 

Rules:

· Number of participants per team: 16 persons – two teams

· On each side of the ground 8 of the 16 persons are placed.

· Four of the eight persons are going to get them selves over to the other side with the skis on the feet.

· When they have reached the middle each of the four participants receive a cracker that shall be consumed. When two of the participants of the group can whistle the group can go on the opposite side of the ground.

· Each group only ski one of the four the stretches.

· The team that managed the four stretches first has won!

Functionaries: Watches so there is no cheating. Gives out the crackers and decide when enough people whistle.

Comment: You can for example have skis for three persons. Then there will be 12 participants in each team, skiing with three people each stretch… 

178. Sack Race

Needed: One sack (of sackcloth) per team. Riddles.

Rules:

· Have an even number of participants in each team.

· On each side of the ground half of the participants of each team are placed. 

· Each participant only jump one of the stretches.

· The participant jumps with the feet in the sack to the middle and receives a riddle. If the person manages to solve the riddle he/she jumps on the other side of the ground and change to the next participant that repeat the same procedure…

· If the person cannot solve the riddle he/she have to wait 30 seconds and then jump to the other side. 

· Fastest team wins!

Functionaries: Watches so there is no cheating. Tell the riddles and keep the time for those who don’t solve them.  

Alternative: Mix of Relay Skiing and Sack race: if you cannot make this kind of skis for many people but have that bigger kind of sacks that fit 4 people then you do the same game as Relay Skiing but use the big sack instead of the skis.   

179. Irish Christmas Eve (Outdoor Drinking Game)

Needed: One stick per team. One bottle of beer per participant.

Rules:

· Have an even number of participants in each team. (2-4 teams)

· Let each team stand in a row. 

· About 10 meters away there is a functionary. At starting signal the first person in every row runs to his/her functionary. There he/she receives a beer. The beer is to be put away: drunken as fast as possible! Then the participant put her head at the end of the stick, leans over so the other part of the stick touches the ground and spin around it 10 times. There after he/she runs back. Then next one goes and repeats the same procedure…

· The fastest team has won!

Functionaries: Gives the beer and count the number of turns around the stick.  

180. Families

An outdoor game for making people move a little bit.

What you need:

The scarf or handkerchief for everyone (to cover the eyes).

The game should be played in rather big area as for example football field.

The people are divided into groups of 5- 6 persons, called families. The task of each family is to invent their family name, which will be non-typical, easily recognized by its members.

When this is done, the handkerchiefs or scarves are put on the eyes of the participants and they are asked to be silent from now on, not saying a single word. The facilitator says that sometimes we get lost and that is it what will happen to the members of each family. They will be separated by the shouting crowd on the airport.  Then the members of each of the family are placed by the facilitator in the distinct parts of the area. The goal of the families is to get together as quickly as possible, only by shouting their family name. The family which collects all its members first, wins. Of course, the whole process of finding each other is done with the eyes covered, following the voice of the other members of your family.

Remarks:

Forest is not the best and the safest place for 20 or 40 people with covered eyes searching for each other ;-)
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181. Ace Baseball

Materials needed: Baseball bat and nerf ball (or larger ball). Baseball...without any of the rules of baseball! You can implement any rules you like....Divide into two teams. Tell the teams your rules. For instance, the way you score points is to run around your team-mates. You have two chances to hit the ball. If you do not hit the ball the second time, the ball is still in play. The “fielding team” needs to get the ball. Once a team member has got the ball, the team needs to run toward each other so they can pass the ball between their legs. The ball must pass through each person’s legs (and back to the front if the teams are small). Once they are finished, they must shout, “Done!” The person who hit (or did not hit) the ball runs around team-mates until the other team completes the ball passing and shouts. Play continues for as many rounds as you like. Hint: The name of the game is “Ace Baseball”.....the group probably will not catch on, and do not tell them until the end, but the object of the game is to get the lowest amount of runs - closest the ACE (like a deck of cards). Hee hee! 

182. Arch Ball

Players (10-30) are divided into two equal teams. Each team forms a line, one in front of the other, about arms distance apart. The ball starts in the front and must be passed over the head to the back of the line. When the last person receives the ball, he/she must run with it to the front of the line and continue passing the ball. The first team to return the ball to the original line-up wins. 

183. Bacon And Eggs

In a sitting position in a circle, designate one person to be “it.” Go around the circle and tap each person on the head and say “bacon” each time. When “it” says, “eggs,” that person that got tapped must run the opposite way. When they meet together, they must stop, shake hands and say, “Good morning. How are you?” Both continue around the circle and sit down in the empty spot before the other. The one that is left standing is “it” next. 

184. Balloon Tag

Tie strings to balloons and then tie one balloon to each person’s ankle. It is every man/woman for him/herself in this one! The object of the game is to pop everyone else’s balloons while making sure that yours does not get popped. Once your balloon is popped, you are out of the game. 

185. Balloons Over And Under

A single line is formed with one person behind another. Four or five balloons filled with water are placed in front of the first person. One by one, the first person takes each balloon and passes it over their head to the person behind them. That individual passes it under their legs to the next person, the next passes it over their head, and so on. When the balloons get to the last person, they run to the front of the line and pass it over their head. Adventurous groups can choose to toss the balloon over their head and hike it (toss it) between their legs. Play continues until group reaches the destination line. Note: When playing water balloon games in hot places, balloons will burst all by themselves if left in the hot sun. Put them in a bucket of water to keep them in better shape. 

186. Banana Relay

In this game, a banana is placed between the knees of the first person, and it must be placed between the next person’s knees - without using any hands. If the banana drops, it starts with the first person in line. First team to finish successfully, wins. 

187. Bird Hunter

One player is the “hunter” and the others are “birds.” The hunter throws a ball at the birds, who may run freely about within the boundaries determined by the players before the start of the game. When the birds are hit with the ball, they become dogs and help the hunter by recovering and throwing the ball to him. The hunter is the only one that may hit the birds. The last bird to be hit becomes the hunter for the next game. Hint: To distinguish between dogs and birds, have dogs get down on all fours and crawl; make birds flap wings. 

188. Blob Tag

This is a great dame to play with other groups. First establish the boundaries and pick one person who wants to be “it.” This person is the beginning the “blob.” That person now chases people and everyone that he/she tags grabs onto the person that is “it” (grad their hand or shirt). As more and more people are tagged, the blob will get bigger and bigger as you can split it into smaller “blobs” if you wish. Obviously, the last person to be tagged is the winner. 

189. Capture The Flag

The playing area is divided in half; at each right-hand rear corner is a rectangle that is known as the jail or prison (you could also use a goal if on a soccer field). The group is divided into two teams. Each team should decide where to place their flag (a towel, shirt, or whatever) on their side of the field. The object of the game is to get the other team’s flag. Once the game is started, anyone who steps over the center line into the opponent’s half is eligible to be caught and taken to prison. A player must get through the enemy’s lines without getting tagged. Prisoners may be rescued by team-mates who get through enemy lines without being tagged and can touch the prisoner’s hand. (The prisoners can line themselves up by holding hands and stretching toward the center line as long as one person is still holding the goal or in the jail area.) If rescued, both the prisoner(s) and the rescuer must walk back to their own side with their arms up. To win the game, a player must get the flag back across the mid-line of the playing area. If a player has the flag and gets tagged, the flag can either go back to where it was, or be dropped where the person got tagged. That player goes to jail. Teams may have only have one person protecting the flag. 

190. Cat And Mouse

Before the game begins, designate one player as the “cat” and another as a “mouse.” The rest of the players should join hands and form a circle around the mouse, while the cat remains outside the circle. The mouse starts the game by darting outside the circle and around the players. The cat must try to tag the mouse, while staying on the outside of the circle. The players may lift their arms over the mouse’s head in order to help him/her, since they usually sympathize with the mouse. Likewise, they will try to block the cat. When the cat finally tags the mouse, the mouse becomes the new cat, the cat joins the circle, and another player becomes the mouse. 

191. Catching The Snake’s Tail

A fish is formed with all of the students holding hands in a line. One end is the head and the other is the tail. The head tries to catch the tail while the tail tries to escape. Let participants know that they should not break their grip (if possible). Variations: Have more than one group and have the heads of the groups chasing the tails of the other groups. 

192. Clam Free

Start by defining the boundaries of the playing field. One person volunteers to be the “nuclear reactor” and activates him/herself with a frisbee or nerf ball, preferably day-glo. The rest of the participants are clams and signify that by being as happy as possible. The object of the game is for the nuclear reactor to contaminate all of the clams by tagging them with the day-glo device. One contaminated, the clams become frozen in place. As the reactor chases and tags the clams, it wood appear that doomsday is just around the corner - at least for the no-longer-so-very-happy clams that are getting zapped one after another. There is hope, however. A frozen clam can be defrosted if two mobile clams manage to link hands around him/her in a clamshell alliance and shout “Clam free!” Even better yet, if seven clams can manage to link up in a circle and count to ten, then the nuclear reactor is shut down forever. 

193. Clothes Pin Tag

Give each player four clothespins. Each player tries to get rid of their pins by attaching them to the other players’ clothing. A player’s four pins must end up on four separate players. 

194. Crows And Cranes

Players are divided into two teams. Mark two safety lines not more than 40 feet from center. Midway between the safety lines, form players in two teams facing the leader. The lines of players are about 5 feet apart. One line is “crows,” the other is “cranes.” When the leader calls “Crows,” the crows run for their safety line, attempting to reach it before the cranes can tag them. If the leader calls “crawfish,” no one runs. The leader should use deception and precede his call with a “crr” sound, so players will not know what is going on. Each team receives a point for every member of the opposite team tagged before that team reaches safety. Each team loses a point for every one of its people running in the wrong direction or running on the call “crawfish.” 

195. Dizzy Izzy

Split the group into two teams (or however many you would like). Have them line up so they are about forty feet form the bat which is lying on the ground. There should be one bat and one spotter for each team. When the game begins, the first person in each line must run to the bat, pick it up, place one end on the ground, bend over so their head is near (or on) the bat, and spin around between five to ten times (depending on your preference). They must then run back toward their group and tag the next person’s hand in line. The entire group must complete the task. The first team done, wins. 

196. Elbow Tag

Everyone gets a partner and hooks elbows. The pairs spread out around the designated playing area. Two individuals are chosen to be it. One will be the chaser, the other being chased. The person being chased may hook elbows with any pair at any time. The member of the pair at the opposite end of where the chasees hook, is now being chased. If the chaser catches the chasee, the chasee spins around three times and becomes the new chaser. The previous chaser now becomes the chasee. Note: A time restraint may be needed to prevent limited participation from the rest of the group. 

197. Everybody’s It

Just as the name says...everybody’s it! The object is to tag without being tagged. Once someone has been tagged, they squat down and they are temporarily out of the game. The “tagged” can resume play when the person that tagged them squats down from being tagged. Note: If two simultaneous tags occur between two players, both players squat and they count to 60 before they can continue to play. Honesty is key. 

198. Giants, Wizards, And Elves

The group is split up into two equal groups. Each of the two groups will huddle up away from the other group. As a group, they will decide to be a giant, wizard, or elf. Once the groups have decided on a group identity, the two groups will line up parallel to one another in the middle of a squared off area. On the leader’s count of three, the two groups will show the other group their chosen identity. A “giant” stands nice and tall with their arms over their heads and growls. A “wizard” slightly bends at the knees with their arms out in front saying, “ZAP, ZAP, ZAP!” An elf bends totally at the knees, and with their hands they make pointed ears and elf noises (your choice). A giant beats an elf; a wizard beats a giant; and an elf beats a wizard. The team with the more powerful identity will chase the other group. Anyone tagged before crossing the coned line will join the other team. Anyone not tagged will remain on the same side. In the event of a tie, the groups will decide on a new identity. Note: To save time in the event of a tie, it is a good idea to have the groups think of an alternative identity. 

199. Guard The Bone

This game is played in groups of four. One person is the dog and sits on his/her hands and knees. The dog must protect a towel or shirt which is placed underneath him. The other people, also on their hands and knees, must try to get the towel. If they do, they become the dog. If the dog tags them before they get the towel, they are “out” until the next game. 

200. Hill Dill

The person who is “it” stands in the center of the play area while the other players stand behind one of the goal lines marked across the ends of the play area. Half of the players stand on one side of the play area and the other half stands on the other side. The person who is “it” calls out “Hill Dill, come over the hill!” On this signal, the players run across the center to the opposite side. The person who is “it” tries to tag them. The players who are tagged go to the center and help tag the remaining players. The game is played until one person is left. Hint: Place the goal lines 40' apart. 

201. Ice Cubes

Divide the players into two equal teams. At a starting signal, each team picks up an ice cube and tries to melt it as quickly as possible. Players can rub it between their hands or against their clothes, but they may NOT put it in their mouths. While they are trying to melt the ice cube, it should be passed around the team frequently - no player should keep it for more than a few seconds at a time. Players should keep it off the ground too. The first team to melt its ice cube, wins. On a really hot day, you may want to play more than one round of this one! 

202. I’m Sending A Letter

The group starts by sitting in a large circle. There should be some room between each person, but not in abundance. One person will stand in the middle. The person in the middle will say, “I’m sending a letter to anyone.....................” The middle person will fill in the blank with any characteristic or trait they wish (i.e. anyone with blue eyes). If the trait or characteristic applies to any group member, that group member must get up and move to an open spot more than three spaces away from their original spot. If the trait does not apply to a group member, they stay were they are. The last person to find a spot is the new middle person. Note: Remind the group to keep it clean! 

203. Jolly Green Giant

Two lines need to be established about forty yards apart. Everyone starts from behind one of the lines. Two groups members are chosen to be giants. The giants stand between the lines. When the giants say, “Jolly Green Giant,” the rest of the group runs to the other line trying to avoid being tagged. If a group member gets tagged, they become sprouts. Sprouts go down on their knees, and they can tag others with their hands, but they cannot move from their permanent position. The giants continue repeating “Jolly Green Giant,” when the remaining are at the appropriate end. The last two to avoid being tagged become the giants in the next game. 

204. Kabaddi

Any playing area can be used with boundaries set and a center line created. Two teams are created. Each team is on one half of the playing area. The game is started by one player from only one team running across the mid-court line trying to tag as many players on the opposite team as possible while yelling the word “kabaddi” (cubbedy) repeatedly in one breath. All those tagged now belong to the other team. Once the player looses his/her breath though, he may be tagged. If this happens, the player then is on the opposite team and all those tagged remain on the same team. Players take turns running to the other side. 

205. Lemonade

Divide the players into two teams. Have the teams line up at opposite sides of a playing area, which is clearly defined before play begins. One team is selected to go first. The members huddle and secretly choose two things: a place to be from (any city, state, or country) and some action to perform (washing dishes, playing basketball, painting a picture, etc.). The “acting” team moves to the center of the playing area, saying, “Here we come!” The other team asks, “Where from?” The first team replies with the place they have chosen. The second team then asks, “What’s your trade?” and the first team replies, “Lemonade!” After the first team says, “Lemonade,” they begin to perform the action chosen earlier. The other team tries to identify the activity, yelling out its guesses. When someone on the second team calls out a correct guess, a game of TAG begins, the first team turns and runs back to their starting line as the second team tries to catch them. After both sides have had the chance to act out their trade, the team that has tagged the most players can be declared the winning team. 

206. Life Saver Relay

In this game, each team member receives a tooth pick to place between their teeth. The first person in line is given a lifesaver by the leader. When the leader says, “GO!” the lifesaver must be passed to the next person without using any hands. If the lifesaver drops, a new lifesaver will be given to the first person in line. 

207. Line Push Tag

One person is “it” and one is “not it.” The rest of the group lines up in a straight line shoulder to shoulder. The chaser tries to tag the chasee. If the chasee does not want to be chased any longer, he/she can change places with a person in the line by coming from behind and GENTLY pushing that person forward out of the line. That person becomes the new chasee. If the chaser tags the chasee, they switch roles. Participants may not cut through the line at any time during the game. 

208. Line Relay

Divide the group into two equal teams. Designate a starting line and end line. On the signal, the first person in each line lays down (parallel to line) with arms spread out to side. The next person in line jumps over the first person and lays down, spreading their arms. Fingers must be touching. This continues until the whole team is over the end line. Once a team member is over the end line, they are allowed to stand up and cheer for the remaining team-mates. 

209. Log Roll

Have the entire group lie down on their stomachs, shoulder to shoulder, forming a straight line. Then the person on the end rolls over everyone’s back until they reach the end. Everyone continues to do this until the entire group has rolled over. The team done first, wins. 

210. Loose Caboose

Groups (trains of 3 or 4) depending upon the size of the group are made up with the individuals lining up behind each other forming a train. The game is a tag game. Two people are designated as “it” and two are the “loose caboose.” The object of the game is for those who are “it” to tag the players who are the loose caboose. The loose caboose, however, can avoid being tagged by hooking on to the end of the train. Once a player hooks on to the end, the first player in the train then becomes the loose caboose. The train can also try to avoid being hooked onto. Once a player has been tagged, they then become the “it,” and the “it” becomes the loose caboose. 

211. Man Overboard

First the Captain of the ship must explain the directions of the ship to it’s passengers. Starboard means the right side; Port means the left side; Bow means the front; and Stern means the back of the boat. After the Captain has tested the group on the different directions, the Captain yells, “Attention on the deck!” and everyone comes back to middle of ship so the Captain may add a few commands. Such commands include: “Man a ______ person lifeboat,” (fill in with certain number of people). The exact number of passengers get in a straight line, sitting down, straddling the person in front of their legs, and begin rowing. Other commands include “Man Overboard,” in which one person grabs a partner, and acts as if they are rescuing a drowning victim. “Man your cannon” means everybody grabs a partner; one partner is in the wheelbarrow position making cannon noises, while the other gets the legs. “Scrub the deck” means everyone gets down to scrub the deck. “Mop the deck” means everyone stands and mops the deck. “Everyone man the periscope” means everyone lies on their back and lifts their legs in the air. “Ride the dolphin” means everyone grabs a partner; one partner rides on the back of the other. “____ person prom” means that number of people start dancing in a circle repeating over and over, “promenade, promenade, promenade, etc...” “Pirates are coming” means everyone gets out the binoculars and begins looking for the pirates. “Hail the coastguard” means one person gets down on hands and knees and other puts on foot on their back, one hand on hip, and does a “rodeo” motion with other hand and shouts “Whew, whew, whew!” Finally, “The Captain is coming” means everyone stands at attention for the Captain. Note: Usually, the last few people to perform a command are given demerits. Once they receive three, they are eliminated from the game. It is a judgement the Captain must make. Do not eliminate anyone immediately, and gradually add in the commands. Be creative! 

212. Neck Races

Split the group into two teams. Have them line up male-female, if possible. Give the person in the front of the line a rounded object (i.e. orange, tennis ball, etc.). The object should be placed under the chin of the first person, and it must be placed under the chin of the next person in line - without using any hands! This pattern continues until the object reaches the end of the line. If the object is dropped, it must be returned to the beginning, to start again. The first team to finish successfully, wins. 

213. Partner Tag

The game is started by each group member getting a partner. Between the two partners one will decide to be “IT.” The leaders should establish boundaries (small ones may be better). The person who is “IT” will give his/her partner a five second head start before the chasing begins. The chasing is done in the form of walking. Once the partner has been tagged, they become the new “IT” among the pairs. Before the new “IT” can start chasing his/her partner, they must spin around three times. This pattern will continue until “peak fun” is reached. Note: Remember, NO RUNNING. 

214. People To People

An odd number of people is necessary for the activity to work. To begin, everyone grabs a partner. The partners should stand side by side forming a circle with the other partners. The person without a partner stands in the middle and begins establishing rhythm by snapping their fingers, and chanting, “People to People, People to People, etc.” The rest of the group follows the person in the middle. Once a rhythm has been established, the leader will should out two body parts that must touch between partners (i.e. knee to ear). The leader will go through the chant twice and then shout, “People to People!” At this time, everyone runs into the middle of the circle, grabs a new partner, and runs to the outside of the circle. The last person without a partner is the new leader. Note: Try to keep it clean. 

215. Pirates’ Gold

Split the group in half and make one team the “Pirates” and the other “Coast Guards.” One person within the Pirates has the jewellery, and the object is to get that Pirate across the floor to the other side without getting caught by the Coast Guard. The Coast Guard has to run into the oncoming Pirates and ask them to show what they have in their hands. The Pirates have to show the Coast Guard what they have in their hands. If the Pirate that has the jewellery gets across the floor without getting caught, the Pirate gets one point. If the Coast Guard finds the Pirate with the jewellery, then they get the point. After they go through the game once, both teams switch roles and continue the game. 

216. Raid

The leader begins by choosing two “exterminators.” Everyone else is an ant. The “exterminators” will be doing the chasing. Once an ant has been tagged by an exterminator, the ant falls on their back and puts all four limbs facing upward. Four other ants may pick up their hurt buddy by their limbs, and place them on a designated hot spot (i.e. bases or rubber mats). The once dead ant has been resurrected and may continue playing. Note: Any time a live ant is helping a dead ant, they can not be tagged by the exterminators. 

217. Red Rover

Divide the participants into two equal teams. Team members hold hands and face each other with about twenty feet between them. The team that begins will yell, “Red Rover, Red Rover, send ______________ (name of player) right over!” The person whose name has been called must leave his/her team and attempt to run THROUGH the other team by breaking through two peoples’ hands. If the person is successful, he/she is allowed to go back to join his/her team. If the person was not able to break through, then he/she becomes a member of the opposing team and joins hands with that side. The game ends when time is called. The team with the most players is the winner. 

ROLLING DOWN THE HILL RACE: Split the group into two teams and have them stand at the top of the hill. When the game begins, the first person on each team begins rolling down the hill. When they reach the bottom, they must get up and run back up to the top of the hill. 

SEWING UP THE GAP: The object of this game is to tag the chasee before he/she can “sew up the gap.” (All of the gaps between players.) The group stands in circle leaving room in between each other. The chasee sews up the gaps by weaving in and out among players. When the chasee (“it”) sews up a gap, those two players join hands and “it” no longer can run through it. The chasee wants to sew up all of the gaps, before getting tagged, with him/her on the inside of the circle, and the chaser on the outside. If the chaser tags the chasee, the roles are reversed. 

218. Spear The Sweets

This is a relay activity. All players place a toothpick in their mouths and line up in a line (front to back). The object of this game is to get the lifesaver from the beginning of the line to the end of the line before the other team. However, there is a catch! No one may use their hands to move the lifesaver. The first person places the lifesaver on the toothpick on the “GO!” command. The first group to get the lifesaver to the end of the line and sit down, wins the game. 

219. Speed Rabbit

Group stands in a circle leaving room in the middle for a person to be the caller. (Best with groups of 20 or more.) One person starts as caller and teaches group a motion. For example, “speed rabbit,” “milking the cow,” “elephant,” “hear no evil, see no evil, speak no evil,” “amoeba,” “palm tree,” “fire hydrant,” etc. (All motions are done in groups of three.) The caller teaches one motion first, and adds more difficult ones as the group is ready. The caller spins around the circle and stops with finger pointing to one person, calling out a motion to that person. The person pointed at becomes the center person in the group of three. If any of the group of three is not quick in responding with the right motion, they become the caller. This is a fast paced, heart pumping game - and lots of fun! 

220. Spoon Game

Split the group into two teams. Have them line up and, at about 30-40 feet away, place a cup. The first person in each line should tie a string around their waist. This string has a spoon tied to one end. When the game begins, each person, with the string around their neck, runs down, squats over the cup, and tries to get the spoon into the cup without using his/her hands. Once they get it in, they run back to the line and help tie the string around the next person’s waist. The game continues until you have a winner. 

221. Spud

One person is picked to be it. All of the other participants are given numbers. The person who is it will throw the ball into the air and call a number. The person whose number was just called scrambles to retrieve the ball, while the others scatter about. As soon as the person whose number was called retrieves the ball, he/she shouts, “Stop!” Everyone must freeze in their places while the person with the ball is allowed to take three steps and throw the ball at whomever they think they can hit. The person who is hit by the ball is then it, and gets a letter (S-P-U-D). The whole cycle starts over again. If one person gets all four letters (S-P-U-D), that person is eliminated from the game. 

222. Steel The Bacon

Divide the group into two teams. Everybody on Team 1 gets a number and everybody on team two gets a number. Both teams face each other about 15-20 yards apart. The leader calls the number and both of these people have to race out and grab the cone and run back past their line without getting tagged. If they get past the line, they are awarded a point. 

223. Triangle Tag

This is a tag game for four people. Three of the group members hold hands in a circle and one of them is designated to be caught. The chaser remains of the outside of the circle and tries to tag the designated person. There is no breaking through the triangle! 

224. Tunnel Relay

Each team stands in a single line (players one yard behind each other with feet apart). At the signal, the first player of each team rolls the ball between their legs so that it passes through the legs of the other players on their team and is caught by the player at the end of the line. Player then runs with the ball to the front of the line, and repeats the procedure. The game ends when the first player of one team has again reached the top of the line. If the ball rolls out on one side of the tunnel, it must be brought back to the same place, and rolled to the end. NOTE: You can vary the game by having players run to front of line with ball between their legs, or by pushing the ball with their head, on their hands and knees. 

225. Ultimate Deck Tennis

Get players used to throwing and catching rings. Rings must be caught by letting it fall over their hand and onto their arm. Participants may not grasp the ring. Split groups up into two teams. To score a goal, the ring must be passed to another player who is behind the end-of-the-field goal line. The ring must be “speared” correctly, or there is no goal. To qualify for a goal attempt, the team must have completed seven passes - NOT back and forth between two people. If the ring is missed or dropped, it automatically goes to the other team. A player can run as far as they want with the ring, but once they stop, they must remain stopped until they have passed the ring. 

226. Ultimate Frisbee

Divide the group into two teams. Now set up two areas where points can be scored. Usually this is endzones, but to make it interesting, set up circle goals or use a number of different goals. The object of the game is for the team to pass their frisbee into their goal area. Stress the more passes, the better. If the frisbee hits the ground, possession switches to the other team. When it hits the ground, it stays right where it is and the other team starts there. 

227. Wizards And Gelflings

The leader will begin by choosing two “Wizards.” The wizards will be doing the chasing. The gelflings will be running from the wizards. Once a gelfling has been tagged by a wizard, the gelfling must freeze, and begin sending out a distress signal. The distress signal is performed by making a fist with the thumb sticking up and pounding on the palm of the other hand. At the same, the frozen gelflings will yell in a high pitch voice, “HELP ME! HELP ME!....” At this time, two unfrozen gelflings will run to their frozen buddy’s side and make a bridge with their hands. Once their hands are locked, they will keep their hands locked and bring their locked hands from above the frozen gelfling’s head to the side of the frozen gelfling. At the same time, they will say, “Go free little gelfling, go free little gelfling, go free little gelfling (say three times).” The once frozen gelfling can continue playing. Note: When any gelfling is helping free another, they cannot be tagged. 

228. Pippety Pop

The players site in a circle and one turns to the person next to them and says "Pippety Pop". This player then turns to the player next to them and says "Poppety Pip". The third player then turns to the fourth player and says "Pippety Pop" and so on around the circle. If a player says the wrong words they lose a life.

229. Little and Large

Players stand in a large circle around the leader. The small ball is passed around the circle from player to player. The leader passes the large ball to a player at random who must return it to the leader. If any player drops either ball or passes the wrong one they are out and sit down. Play continues until only one player is left.

230. Orchestra

Players sit in a circle and one player leaves the room. One players is chosen to be the Leader and then the other player returns. The leader starts to mime playing an instrument and the other members of the Orchestra copy them. The leader changes their instrument from time to time. The player in the middle must try to guess who the leader is.

231. Land, Sea, Air

Players stand in a circle with the leader in the middle. The leader throws the ball to a player and calls out either 'Land', 'Sea' or 'Air' and counts to five. The player must name a type of animal, fish or bird as appropriate and return the ball before the leader counts to five otherwise they are out.

232. Fill the Gap

The players stand in a large circle. One player walks around the outside of the circle and touches a player on the shoulder. Then both of these players must run around the circle in opposite directions until they reach the gap in the circle. The last player to reach the gap must walk around the outside of the circle and touch someone else.

233. Electric Circuit 

The players stand in a large circle. One player leaves the room. One of the players in the circle is chosen to be the generator. Three or four other players around the circle are chosen to be electrical goods (toaster, radio etc). All the players hold hands and the player returns from outside and stands in the middle. The generator starts passing the current round the circuit by squeezing the hand of the player on their right. When the current passes through one of the electrical items they make the noise of that item. The current goes round the circuit until it reaches the generator who then passes it back the other way. The player in the middle must guess who the generator is.

234. Copycat

The players sit in a large circle. One player starts the game by doing something to the person on their right. This must be done without any laughter, giggling or smiling. They then pass the action on to the next player and so on. Anyone who giggles, laughs or smiles is out.

235. Clappers

The players sit in a circle. One player starts by clapping and then the person on their left must clap and so on all the way round the circle. The idea of the game is to see how fast you can send the clap around the circle. Once this is mastered try reversing the clap each time it reaches a certain player or sending more than one clap around.

236. Circle Cricket 

Equipment: Ball

The players form two teams. One team stands in a large circle and the other team stands in a line. When the game starts the team in the circle pass the ball to each other around the circle. The other team have to run, one player at a time relay style, between two fixed markers. Each 'run' is noted. Once the ball has been passed around the circle a set amount of times (depends on the number of players) then play stops The two teams swap round and repeat. The team with the highest score wins.

237. Center Catch

Equipment: Ball

The players stand in a large circle. One player stands in the middle of the circle. The ball is passed between the players in the circle (by passing and throwing). If the person in the middle touches the ball then he takes his place in the circle and a different player goes into the middle (normally the one who had just passed the ball).

238. Buzz

The players sit in a large circle. One players starts the count by saying "1" and the next player along says "2" and so on around the circle. Any number with a 3 in it or divisible by 3 must be replaced with the word "Buzz". When someone gets it wrong play starts again from 1.

Variations: You can have a league system whereby the player closest to the leaders right hand side is in the top position. Anyone that makes a mistake gets up and goes to the back of the 'queue' while everyone else shuffles round to fill the gap. 

239. Loot!

Equipment: Bunch of keys or similar

The players stand in a large circle and the loot (keys) are put in the middle. One player is the Burglar and leaves the room while the remaining players choose someone to be a detective. The burglar comes back in the room and must try to go in the circle, grab the lot and leave the circle through the same point which they entered. As soon as the burglar touches the loot the detective can try to grab the burglar.

240. All Those

Equipment: Chairs

The players sit in a circle and one player stands in the middle. The player in the middle calls out something like "All those wearing blue socks". Everyone who is wearing blue socks must get up off their chair and change places with another player. The player in the middle tries to sit on one of the seats before the others fill it. It they manage to sit on the seat the player who is left without a seat takes their turn in the middle.

241. Moving Ring 

Equipment: Length of string, ring.

The players stand in a large circle and place both their hands on the length of string. A ring is threaded onto the length of string and hidden within one of the players hands. One player leaves the room while the ring is passed round the string and hidden. When they return they must guess who is holding the ring. Players may move, or pretend to move, the ring around the circle.

242. Spin the Plate 

Equipment: Plate, ball

The players sit in a large circle and a plate is spun in the middle. The players have to pass the ball to the person on their left. The player holding the ball when the plate stops spinning is out and may spin the plate for the next go. 

Notes: If the ball is dropped the player (or players) at fault sit out.

243. Trains

Equipment: Ball 

The players stand in a large circle. A certain number of players (depending upon how many you have) form a train by holding on to the person in front. When the game starts the train runs around the circle. The players in the circle pass the ball around the circle from player to player. Once the ball has gone round the circle twice the train stops and the number of laps they managed is counted. Play then switches over to a new train and repeated. The train with the highest score wins.

244. Musician

Equipment: Music 

The players sit in a large circle and one player leaves the room. A player is chosen to be the band leader and is called the musician. The player re-enters the room and everyone begins singing to the music. Every player in the circle copies the actions of the musician who pretends to be playing some instrument. The player in the center has three tries to guess who is leading the band. The musician must change instruments every now and then. If they are successful they may choose the next player to leave the room. 

245. Chair Dodge 

Equipment: Chair 

The players form a circle and hold hands. A chair is placed in the center of the circle. The idea of the game is to force the other players to hit the chair. If any player hits the chair they are out.. If the circle breaks both players at the break are out of the game. The last player left is the winner.

Variations: Place chairs outside the circle as well as one inside. 

Notes: Take care not to let the game get out of hand. No twisting of other players arms is allowed. 

246. Circle Football 

Equipment: Bean bag

The players form a circle and hold hands. A bean bag is placed in the center of the circle. The idea of the game is to force the bean bag outside the circle. The two players that the bag passes between or under are out of the game. Players are allowed to pull a player over the bean bag or to kick it. If the circle breaks both players at the break are out of the game. The last player left is the winner.

247. Group Juggling 

Equipment: Balls 

The players form a circle. The leader gives each member a number. Consecutively numbered people should not be near each other, but across the circle from each other. The players must then toss a ball starting with person #1, in number order, up to the last numbered person who returns the ball to person #1. As the players get used to the pattern with one ball, add another, and another, etc. Play continues for a set period of time 

248. Timber! 

Equipment: Staves 

The players form a circle facing inwards and are given a stave each to hold upright in front of them. The leader will call a direction and a number (e.g. 2 to your left). Each player must let go of their stave (they must not push it, simply let it go in an upright position) and move to grab the appropriate stave (e.g. the second one on their left) before it hits the ground. If the stave hits the ground first they are out. The circle closes up any gaps and continues play. Play continues until only one player is left 

Notes: Players must not push their staves, only let them go gently | The players form a circle facing inwards and are given a stave each to hold up 

Variations: To make a more challenging game, call the directions faster and further 

249. In the Pond

Equipment: Chalk 

The players stand in a large circle just outside the chalk circle. The leader stands in the center and may say the following commands 

"In the Pond!" - all the players jump into the circle
"On the Bank!" - all the players jump out 

If a command is given when all the players are already in or out of the Pond it should be ignored. Any other wording should also be ignored (e.g. In the Bank). Any player who makes a mistake is out and sits down. The last player is the winner. 

250. Come Along

All the players stand in a circle with their right arm stretched out. One player stands outside and runs around the circle grabbing the arm of one of the other players. This player must now follow the first player round and so it continues until there are about 6 running around. Then the first runner calls out 'Home' and they all dash to get in the circle. The player who is last in is now the runner. 

251. Catch the Stick

Equipment: Stave (or broomstick) 

The players form a large circle facing inwards. Each player is given a number. One player stands in the center keeping the stick upright by resting the palm of his hand on the top. The player in the center calls out a number and removes his hand. The player whose number is called tries to catch the stick before it hits the ground. If that player manages to catch it they take their place in the center otherwise the original player stays in the center. 

Note: The stick should only be balanced upright and hot held. They must just remove their hand and not push the stick in any way. 

252. Clap & Catch

Equipment: Football 

The players stand in a large circle and the leader stands in the middle. The leader throws the ball to a player who must clap before they catch it. If they fail to clap or do not catch the ball they must lose a 'life' and stand on one leg. When they lose another life they must kneel down, and then a further life lost causes them to sit out. 

253. Head it, Catch it 

Equipment: Football 

The players stand in a large circle with the leader in the middle. The leader throws the ball to a player calling 'Heads!' or 'Catch!' The player must respond accordingly, if they fail they sit down. 

Variations: Make the game harder by having the players do the opposite to the called command. 

254. French Cricket 

Equipment: Ball, Tennis Ball

All players form a circle and the batter stands in the center of the circle facing the player who has the ball first. The player with the ball can bowl under arm at the batters legs or pass the ball to another player around the circle to bowl. The object of the game is to hit the batters legs. The batter must stay facing the player who first had the ball, but is allowed to move the bat around to protect the legs. When the batters legs are hit, the batter swaps places with the player who bowled the ball. Play continues for a set time 

255. "Take That!" 

Equipment: Rolled up paper 

The players stand in a circle facing inwards. They must all keep silent, close their eyes, and place their hands behind their backs. A leader walks round and gently places the paper in one of the players hands. When the leader then designates a direction and starts the game (e.g. “person to your left, go!”). The player with the paper then attempts to hit the correct person on the bum with the paper. The person being hit must run all around the circle and back to their position before they are safe. Play continues until everyone has had a chance with the paper or until a time limit 

Notes: Make it clear only hits on the bum are allowed, not anywhere else! 

256. Murder 

The players sit in a circle facing inwards. One player, the detective is taken away where he can not see or hear the others. One of the players in the circle is designated as the murderer. The players are told a secret signal (e.g. a hand signal). The detective is then returned to the circle where he must guess the identity of the murderer before he kills everyone. If any of the players notes the signal coming from the murderer he must ‘die’ in some dramatic fashion. The detective only has a limited number of guesses in which to guess the identity of the murderer (by pointing at them). If the detective fails to guess in time, the murderer takes his place and play continues anew. 

Notes: 3 Guesses is a sensible number for most groups. 

257. Cat and Mouse 

The players form a circle (or a lattice) by holding hands. One player is the mouse, the other the cat. The mouse must try to evade the cat. The players attempt to help the mouse by raising their arms to let him pass, and lowering them to keep the cat out. The cat must attempt to catch the mouse by touching him. Neither the cat nor mouse may cross any lowered arms, only raised ones. Play continues until a set time limit, or until the mouse is caught. A new cat and mouse are then designated and play starts again 
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258. Bid and Build

Objective
To work together as a team to build a bridge out of the objects your team obtains.
Group Size
4 to 20 participants is ideal
Materials:

A large sheet of paper (or chalkboard, dry erase board, etc.)

A writing utensil for the paper, chalkboard, or dry erase board,

Various items that can be used or not used to get a group from point A to point B (i.e. Frisbees, sheets of paper, rope, hula hoops, pieces of wood or cardboard, an old garbage can, a tumbling mat, or anything else you can find)

Paper

Pens or pencils
Optional: Play money

Description
This activity is two teamwork activities in one! For the first part, list all the items that you have gathered on the large sheet of paper, display it for the group to see, and show them the items listed. Divide the group into at least two smaller teams of two or more and give each group a piece of paper and a pen or pencil. Explain to the groups that their task is to attempt to get their entire team from one side of an open area to the other side (at least ten yards apart) using any of the items listed and without anyone on their team touching the ground at any time.
First the teams must bid for the items listed. Each team gets 100 points (or $100 in play money) that they may spend however they wish on the items. They must divide up the points based on what they think will help them the most and write down their bids on the paper given to them. For example, one team may bid 75 points on the Frisbees, and 25 points on the rope. Another team may bid 50 points on the rope, 25 points on the Frisbees, 10 on the paper and 15 on the cardboard.
After all the bids are completed, collect them and divide up the materials based upon the highest bid. In the example, the first team would end up with the Frisbees and nothing else, but the second team would get the rope, paper and cardboard. If there is a tie for any item, you have the teams bid again on certain items or divide the items up if possible.
Once the teams have their items, the second part of this teamwork activity occurs. They must now work together to get their entire team across the open area without any of the team members touching the ground in the process.
Discussion Prompts
1. Was it hard for your team to agree on what numbers to bid? Why or why not?
2. What did you do to come to an agreement?
3. When you disagree with others how do you handle it?
4. How do you feel about your ability to work with others after this activity?
5. What role do you usually take when in a group that is making decisions? Do you feel this is a good role for you? Why?
259. Take the Challenge!

Objective
For people to contribute their individual talents and skills to the group.
Group Size
10 or more (more is better!)
Materials:

Paper

Pens or pencils

Description
Divide the group into teams of five to fifteen members each (the bigger the teams the better). Give each group paper and pen or pencil and give them five minutes to come up with five challenges for the other groups to attempt to successfully accomplish. The group creating the challenge must be able to demonstrate that they can do it before another team is challenged. The challenges may be physical (build a pyramid, one person can carry five people, everyone stands on his/her head, etc.) Or the challenge may be anything else (our group has the most birthdays in one month, our group can sing any TV theme song you name, etc.). The challenge must not be obviously impossible for the other groups to accomplish (our group has the person with the longest hair).
Once the challenges are written down, each group gives out one challenge at a time and demonstrates it, then the other groups get a chance to try to accomplish this task in a given amount of time. you may give points to teams who can "take the challenge" successfully.
Discussion Prompts
1. Was it easy for your group to find things that everyone could successfully do? Why or why not?
2. Did you have to rely on the talents of the group members?
3. Did any team feel like it was hard to find talents within your group? If so, why?
4. How much do you rely on the talents of others or of yourself when you are in a group?
5. Do you always let your talents be known? Why or why not?
260. Motion Machine

Objective
To work together to solve a problem.
Group Size
4 or more
Materials:

A variety of materials such as: paper towel tubes, toilet paper tubes, balls, string, tape, Popsicle sticks, plastic spoons, paper clips, pencils, fabric scraps, plastic wrap, sand, buckets, marbles, straws, cups, small toy cars, tin foil, etc.
Description
Divide the group into two or more teams of at least two people each. Provide the group with the pile of materials that you have gathered. Each group tries to make a "machine" that, once set into motion, will set other things into motion and so on down the line till the end. The challenge is to make the machine that stays in motion for the longest amount of time once it is started without any human intervention along the way. For example, a marble rolls and hits the spoon, which tips the cup, which dumps the sand, which moves the straw, etc.
You may divide the supplies up among the groups yourself or you may allow teams to take turns selecting items to use. 
Discussion Prompts
1. Were you happy with what your group made? Why or why not?
2. Did everyone contribute to your team's project? How did you feel about this?
3. What was the process that your team went through when creating your machine?
4. What process do successful teams go through when working on building something together?
261. Pass the Present

Objective
To include everyone in a fun, entertaining game.
Group Size
6 or more
Materials:

A music source (radio, stereo, etc.)

1 or more wrapped gifts with many layers of tape and paper on each one
Description
Prior to the activity find a small gift. The gift can be anything from a candy bar to an old trinket you find in a drawer. Wrap the gift in many, many different layers of wrapping paper and make sure you use lots of tape!
Gather the group into a circle with everyone sitting down on the floor or in chairs. Start playing music an give the gift to one person, who must pass the gift to his or her right. The gift continues to be passed around until the music stops. Whoever has the gift when the music stops can start to unwrap it. Once the music starts again the gift must be passed around the circle until the music stops again . Keep going until someone gets to the gift.
The person who ultimately unwraps the present may keep it, or you may wish to use a box of candy or other item that can be shared with the entire group. For large groups you may want to have more than one present being passed around the circle at once.
262. Who Are You at the Zoo?

Objective
To explore how people are feeling as individuals and as a part of a group.
Group Size
4 to 10 (or a larger group may be broken into smaller groups)
Materials:

1 large sheet of white paper for each group

Colored markers, crayons, or colored pencils

Optional: colored paper, glue, yarn, glitter, ribbons, scissors, tape

Description
Divide a large group into smaller groups of ten or less people each and give each group a large sheet of white paper, colored markers and/or anything else you have gathered together.
Each group needs to work together to create a zoo on the large piece of paper using the materials they have been given. The zoo should be given a name that reflects the characteristics of the group. Each person needs to select an animal or person (zoo keeper, popcorn vendor, animal cage-cleaner, etc.) who is found at the zoo that represents how they see themselves.
You may be very specific with your directions about what the animal or character represents based upon your group. For a church group you may select animals that represent your relationship with God; for a corporate group you may look for things that represent how you feel when at work; or for a therapy group you may pick animals that represent your emotional state or relationship with others. Each person should draw or place his/her own animal on the paper drawing of the zoo.
Ask each person to explain their choice of animal or person and to write this down or verbally share it with the rest of the group. If you have more than one small group, allow time for each group to share their creations with the rest of the group.
Discussion Prompts
6. What did you learn about yourself while doing this activity?
7. What did you learn about the group or about other members of the group today?
8. Is there a different animal or person that you would rather be? Why or why not?
263. Human Scavenger Hunt

Objective
To search for commonalties among group members and to get to know more about each other.
Group Size:
12 or more (more is better!)

Materials: A copy of the list that follows this game description

Description
Break the large group into smaller groups of about six to twelve people each. Have each group stand or sit together in a place that is separate from the other groups but of equal distance from you - the leader who stands in the middle of the room.
Read one item from the list at a time. The team who sends up a person or group of people to you first that fits the description you have just given earns a point. For example, you might say "two people who have the same middle name" and within each group the members must talk, find out if any two have the same middle name, and then quickly send those people up to you. The first group of people with the same middle name to reach you earns a point for their team. You may give a bonus point for different items if it applies - for instance, if a group has three people with the same middle name they may earn a point for this round even if they were not the first to get to you. The group with the most points at the end of the game wins.
Human Scavenger Hunt List
9. Two people who have the same first and last initial
10. The person in your group who was born the farthest away from here
11. Two people with the same middle name
12. A group of people whose ages add up to 100
13. A group of people whose shoe sizes add up to 40
14. The person in your group who lives the closest to here
15. A group of people who have attended school for a total of 38 years
16. Two people with the same birthday (or birthday month)
17. A group of people who can spell a word by putting together the first letters of their first names
18. A group of three people who all have different colored eyes
Variations:

Ask for items such as "a 1982 coin" or "an expired drivers license" or any other items that group members may be able to find in their pockets, purses, wallets, or on themselves.

Add a stunt to each item on the list - for example, "Two people who have the same first and last initial must leap frog to me"
264. Aliens

You are to play the part of aliens sent from your own planet, which is doomed, to explore space. Your mission is to find another planet similar to your own for your people to colonise. 

Your space ship has just landed on a planet that looks promising! In fact, you have landed on Earth, or to be more precise on a remote desert island. 

Your leader puts you into groups and instructs you to explore the island. At this stage you have no idea if the island is inhabited or not. So go cautiously! You must also presume that the air is polluted so keep your air supply with you at ALL times. 

Your particular group has lost its bearings and you are going round in circles. YOU ARE LOST!! 

Remember what you have been told above, you must now prepare to protect yourselves and survive until  you can find your way back to base. Luckily you have brought your emergency survival kit. Using these items and others at your disposal you must carry out certain tasks. These are:

1. Make a shelter 

2. Design & hoist a distress flag 

3. Light a fire and boil water - enough to soften spaghetti and tie 3 knots in it. 

4. Explore the surrounding area and bring back samples (e.g. leaf prints, bark rubbings, mini beasts). 

5. Devise a secret note and take compass bearings to return you to your Mother Ship. 

Points will be awarded for: 

1. SHELTER 

2. MESSAGES 

3. FLAG 

4. COMPASS BEARINGS 

5. KNOTS 

6. AIR SUPPLY INTACT 

7. SAMPLES 

Return to your Shelter and pack all your equipment away, make sure that the inhabitants, if any, cannot tell you have been. 

EARTH IS NOT SUITABLE, SO LET'S TRY MARS !! 

Give each team the following: 

AIR SUPPLY 

An egg in a blown up plastic bag, one per person. This must come back INTACT and must not leave the person at any time. 

LONG LENGTH OF ROPE To tie the team together before they start so that they do not get lost.

BILLY CAN 

SPAGHETTI 

MATCHES 

BOTTLE OF WATER 

GROUND SHEET OR PLASTIC SHEETING 

STRING

PAPER 

PENCIL 

CRAYONS 

PLASTIC BAG OR BOX 

While the teams are carrying out their tasks, the leaders try to find them to sabotage their camp with water pistols, water bombs etc. 
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1) Each person has a balloon tied to their ankle. They need to protect their balloon whilst bursting everyone else's. Winner is the one with a balloon still intact after so much time. 

2) Carrying a liquid in the balloon and seeing how much the container at the end of the field has been filled pass the balloon down the line of players without using your hands (can be interesting to watch the

contortions especially if a really tall guide/ranger is next to a very small rainbow/brownie!) 

3) Tack inflated balloons on/to a board with a paper with points written on inside each one; each team has to throw something to pop the balloons to get as many points as possible. 

4) Roll a balloon along the ground with your nose (put a marble inside the balloon to stop it flying away) – a bit like a Cadbury's creme egg race running along with a balloon between your knees without popping it. 

5) The Over/Under game - where you line all the players up, give them an object, and the first person takes the ball and passes it under their legs to the next person, who passes it over their head to the next, and that person passes it through their legs, and so on, till the last person gets the object, runs to the front, and the action continues. The rule is they've got to hold the balloon with two hands, one on each end, as they pass it back - and believe me, it makes things rather difficult. 

6) Provide the players with a large number of small round balloons (already inflated), and some adult-sized clothing. Players see which team can stuff the most balloons into the oversized clothing being worn by one team member within a certain amount of time. 
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265. Tippler

The object of the game is to fill the glasses with the help of the teaspoon. The player who manages to do it the fastest has an opportunity to propose a toast and drink the contents of the glass.

266. 7-11-Doubles

Require: 

         Beer/Liquor

         People

         Dice

One person rolls the dice, if that person rolls a 7-11-or doubles then he picks someone to drink. Whoever he picks then must take the glass (being sure not to touch it with his hand) and fill it up 1/4 of the way. The object of the game is to chug that glass before the person rolling the dice rolls another 7-11-double.

The person rolling the dice CANNOT touch the dice until the other person touches the glass with his hand. If the roller touches the dice before the drinker touches his glass then the roller must drink. If the drinker does not finish the glass before the roller rolls a 7-11-doubles then the process is repeated again until he beats the roller. If he beats the roller the dice are then passed to the next person and the game starts over again.

Remember that you must roll a 7-11-double to pick someone to drink. Sloppy dice makes the roller drink a full glass. A good suggestion is to place a maximum on the number of drinks that are taken.... as a safety precaution.

267. Baseball

First align all the glasses in a line starting with the shot glass in front and the larger glasses lined up behind it in ascending order (smallest to largest) each glass should then be filled with beer. The different sized glasses represent baseball hits (shot glass is a single, behind that a double, then a triple and finally a home run). This game can be played with as few as two people. The participants are divided into teams hopefully of equal size and skill. The game goes like this: each team has three chances

(outs) to bounce a quarter into one of the filled glasses from a certain distance away from the first glass (shot glass). This distance has varied somewhat each time I have played but about a foot away from the first glass is typical. If a quarter goes in a glass, the opposing team must drink that glass and all the glasses below it. All glasses must be finished and are immediately replaced and refilled before the next batter throws his/her quarter. People on each team need to establish a batting order and stick to it when shooting their quarters. If someone misses a glass that counts as one out. If someone gets one in then the inning continues. When three people have missed in an inning it's time for the other team to bat. This goes on for nine innings. Scoring is simple, runs are driven in by team-mates forcing them in with numerous hits. (i.e.. a single followed by a triple scores the single and leaves a man on third for the next batter. A double after a single would put runners on first and third, etc. A home run

clears the bases and scores the hitters run.) When the game has finished nine innings the runs are tallied and the losing team has to drink all the cups one more time.

268. Beer 99

What You Will Need:

         People

         Beer

         One deck of cards

To Play:

The object of the game is to play cards into a pile and have the value of the pile equal 99. You start off by dealing four cards to each player, then turn the top card over. Play goes around the circle with 

each person playing a card, mentally keeping track of total value of the pile.

Special cards: 

King: Kept to avoid drinking or place drinking responsibilities on someone else, usually used near end of game. 

Four: Used as a skip card when you have none to play, can also be used to skip drinking responsibilities goes. 

Tens: When in the 90's, this drops the value of pile  by 10, otherwise its a regular card. 

Socials occur whenever the total equals a number ending in 9. Special socials on 69 and 71. On a special you must drink twice.

Whoever gets hit with 99 must drink 1/2 glass.

After you play a card, draw another from the stack. 

When out of cards, reshuffle those already played.

269. Beer Roulette 

What You Will Need:

         2-6 People

         Beer 

How to Play:

One person takes a six pack of beer out of the room and shakes one of the cans vigorously. That person then brings out the cans and places them in a bag. Everyone picks one beer from the bag. Everyone opens their beer at the same time while holding it directly under their 

nose. If your beer explodes then you are "dead" and you have to sit out the next round. Everyone drinks their opened beers and then the next round proceeds with the remaining survivors. The last one to be 'alive'

wins.

270. Beruit

Played on a table usually the size of a ping pong table, but you can use a door or anything you want to.  If you play teams, 2 on 2 then you use 10 cups per team, if you play 1 on 1 than 5 for each player.  Arrange the cups in a pyramid shape 3 cups in back 2 in front.  

Fill each cup with one shot of beer, to fill the cups it should take one full beer per 5 cups. If playing teams than you use 2 ping pong balls, if 1 on 1 than only one ball. The object is to make the ball in a cup to make the other team drink the cup. You can throw it in the cup or bounce it.  If you bounce it may only bounce once to reach the cups and once it touches or passes a cup it is a free ball any one can go for the ball from either team. If the ball is spinning around in the cup and hasn't touch the beer it may be blown out of the cup, If blown out than no one has to drink. If touches the beer that team has to drink. If playing on a long table than if one member makes 2 throws in a row they automatically get that ball back to keep shooting. If a cup is spilled than what ever beer is saved  must be drank and another cup must automatically be drank for spilling. When playing teams once the cups are down to 5 from ten than the other team must say squeeze them if they see it so that the team with 5 left rearranges the cups back to a pyramid in the center of the table. The first team to make all the cups wins and the looser has to drink the rest of the other teams cups.  After the winning team makes the last cup the loosing team gets one last shot each player or who ever wants to, try to go for the tie, if a tie is to be than both teams must play again right away to determine a winner. Winners stay and take the challenge. While shooting you can do anything you want to try to distract the opposite team, but you may not touch the ball until it touches a cup or passes them, if you do you must give the ball back to the other team for a free shot. 

Hope you enjoy the game...I will tell you this you must finish your beer before you shoot your next shot. 

271. Another Game

What You Will Need:

         A Deck of Cards 

         One empty glass in the center of the table 

         A beer for everyone 

         At least five people 

How to Play:

All Aces, Kings, Tens, Jokers, Queens, Nines and Threes are removed from the deck. They are shuffled, and randomly strewn through the middle of the table, face down. 

Whoever chooses to go first, picks a card from the table, and reveals it to the entire group. According to which card it is, an activity is performed. The card drawn is placed aside, not to be drawn again. Moving in clockwise direction, after the activity is done, the next person picks a card and so forth.

The Rules for Each Card Are: 

QUEENS: the Queen means the table engages in the alphabet game. The means that the person who picks the queen chooses a topic, and begins on "A" with a word pertaining to the subject, next person is "B" and so on. Continues until someone falters, takes too much time, or can't think of one, in which case, they drink. 

JACKS: Jacks are "socials", everybody toasts, and everybody drinks! (doesn't have to be the whole drink, just a swallow).

TENS: Tens are the Thumb Master: when you pull this card, you keep it with you. At any point in the game, that person can put their thumb on the table - the last person to catch on, drinks. (the person who draws the card gets to use this card once). 

NINES: Nines are the question cards. The person who draws the card immediately looks at someone and asks them a question. That person then turns to someone else and asks them a question, and so on. The first person to answer a question, laugh, or ask a question to the person who just asked them, drinks!

ACES: Aces are the "rules" card. The person who draws an ace, gets to make any rule they want. (i.e., every time Jason says "Yeah, whatever", Julie has to drink.) This can get fun, if you build on them for each ace drawn - you can get people doing crazy dances, and others having to drink whenever someone else does - this is the best part. 

KINGS: When a King is drawn, it is kept out on the table, face up. The person who draws the card has to pour some of their drink into the empty glass (as little or as much as they want). The person who pulls the fourth King, has to slam the glass in the middle of the table. This works best if everyone's drinking the same thing, but if they're not nice, you could be drinking some interesting combinations.

272. Big Chief

What You Will Need:

         People

         Alcohol

How to Play:

It starts saying "Big Chief I take the first drink of the night!". The person takes 1 drink/sip. After declaring the player must put his index fingers, starting with the right hand, on the table one at a time and while keeping fingers on the table, pound each foot on floor 1 time. Then this person must stand up once then sit down. Keep in mind that all extremities have to be on the table and floor while standing until seated. If they mess up they have to take a drink for messing up and then start from the beginning. 

Next person says "Big Chief I take the second drink of the night. Take two sips now you do it with two finger's and two stomps of the feet: it would go right hand, right hand; left hand, left hand; right foot, right foot, left foot, left foot, stand up twice, sit down. If they mess up then they take a drink and start over. 

Next "Big Chief I take the third drink of the night" and they continue by repeating the movements except this time in threes.

273. Bite The Bag

What You Will Need:

         A Paper Bag

         Beer 

         People

How to Play:

A paper bag is placed on the floor open. Everyone takes turns bending down and biting the bag-- the catch is that your feet are the only thing allowed to touch the floor. After each person is done the bag is cut about 1 inch. For every level the people that pass must drink. If you fail to bite the bag you have to shotgun a beer.

274. Boxhead

Materials: 2 dice, 1 empty beer box, 1 shot glass, lots of beer, penalty drink (hard shit), 2 or more people (more people = less chance of puking).

Players sit around a table and roll the dice in turn.

Total On Dice: 

2= Double odds, see below 

3= Person to left of roller drinks 

4= Nothing 

5= Roll one dice again, that's the number of drinks for everyone 

6= Make up a rule 

7= Thumbs up on table, last one in drinks 

8= Penalty shot. Roll one dice, that's how much the shot glass is filled 

9= Person to the right of roller drinks 

10= Bathroom break (until you roll a 10 you don't leave the table) 

11= BOXHEAD (see below) 

12= BOXHEAD

Special Rules: Double evens: Roller drinks Double odds: Everybody drinks

BOXHEAD: If you roll an 11 or 12 you must wear the beer box on your head until either you roll another 11 or 12 (in which case it is taken off) or until someone else rolls an 11 or 12 (in which case give it to the roller)

Dice off table: If you are dumb enough to roll one or both dice off the table, take the dice that were rolled off, and roll them again. This is the number of full shots that you must drink, e.g., you roll both dice off table. You roll again and get a total of 12. Prepare to die. You must drink 12 full shots of the evil hard stuff.

When you are a BOXHEAD, you must drink whenever someone else drinks (excluding penalty shot)

A Cool Variation:

Oracle BOXHEAD: This is played in the same way as normal BOXHEAD except that before you roll the dice you look upwards and ask the Great BOXHEAD Deity a yes-or-no question. If the roll comes out in your favour, then the answer is what you want it to be. If the roll does not come out in your favour, then the answer is not what you want it to be. If the roll is neutral, then the Great BOXHEAD Deity is undecided.

You can also ask question regarding numbers. For example, "Oh Great Deity, how many times will I have sex this year?" Hope you do not roll a two. 

275. Buzz

This game is not only a fun and simple drinking game but a learning experience as well. If you don't  have your math skills honed then be wary of this game. 

Rules: 

Sit everyone around in a circle. Choose one person to start. They start by saying the number 1. The person to their left or right (it doesn't matter) says then says 2 and so on. When someone is about to say either 7, 11, a multiple of 7 or 11, or a number containing 7, they must say Buzz. (Ex. 1,2,3,4,5,6,Buzz,8,9,10,Buzz.) As soon as someone says Buzz you switch directions. So if you were going to the right you switch to the left. If anyone messes up, everyone drinks. This is supposed to be a quick moving game so if someone thinks for a minute that counts as messing up. It's really fun and easy to learn!!

276. Caps

This is a relatively simple game. If you can still see straight then this is the game for you. You also need to have bottled beer on hand. 

Rules: 

The players sit in a circle. Each player places an open beer in front of them and a cap upside down on the beer. The players take turns throwing a cap a someone else's beer. If you knock their cap off, they take a drink. If you knock it off twice in a row, you make up a rule and a consequence for breaking the rule. If you knock it off three times, the person has to chug the beer. You keep going until you miss and it is the next persons turn. You are not allowed to adjust your cap on the beer. If you touch it you must drink. If you knock your own cap off, you must finish your beer. 

277. Cars

This is one of those fun outdoors-type games. All you need is a well travelled road and your favourite beverage. 

Rules: 

Each person picks a car colour. Every time your color passes you get to drink. Here are the amounts for each type of vehicle: 1 drink for a car, 2 drinks for a van, 3 drinks for a truck, and 4 drinks for anything bigger than a truck.

278. Chandeliers

You need a lot of beer to play this game as you will be going through it fast. 

Rules: 

A large glass is filled with beer and put in the center of the table. The smaller glasses are also filled with beer, arranged around the center glass in a circle, and in front of the respected player. The player in possession of the quarter shoots. If the quarter lands in one of the small glasses, the player whose glass it lands in has to drink the beer in his/her glass and fill the glass back up with beer. If the quarter lands in the large center glass, every player has to chug the beer in his/her small glass. The player who is last to set his/her glass down has to drink the beer in the large center glass.

The quarter is passed to the next player when the previous player fails to put the quarter in a glass. 

Warning: If the center glass is not hit much, the beer becomes warm, and this adds to the fun, especially late in the game.

279. Quarters

This is the quintessential drinking game. It involves skill, luck, dexterity, and of course some tasty libation. Well you can just have beer too. All you need are a quarter and a cup and you are ready to go. 

Rules: 

Quarters can be played with any number of players. Play is best with 3-6 players. Competitors sit around a table, hard wood works best but you might need to experiment. To decide who will go first, spin the quarter. When it stops, it will be pointing at the person that starts. Once established, the game begins. The shooter tries to bounce a quarter off the table and into a glass. If the quarter goes into the glass, the shooter chooses a person at the table to consume. The amount or size of the drink is debatable. This should be decided before the game starts. The shooter's turn is over when he/she does not make the quarter in the cup. Play then proceeds the next shooter. To make things more exciting, rules are developed by the shooters only after making three (3) quarters into the glass in a row. If any rules made are broken, the guilty party must consume.

280. Drug Dealer

This is sick and twisted game. Well...it really isn't but I thought it would be cool if it was. Beware of this game if you are already seeing double. 

Rules: 

Get as many cards as there are players. There should be one ace and one king mixed with the cards. Mix up cards and distribute one to each player. Players look only at their card. The player with the ace is the drug dealer and the person with the king is the cop. The drug dealer must wink at the other players. Any player who sees the wink must then say "The deal has been made." It is up to the cop to determine who the dealer is. For each wrong guess, the cop must drink for 5 seconds. Players may bluff and pretend they saw the wink even if they haven't. This is fun with large groups of people because it is harder for the cop to guess. However, if the cop sees the wink, the dealer must drink for 5 seconds. 

281. Fuzzy Duck

One of those fun tongue twister type games. This game, as with most drinking games is more fun if you have a lot of people to play it. 

Rules: 

The group of people sit in a circle, preferably around a table. One person starts the game by saying "Fuzzy Duck". The person to the left follows by either saying "Fuzzy Duck" again or saying "Does he?" If someone says "Does he?" the direction of the game changes and the person to the right must say "Ducky Fuzz". If someone says "Does he?" then the direction changes again and you go back to saying "Fuzzy Duck".

This continues until someone screws up. That person must drink. The point of the game is to say it very fast. Any pause will also cause a person to have to drink.

282. The Matchbox Game

Requires 

Full matchboxes

A table

Empty pint glass (rules glass) optional

Standard definition of a pint = 8 fingers

Everyone sits around the table with their drinks. The game commences by christening the matchbox in a drink and naming it. The matchbox is passed around the table and players take it in turns to throw the matchbox onto the table from below the level of their drink. If the matchbox lands on:

· the long side, it accumulates 2 fingers of fine

· the short side, it accumulates 4 fingers of fine

· face up or face down, the player drinks the accumulated fine, rejoining the game only when he has finished the drink

· the floor, the player drinks their whole drink as quickly as possible

Advanced rules:

A rules glass may be placed in the center of the table. If the matchbox lands in the glass the player may make up an additional rule.      Ceiling shots - the player may 'use the force' to play a shot by closing their eyes and throwing the matchbox so that it hits the ceiling and lands on the table. If it does not hit the ceiling, it is a foul shot.

If matches fall from the matchbox during play, that many fingers must be drunk by the player who threw the box. The matchbox must not be tampered with when using this rule

283. The Two Coin Game

Requires: 

Two identical coins 

A table

Everyone sits around the table. Players take turns to throw the two coins from below the level of the table onto the table. If they land:

· a head and a tail, the matchbox is passed on

· 2 tails, the player drinks 2 fingers

· 2 heads, the player makes an additional rule

· on the floor, the player does a 4 finger fine

284. The One Coin Game

Simple but deadly

Requires:

a coin

Someone is declared coin flipper. He flips the coin for each player. If they guess heads or tails correctly, it goes to the next player. If not, they drink 2 fingers.

285. Pool Drinking Game

Requires :

A pool table, cues, balls etc

The game of pool is played as normal. 

Every shot played that doesn't result in a ball being potted is 1 finger. A foul shot is 2 fingers. Potting the white is 4 fingers. Potting the black is 8 fingers. The loser of the game finishes their drink.

Can be deadly if your shots go to pieces when you're drunk. 

286. Three Man

Requires:

Table; a pair of dice; 4+ people for best results and, of course, alcoholic beverages 

Everyone rolls a die till a three is rolled that individual is "Three Man" - the game commences. We proceed by allowing each individual to take turns rolling the 2 dice and perform specified activities as directed by the roll (listed below) the last person to perform the tasks takes a drink. One person rolls till they get a "dead roll"

anytime a three is rolled: "Three Man" drinks 

1-2:everyone touches glass to edge of table last one drinks

1-4:everyone puts thumb to forehead, last one drinks

1-5:social ... everyone takes a drink 

7 : person to the right of roller takes a drink 

11: person to left of roller takes a drink doubles: roller gives the total number of

drinks away to anyone EXCEPT three-man 

- if given to three man the roller becomes the new three-man 

- if die roll off table = dice abuse : roller drinks 

- if someone spills drink = drink abuse: culprit drinks 

1-1: person of rollers choice takes a drink 

-any roll not listed is a "dead roll" and the dice get passed on to next roller. 

This is a heavy drinking game and the fun comes in when people are just learning what to do and they screw-up, or get so wasted they forget what to do. As long as one person knows the plays ... everyone is able to catch on. 

287. Dimes

Requires:

- 11 dimes 

- Your favourite drink (beer, rye)I suggest beer. 

- five players or less 

Every person gets a chance to deal. What you do is shake the coins up in your hands and stack them. Dealer calls head or tails and removes the top coin. If the coin underneath is the right one the player drinks one or two mouth full (decided on before the game starts). Dealer goes through the stack with each player then passes the coins to the next player to deal. 

Examples of additional rules

· Thumb master: The player declares themselves thumb master. When they put their thumb on the table, other players must put the correct thumb on the table. The last player to do so does a 2 finger fine and then becomes thumb master. (Also foot, tongue, head master) 

· Jive master: the player declares themselves jive master. When they stand up and jive, the other players must do the same. The last one up does a 2 finger fine and becomes the jive master. (Also air-guitar master, Hawaii, 5-0 master etc) 

· Toilet chairman: the player becomes the toilet chairman. Players wishing to go to toilet must ask the chairman, who puts it to a vote. Players vote with a thumbs up or down. If the vote is no, the player cannot ask again for 5 minutes. 

· No using numbers 

· No pointing 

· Left handed drinking 

288. Signage

Requires:

lots of beer, at least 5 crazy friends 

Each player picks a sign.(i.e.: grab your lip, grab your ear, when you get good at this game you get creative by pretending to wack off ....).The first player begins by doing his/her sign then any of the other players. That player then does his/her sign then another’s. This game goes on till someone fuck's up. When they do they must

drink then they start over. The key to this game is speed. (Example of a game: Brenda sticks her tongue out then does Tacha's sign which is cuffing her chin. Tacha in turn cuffs her chin then does Keltie's sign, grabs her lip.....on and on till someone drinks). 

Advanced

You may not deek (go for ear then go for lip). If your not paying attention and miss someone doing your sign then that is a mess up: you may not go to washroom till your drink is gone. If you do a sign that does not exist, drink, you'll catch the drift.... 

289. Beruit

Requires:

table(folding table), cups(10 for each team), ping pong ball, and a lot of beer 
Each team sets their cups at each end of the table like bowling pins, and fills all the cups half full with beer. One team begins the play, and attempts to through the ball in one of the ten cups. If the team hits the cup, the other team must drink, always talking the cup from the back row. Each team goes back and forth until one team hits the opposing teams cups. 

290. Six Cup

Requires:

1 die, 6 cups, much beer 

The game is simple. Number the cups and fill them all with beer. The first person rolls the die, whatever number he/she rolls he/she drinks from that cup. The die is passed the next person rolls and does the same. If you roll the number of an empty cup you just fill the cup and pass the die. 

Advanced

Instead of passing the die after one roll, you have to roll until you fill a cup. This will be difficult for the first person. It is also fun after playing for a while to distract a drunk player and fill all the or some of the cups. But if caught in the act you must drink all six cups. 

291. Century Club

Requires:

lots of beer, Shot glasses, A watch, A group of friends who aren't afraid to get really drunk. 

Gameplay

It's really pretty simple and doesn’t require much skill, just a high tolerance. The objective is to drink a shot of beer every minute till you reach 100 shots/minutes without being sick. Basically, play begins with each player filling up their shot glass with beer and simultaneously drinking it. Every minute thereafter another shot of beer is to be taken. 

292. Shots

Require:

As much beer as you can gather.

One shot glass per person playing, preferably of the same size.

Aim - To last the longest, your out of the game if you miss a shot or pass out.

1. Every person has one shot glass.

2. The glass is filled with beer.

3. The glass of beer is downed at the end of one minute period.

4. Repeat steps 1-3 until drunk.

Advanced:

The players are allowed to do anything, i.e. leaving the room, visiting the toilet throwing up etc. On the one condition that they down their shot at the end of the

minute.

293. Spinning Coins

Preferably players sitting around a table. Each person has a quarter and everyone starts to spin their quarter and if your quarter falls you must start drinking until the last quarter on the table comes to a stop. You might need to mark the quarters so they do not get mixed up. It gets fun when people's quarters start to run into each other. 

294. Nob Fuck Cunt

Require

Brains or practice

Like basic 21 everyone says a number or two in order until 21 is reached who ever says 21 drinks. But instead of normal numbers roman numerals are used. nob = I; fuck =V; and cunt = X. Thus 1= nob, 2= nob nob, 3=nob nob nob and 4 = nob fuck. If you make a mistake you drink. 
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