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Summaries of Co-operative Non-competitive Games
____________________________________________________________________

1. Name games 
· Simple name game

· Broom

· Newspaper

· Blanket

· Snake hands

· Balloons with names

· Name machine

· Mime game (names + movements)

· Telling game

· Snake game

· Hey Amy, I thought I heard your name!

· Ponny names

· Leader's hunt

· Cookie jar

· Sugar 

· Name game with a ball

· Changing seats

· Spinning plates

2. Contact  games 

· Sculpturing

· Rhythm

· Duck, duck, goose

· Link or chain tag

· Mouse trap

· Spud

· Club snatch

· Musical chairs

· Stronso/Hopkins:

· Drawing on backs

· Drawing on backs 2

· Smugglers

· Mirror

· Find your puzzle friend

· Pass the balloon

· Newspaper game

· Newspaper music game

· My right, right place is empty

· Interview

· Knights, roundheads and cavaliers

· Dancing with oranges

· Squares

· Cat and lynx

· Leader hunt

· Dog and rabbit

· Blinking game

· Sit down

· Cat and mouse

· Telephone

· Telegram

· Blind person

· Poor black cat

· Follow the leader

· Wheel of torture

· Capture the flag

· Chinese master

· Card game ( ( ( (.
· Streets and avenues with a cat and mouse

· Sardines

· Virus game

· Fruit salad

· Minimini banana

· Human knot

· ZIP ZAP game

· Electric wire 

· Dragon's tail

3. Trust games & theme days 

· Planting a CISV tree

· Monito

· The travelers game

· House of feeling:

· Peace- war-Peace

· The Auction
· Catching the whale
· Lifeboat Simulation

· Falling circle
· COMMUNICATION DAY

A. Rain square

B. New names/roles

C. Birthday game

D. Squares

E. Shoe game

F. Postcards

· Planetarians

· Modeling with clay

· Argument

· Handicapped Olympics

1. Running with eggs 

2. Carrying water in the mouth

3. Balloon smash

4. Eating cookies

5. Tennis ball 

6. Passing orange

7. Matchboxes passed from nose to nose

8. Balloon press

9. Pen and bottle

10. Broom hockey 

11. To find the shoes

12. Bobbing for apples

· Theatre - Cinderella

4. Kissing games 

· BINGO:

· Hat pass

· Romeo and Juliet

5. MISCELLANIES 

· On my holidays I'll take with me……

· Elephants
· Colorful music

· Confused languages

· Drawing the countries (game on stereotypes)

·  Fantasy airlines
· Treasure Hunt
· Supergalactico - Seminar in the galactic (HA-SO-KO-NO)

6. Adults/ leaders games

· Murder game 

· Yes, no, maybe

George's twelve easy steps to leadership bliss!

1. prepare in advance. Be so prepared that all you will have to worry about is actually leading the activity. Prepare, prepare, prepare!!!

2. Get people together. Get them quiet, focused, and paying attention. Do all this in the most fun way imaginable.

3. Name the activity.

4. Use your hook! Rope'em in. Fascinate them. Make it new, different and imaginative. Have them all buy into the activity!

5. Explain the activity, and go over the rules (briefly). Emphasize safety!! No need to answer questions - this should wait until after step six. Don't forget to leave time for translations.

6. Show the activity. Demonstrate. Illustrate why this activity is the best ever. Enthusiasm by example.

7. Ask if there are any questions.

8. Emphasize safety again.

9. Get it started! Participate. Demonstrate that you are sharing an activity that you really love.

10. End the activity before it grows stale!!!

11. Debrief the group, if appropriate.

12. Evaluate that sucker. Right afterwards or latter - but make sure to evaluate. What could be done better next time?

1. Name games 
Before each "name game" should be the names of all participants repeated.

· Simple name game

Everyone says his name out loud and after that repeats all the names before him, so that the list of names becomes longer and longer. Whoever fails to remember all the names has to perform some task or the person next to him will just continue.

· Broom

Players stand in a circle with one person in the middle holding a broom upside down. He has to call out a name of one person in the circle and let the broom fall. The named person tries to catch it before it falls on the floor. If he doesn't manage he steps in the circle and calls another one's name.

· Newspapers

Players sit in a circle except one who is in the middle holding newspapers. One from the circle shouts a name of one person. The one in the middle has to find him/her and touch with the newspaper before he/she calls another name. If he gets hit before he shouts another name he has to step in and the other one sits down and calls someone else's name.

· Blanket

Hold up a blanket to hide 2 teams from each other. The teams make a line behind the blanket. When the blanket is dropped the people at the heads of 2 lines shout out name of opposite head. Last one to call changes side.
· Snake hands

· Balloons with names

· Name machine

· Mime game (names + movements)

· Telling game

· Snake game

· Hey Amy, I thought I heard your name!

· Ponny names

· Leader's hunt

· Cookie jar

A:
„X stole the cookie from the cookie bar?“

B:
„Who me?“

A:
„Yes, you.“
B:
„Can‘t be.“
A:
„Then who?“
B:
"X" stole the cookie from the cookie bar.“
The names are placed in the rhyme and so all names will take a part.

· Sugar 

· Name game with a ball

Children stand in a circle and throw a ball. The one who catches the ball says his name and throws to another person. He has to repeat the name of previous person and says his own name. Thus game continues and children has to repeat the other names and say their own one. 

· Changing seats

A group of people sit in a circle. A blind folded person stands up in the middle and calls two names or numbers. The two people called change seats. The person in the middle tries to catch one of them, the one caught is now in the middle.

· Spinning plates

A person in the center spins a plate or saucer, and calls a name at the same time. The person called has to catch it before it falls or else he is in the middle.

2. Contact games 

· Sculpturing

In twos: one person acts as the modeling clay and the other acts as Michelangelo the sculpture. Michelangelo then sculptures the clay. He sculptures feelings like: fear, joy, tension, despair. In fours: two people are the clay and two are Michelangelo. Sculpture relational words like: distrust, trust, confrontation, aggravation. In eights: four are clay and four are Michelangelo. Sculpture collective terms like: celebration. With younger participants, sculpture down to earth things like: sports, music, etc.

· Rhythm

A group sitting in a circle counts off, giving each person a different number. Then everyone at the same time slaps their knees twice, then snaps their right fingers, and then snaps their left fingers. This is the rhythm to keep repeating. Now after you have slapped your knees twice, the first person calls out his number as he snaps his right fingers, and then he calls out another person's number as he snaps his left fingers. When your number is called, you respond with your number when you snap your right fingers, and somebody else's when you snap your left. It is important not to lose the rhythm while you respond with your number or when you give the new number.

· Duck, duck, goose

Everyone sits in a circle as one person walks around the outside of it. As he walks, he taps each person on the head saying "duck". And when he finds a certain person, he taps him on the head saying "goose". The goose then chases him around the circle until the person who was saying "duck, duck, goose", gets to the seat of the person he called goose. If the goose catches him, then he must repeat this action, but if he does not get caught then the goose takes his place.

· Link or chain tag

Players are scattered about the playing area. Two players are chosen to be the Taggers. The Taggers link hands and attempt to tag other players. All players tagged join hands between the first two Tagers, the chain growing longer with each one caught. Only the end players, the original Taggers, may tag other players. Runners may crawl under the chain to escape being tagged but any player who deliberately breaks the chain is automatically caught. The game continues until all runners are tagged.

· Mouse trap

The game is played somewhat like London Bridge. Traps are placed around the playing area. To form a trap two players stand facing one another with hands joined and up in the air. All other players stand in a line and at a given signal begin to walk, skip, r run through the traps. Suddenly the Leader says, "Snap" and the trap is shut quickly by dropping the hands. All mice shut quickly by dropping the hands. All mice caught in the trap join the trap, thus making it larger. The game continues until all the mice are caught. The signal for the trap to close may be the sudden cessation of music, the clapping of hands, or the sound of the whistle.

· Spud

The players form a circle with one player in the center who throws a ball in the air, at the same time calling the name of one of the circle players. The one called rushes for the ball, catches it if possible, and, in any case, recovers it as quickly as he can. Then he calls "Halt" and the players, who have fled meanwhile, stop in their tracks. He then tries to hit one of the players by throwing the ball at him. Players may doge but may not move their feet. If the thrower misses the target, one "Spud" is scored against him, but if he hits the player a "Spud" is scored against that player. The game is resumed by all players making another circle and having the thrower call a new name. Any player who gets three "Spuds" against him must assume a squat position with head down and allow each player to have one throw at him.

· Club snatch

Divide players into two teams, numbering each player. Place an Indian club or any type object in the senter between the two teams. The leader calls a number and the members of each team, corresponding with the number called, run out and try to get the club. The member of the team that gets the club and crosses his goal line without getting tagged by the chaser wins the point for his team.

· Musical chairs

There are two rows of chairs back to back. Everyone walks or dances around the chairs while music is playing. When the music stops, everyone sits down in one of the chairs, however, there is one less chair then people. So whoever does not find a chair fast enough is out. Each time a person goes out, take another chair out. Repeat until there is one person left.

· Stronso/Hopkins:

There are two commands: „stronso“ and „hopkins“.

If one of the players says to another player "stronso" he has to stand/sit life for ab. 20 seconds in the position he is. If he is told "hopkins" he has to jump up. Great to play this game in public. 

· Drawing on backs

Perfect game for communication. Kids are divided into two sitting with the backs to each other. One of them gets a pencil and paper and has to draw what the other partner says. Another kid from the other twos sits in a way that he can see what the other one is drawing. Then he has to describe it to his partner and he has to draw it. It is possible to play this game with following rules:

· The one who is making a picture can't give any questions. 

· Or he has a limited number of questions, always type of YES/NO.

· Or he has an unlimited number and type of questions.

Then the partners change roles. In the end of the activity partners can compare their pictures. However, the objects to draw shouldn't be too complicated.

· Drawing on backs 2

Kids are divided into groups, sitting behind each other in lines. A leader shows an object to draw to those sitting last in a row without the others seeing it. They draw it on the back of the one sitting in front and thus pass the picture from the last one to the first one sitting in a row. Then the first one draws what he understood on a piece of paper and shows up once all groups are finished. The right ones get a point.
· Smugglers

The game is best to play on a large field in a big group of participants. Players are divided into 2 groups - smugglers and policemen. In the first part the smugglers try to smuggle from one end to the other most of the smuggled stuff (e.g. paper money, stones, etc.). These items should be all the same in order not to confuse policemen. Smugglers can hide these items anywhere on their body except sensitive places. Some smugglers do not have any smuggled items in order to confuse policemen. Policemen try to identify as many items as possible, however, if they don't find anything until smugglers counts to 100, they have to release him/her.

In the second part participants swap their roles.

· Mirror

To be done in groups of twos. One person puts his hands up, fingers out and proceeds to hands-dance, moving his hands. The partner, with his hands an inch away, should try to keep up with the movement exactly, as though he were the reflection of a mirror. Now reverse the roles and do it again. In fours: two pairs of partners get together and criss-cross each other. Each pair tries to dance as if the other pair were not there (for extra fun allow other body movements as well as hands).

· Find your puzzle friend

Using as many pictures as there will be groups, cut each into eight pieces. Mix them up and distribute. Each person is now one piece of the puzzle, will look for the puzzle pieces corresponding to his pictures, and put it back together again. The same can be done with sentences as well. Each person being a word. For competition you can see which group does it the fastest.

· Pass the balloon

Throw the balloon to each other as quickly as possible, so you are empty handed when the music stops or the whistle blows. If you are caught, here are the penalties. First offense: must stand up and sit down before you pass the balloon. Second offense: must stand up, turn around, and like a hyena and sit down before you pass the balloon. Third offense: must stand up, turn around, and like a hyena, then like a bird and then sit down. Pass a balloon to every tenth person or one balloon to each group. Toss the balloon back and forth. The leader blows the whistle after 10 seconds or so, and explains the penalties to the person holding the balloon.

· Newspaper game

Someone is in the middle of a large circle, another person calls out a name, and the person in the circle has to hit the one whose name was called with the newspaper. If the person is hit before he calls out a name, then he is now in the middle. If the person does call out a name, then the one in the middle stays there.

· Newspaper music game

Several couples dance on their own newspaper. Each time the music stops, the paper is cut or folded in half. You may not leave the newspaper, if you do, you are out. The last couple to stay on their newspaper is the winner.

· My right, right place is empty

A circle is formed and everyone is given a special chair. One person outside the circle says the phrase "my right, right place is empty and I want …. To sit there". The person called moves one chair to the right. This process is continued until one of the people in the circle returns to his/her own seat.

· Interview

Two people interview each other using sign language only. No talking takes place as the two ask questions about school, family, hobbies, etc. Later the two can find out if they learned anything or if they did not understand each other.

· Knights, roundheads and cavaliers

Several couples dance as the music plays, but when it stops, they and into one of the three positions: 1. Knights, which means the boy carries the girl over his shoulder. 2. Roundheads, which means the boy carries the girl in his arms. 3. Cavaliers, which means the girl rides on the back of the boy. As this happens, there is a blindfolded person who calls out the name of one of the groups. The group that is called is out. Repeat until there is a winner.

· Dancing with oranges

Here are a few fun dances:

1. A couple dances with coins between their foreheads.

2. Two people dance with an orange under their chins. They can also try to pass the orange to another couple if they wish.

3. They can dance with an empty matchbox between their noses.

4. Each couple can be a team, and they can try to break the balloons that everyone wears on their feet. When there is one couple left with balloons on their feet then they win.

· Squares

Several couples dance in a circle. There are many squares all over the floor (drawn with the chalk). When the music stops whoever is in one of the squares, must perform some crazy task.

· Cat and lynx

Among the experts on animal behavior and characteristics, are the bushmen of South Africa, who live in widely scattered groups through the central part of the Kalahari Desert and in districts about the Ovambo river north of Damaraland. From their study of animals, they have learned to appreciate all their qualities and personalities. They are proud of their ability to act out animals. In this chase game for two, the cat, lynx and spectators all have a chance to express what they feel and know about the animals. The lynx, the fastest runner in the forest, is always chasing a cat, the quickest of wit, but the most boastful of creatures. Any large area indoors or about is suitable for the chase. Line out a rectangle, 25 feet wide and 50 feet long. Place about 7 cartons cartoons in the rectangle and where. Divide into two group, one on one side of the rectangle and the other one opposite them. Then decide which team is to be the cats and which to be the lynxes. Then the first person from the lynx team confronts the first person of the cat team and says (as would a bushmen) 

Lynx: "Good morning, stupid cat."

Cat: "You call me stupid, ha, ha, ha.  I am the most cunning animal in the forest and you know it".

Lynx: "You aren't as cunning as you think, and you can't run as fast as I can".

No matter what dialogue the two players make-up, the key words for the game to start are "try to catch me". As soon as he says them, cat runs off and the Lynx chases him. They weave in and out of the cartons, but cannot move them. Players must walk in a cat-like way, and lynx cannot reach over a carton to touch cat. The player on both teams who are watching  the chase, clap and count: "If by this time the lynx has not caught the cat, he returns to his team and the cat to his. If the lynx does catch the cat, then he is now a lynx. When all the lynxes have chased cats, and if they have caught any, then they are the winners, but if all the cats have escaped, then they are the winners. Now reverse roles. 

· Leader hunt

Especially good when played in camp. Divide into groups of five players each. Give each team a pencil and a sheet of paper. The teams must find as many leaders (or assigned person) as they can. When they find the leaders, they must have the sign the paper, the team with most names wins. This game should be a fairly long one, and is better to play it at night.

· Dog and rabbit

Divide into two teams, dogs and rabbits. The rabbit team must have socks with flour or some other white powder, that will leave a mark. 
· Blinking game

Form a circle with chairs. Girls sitting on the chairs, and boys standing behind them on the outside. One of the chairs is empty, and the boys standing behind them on the outside. One of the chairs is empty, and the boy who is behind this chair, winks at a girl. When the girl sees him wink at her, she gets up and runs to his chair. However, the other boys try to keep the girls from running, by holding on to them if they start to run.

· Sit down

Form a circle with at least ten people. Each person put their hands on the shoulder of the person in front of them, standing close together. Someone then says "sit down", and everyone does without falling.

· Cat and mouse

A circle is formed and everyone holds hands. The person who plays the cat is on the inside and the mouse on the outside. The cat tries to catch the mouse by running in and out of the circle. The mouse runs away with the help of the people holding hands, who let the cat in only when it is safe for the mouse. After this, change the cat and mouse or pick new people or have more than one cat and mouse at the same time.

· Telephone

A circle or line is formed and a message is started. The object of the game is to get the message all the way to the end, by whispering it to one person at a time.

· Telegram

A circle is formed, and everybody holds hands as they sit. One person begins by sending a telegram. To send a telegram, he must squeeze the hand of the person next to him, who then will pass it along. The first person is the only one who can change the direction in which the telegram moves. A person in the middle, tries to discover where the telegram is. Another person is picked, and every time he gets the telegram he shouts out "buzz" or "ring", to help the person to find out. 

· Blind person

A blindfolded person sits on the legs of someone else. He then must try to find out who this person is by touch.

· Poor black cat

A circle is formed and someone plays a cat, in the center of the circle. The "cat", then goes up to each person one at a time and says MEOW. Like a cat. The person must stroke the cat without laughing. If he laughs he is the cat.

· Follow the leader

One person is sent out of the room. The others form a circle and chose a leader. The leader makes some simple movements, and the rest follow what he does. The person is then brought back into the room and has to guess who the leader is. The leader should keep changing motions without getting caught.

· Wheel of torture

Kids form a circle. One person is in the middle. The other is out and trying to catch him in the middle.

· Capture the flag

Perfect running game, best on soccer field. Players are divided into two teams. Each team has a flag usually placed in the back corner of their field. Both teams are trying to capture the flag from the other one. If they get tagged on the opponent's team, they have to stand behind the back line of the opponent's field until one of their team comes to save them. The winner is the team that captures the other team's flag first. 

· Chinese master

Kids are divided into groups. Leaders hide in the area and kids are trying to find them. Once they find them, they are asked to do s.t., perform, sing a song, etc. and get the leader's signature on the paper. Once they have found all of them they go back to the start. The first group is the winner.

· Card game ( ( ( (.
The kids sit in a circle on chairs. A person stands in a middle with a pack of cards. He walks around a circle and shows to each one of them one card from the pack -  ( ( ( (. Then he stands in the middle, takes the top card from the pack  and shouts loud its sign - ( ( ( (. The persons with such sign has to move one chair to the left and sit on the other parson or empty chair. It is only the ones sitting on top of the others who can move by one seat. The winner is the one who gets around the circle and back to his chair first. Better not to play in too big circles so the game isn't too long and doesn't get boring.

·  Streets and avenues with a cat and mouse

Perfect game for running. One kid is a mouse, one is a cat. Others form rows and learn how to indicate streets (holding hands with partners in horizontal rows), avenues (holding hands with partners in vertical rows), street lamps (hands up like a street lamp) and trees (hands aside like a tree). The cat tries to catch the mouse while leader gives command to the group - streets, avenues, street lamps and trees. The territory is constantly changed and harder for cat to catch the mouse. It is possible to play it with more pairs of cat and mouse

.

· Sardines

Children are scattered around the area. One person shouts following commands that children have to form:

· frying fish (lie on your back while shaking your hands and legs in the air)

· syngo (a type of Brazilian bird - standing on one leg and waving wings and making funny noise)

· toaster (2 people facing each other and holding their hands. One person steps in the middle and hops like a toast in a toaster).

· X (2 or 6 or 10, etc.) in a boat ( according to the number given children have to sit in a line holding each others' shoulders and row a boat).

The ones that are left out and can't make a form because of uneven number, they step out from the game. The winner is the last one left in the game.

· Virus game

Virus (usually about 4-6 out of 60 players). The rest of the players is hospital staff. Best played on a large field outside, e.g. soccer field. Hospital staff tries to get from one side of the field to the other. If they get caught by virus, they have to lay back on the field until some of the hospital staff comes to save them. They have to be carried by 2 or more to the hospital which is behind the line. However, they shouldn't be caught by virus, otherwise, they are all infected and have to wait to be saved by other hospital staff members.

· Fruit salad

Children sit on chairs in a circle. One person stands in the middle shouting different things, e.g. "all with blue eyes", "all with yellow socks", "all born in August", etc. Those person has to swap their places including the one standing in the middle. It is not allowed to swap place with a neighbor. The one who is left out steps in the middle and shout another command. 

· Minimini banana

Children sit in a circle. One person walks around the circle behind their backs and mumbles "mini mini mini mini mini……. Banana!". With the word "banana" he touches someone's back. This person has to stand up and run around the circle the other direction than the other person. The one who gets back first and sits on the empty spot wins. The other one carries the game and walks around saying "mini mini mini mini mini……. Banana!".

· Human knot

Players form a circle. They stretch out their arms, close their eyes and steps in the circle until they grab someone's hands. Then they open their eyes and try to get out of the human knot without separating from the others. In the end they should get to 1 or more circles without breaking the line.

· ZIP ZAP game
· Electric wire 
· Dragon's tail

Kids form a circle. A group of kids stand in the middle in a row holding each other on their shoulders like a dragon. The others in  a circle try to hit the last one by a ball while the dragon moves around and tries to escape. They have to hold each other firm without letting loose. If the last one gets hit, he goes to the front of a dragon and the game continues until all of them got hit.

3. Trust games & theme days 

· Planting a CISV tree

Planting a CISV tree is usually done as the closing ceremony of the whole camp/village/interchange. As a pre-activity participants write down either in English or in their native language a note about the CISV camp they have been to. Then the participants form a circle around a hole where CISV tree be planted by the staff committee. Then participants one by one pass a candle, read out their message and bury it the hole. In the end the tree is planted and CISV song is sung.

· Monito (
Monito is a favorite play by both kids and leaders. Each player picks up a paper with a name of his/her Monito. Monito is a secret friend who deserves love and care. Thus players write short messages, give candies, flowers, do something nice in order to make his/her Monito happy. However, it is secret and Monito shouldn't be revealed as long as possible. Usually a display of envelopes hangs in the corridor to put in gifts and notes . The aim of this game is to make happy each other and get to know each other better. After few days (depending on whether most know their Monitos or not) players stand in a circle and sing the Monito song: 

The end of the game: Players stand in a circle and sing:

„I love my Monito yes I do. 

I love my Monito yes I do. 

I love my Monito yes I do, but who it is I won't tell you. 

I‘ ve got a feeling warm and gay when she/he casts her/his eyes my way. 

I will reveal her/his name one day but who she/he is I will not say ay ay ay. 

I love my Monito … ".

In the end of the song steps in one of the players, grabs hand of his/her Monito and walks in the circle. The song is sung again and this person walks to his/her Monito until all are taken in a long line (.

· The travelers game 
4 stages - Israel, Japan, Russia, XX. 

· House of feelings:

This activity takes a lot of time on preparation as well as the activity itself. It is best to use all available rooms and places on the site in order to crate various and creative environment. Leaders prepare several stages where participants can experience their own senses, fears and abilities. The stages focus on sight, smell, sound, touch, etc. Participants walk one by one guarded by their own leader with eyes covered. It is best to use rope as to guide participants along the site. It is important to stimulate participants first and assure them that there is no need to fear or be worried. This is also the reason why they should be guided by their own leader in order to feel most secure and save. However, they cannot speak to their guide and he/she can't speak to them either. This activity takes a lot of time and participants get exhausted both physically and mentally. As the final activity serves modeling with clay in pairs and making pictures or writing notes about what they have experienced and how they felt during the activity. In the end it is necessary to carry evaluation in their delegations together with their leader. The house of feelings is one of the most important trust game performed by CISV:

· smells (perfumes, food, etc.)

· sounds (bamboo sticks, bells, xylophones, etc.)

· tastes (salt, sugar, ketchup, jam, caviar, liquorice, honey, etc.)

· follow the rope and walk through (waterbaloons filled with water, cold wet towels, grass, sand, concrete, toilet paper hanging down

· mattresses and stairs, platform on wheels

· touch  the white feathers, silk material, spaghetti in a bowl

· feel cold and warm, wind… (the hair dryer, ice, pudding, slide projector, wet sponges or water pistols, etc.)

· Peace- War-Peace

This activity focuses on peace education and communication among participants. It is one of the most important activities carried by CISV and it has a deep impact on each participants including leaders. Children are split into small 

groups (ab. 6 participants in each). 

First stage:

Each group gets a large sheet of paper, markers and pencils. In the first stage called peace a mellow music is played in order to bring the peaceful calming atmosphere. Participants are asked to paint their imaginary land in peace and prosper. The music is important to stimulate children and bring calming creating atmosphere. They can use extra material, e.g. flowers, stones, fabric,…. anything they can come up with.

The second stage:

Groups rotate in a circle to the next place. They are given some time to see what the other group created on the sheet of paper. Now aggressive hard-core music is played and war is proclaimed. Now they are asked to express themselves and show what they understand behind war. They can draw, cut, color….. in the picture. Leaders should monitor and observe participants' reactions and stop them if they become too aggressive. 

Third stage:

Groups rotate back to their own land and see what happened under the war. It is the end of the war and peace again. Peaceful music is played with calming, relaxing effect on the participants. They are asked to repair what has been done and damaged to their land. They can use lime, scotch-tape, colors, papers, scissors. The hardest part is to bring it back to peace again.

Final stage - evaluation:

As the final stage serves evaluation. It is very important to carry global evaluation either as a whole group or in delegations individually. Many participants are hurt full of emotions and despair. It is very important to get them speak and express how they feel and face other participants' expressed views and opinions. It is a very important activity on all participants showing real emotions and attitudes. Even better it gets if some of the participants have experienced war in their own country and share their experience with others. Some participants have never ever experience war before and this be first time ever they come across the peace-war-peace theme.

Apparently participants learn how easy it is to damage what other have created. However, the most difficult part is to bring it back to life. Still it is important to try although everybody will be affected by war experienced for the rest of their lives.

· The Auction
Children – buyers.

Leaders – auctioneers, bankers.

Children are split into groups of 5 to 8. Leaders prepare posters with things to be sold in the auction, e.g. World Peace, Ferrari car, Holiday around the world, Medicament against cancer, Guns, Plane, Love, Swimming pool, Green environment, etc. 

All groups get in the beginning of the activity same amount of money. Once the auction starts groups begin to buy various items. They can always sell it back to the bank but for lower price then they bought it. The most expensive items are e.g. Love, World Peace, Green environment. Children should find out during the game that e.g. World Peace costs most money and more groups has to  get together and buy it. As the final part of the activity is evaluation done both in delegations and the whole group. 

· Catching the whale
In reality this activity is called The paradise game but the other name is used in order not to reveal the true meaning and nature of the game. 

„You are living in paradise, you have everything you need!“ You will receive a piece of paper and a pencil. If you draw something you can sell it in the art gallery to earn money. You can buy other paints to make even more beautiful and colorful paintings which you can sell again and get even more money (ex. 1-color painting – 1 coin, 2-colors painting – 2 coins, etc.) When you have earned enough money to rent a boat, you can go out fishing. If you catch a whale, you can sell it in town for a lot of money.“

Evaluation:

· Why did you kill the whales?

· What did you need the money for?

· What did you think about during the game?

· What do you think about it now when you know about the meaningless of killing the whales?

· How do you feel now?

· Can you relate this game to reality?

Conclusion: 

The game is over once groups collect enough money to catch a whale and sell again. Once all groups are finished the evaluation is brought up with the questions written above. The meaning of the game lies behind living in paradise. Why did you kill the whales if you lived in paradise and had everything you needed. Was it necessary to kill a living being? For what costs? The meaning is that we are all responsible for our own actions and we always need to think about what we are doing. Excellent game with a deep meaning behind. 

· Lifeboat Simulation

„Imagine yourself on a cruise ship. The first meal is just beginning and you are seated next to six strangers. As you get to know the lives of these strangers, you notice a panic in the air. The captain soon informs all the passengers that there is a major problem. The problem is that there is only half of the people that you are seated next to will survive. This means that only half of the people that you are seated next to will survive, and who the people are that will survive depends on you. 

Think about each person and decide who you think should survive!“

Explanation- When you go to breakfast you will be given a character and will be seated at a table with six or seven other people. These people also have a character to play. You must act the way that you think this character is and communicate the way that this character would do. Then in each group you have to agree on which character will survive and which will be sacrificed. You are also ought to give reasons for your decisions. Then you will present your decision to the other groups and evaluate all together.

Characters – Pregnant woman, Child, Rich blind old man, Priest, Santa Claus, President, Doctor.

· Falling circle
A tight circle of people is formed of about seven. One person who is in the middle, makes himself stiff and falls, but the others do not let him fall all the way to the floor. They catch him on his way down. They then return him to the middle, where he falls in another direction. Everyone in the group should have a chance to be in the center. It's best if the person is blind folded.

· COMMUNICATION DAY

The communication day is best to carry sometime in the second week of the camp when participants know each other and communicate together on certain level. However, this theme day focuses on other ways of communication than language. Participants face other ways of communication - sign language, mimes, gestures, expressions, etc. It is particularly important to carry this theme day if there is some number of participants who have communicative problems with the others due to their insufficient knowledge of English. On the other hand the fluent English speakers learn how the others feel and what it is like not to understand what others feel and try to say. Thus all participants learning about handicaps of themselves and the others. It is also quite handy to use other language than English when giving game instructions. First can be used Arabic, Hebrew or Japanese and English as the last language. However, leaders should make sure that all participants understand the game and its rules. During such theme day participants loose their language and learn to communicate by touch, sight, gestures, until they gradually learn to speak again. Participants can be divided into groups with the name of each syllable of word communication (KO, MU, NI, KA, TSI, ON). They can come up with their own cheer, song or form.

A. Rain square

Players stand in a circle with closed eyes. One or two leaders walks around the circle and stimulate players with the sound of rain. Players as they hear it they repeat the sounds while their eyes are closed. Gradually all participants join in and leaders change sounds after they get to the first player in the circle. Rain square are following sounds and actions:

1. Snapping fingers 

2. Stroking palms 

3. Clapping hands

4. Clapping hands on hips

5. Soft stumping feet

Once they complete all the sounds they repeat the sounds again from the last to the first one. It is a relaxing stimulating activity and participants should feel good and relaxed during this game with no fear and stress.

B. New names & roles

Participants walk free around the room. They introduced themselves to each other by shaking hands and saying their names: „Hello, my name is Mark. I like to play tennis“. Now they become the other person and introduce himself/herself to another participants saying exactly the same. Gradually when meeting each new participant they get a new name and identity. Thus they learn about the whole group, names and interest. 

G. Birthday game

Participants work in their groups. They are asked to form a line starting with the oldest and ending with the youngest participant. They can't speak during the activity and have to find other means of communication.

H. Squares

Participants work in their groups. They are given an envelope with several cut out pieces of paper forming some sort of shape. They are asked to put them together without speaking. 

I. Shoe game

Participant form a circle. They place in the middle their left shoe. Then they step in with closed eyes and pick up one shoe. They take the left shoe on and while walking around the room they are trying to find who it belongs to. Again they are not allowed to speak during the game but mime or gesticulate with each other.

J. Postcards

Participants work in pairs. They are given pencils and papers and asked to write a postcard from holidays to their friend in their own language. Then they swap postcards with their partners and try to read it out without understanding what is written on. Thus participants are discovering other languages than English as the target language of the camp and what it is like not to understand what the other one says.

· Planetarians

„Many, many years ago the inhabitants of Earth found out that an asteroid was going to hit. The expected arrival was on the  ..th of July of the year … The last inhabitants of the planet called Earth, were being transported to Aniara, a planet further in, through the Milkyway galaxy. The first thing they could see when they landed on the planet Aniara was a group of aliens. In order to survive the humans had to learn the way to communicate. Every group of aliens hold an important key for their survival on Aniara …“

Key for survival on Aniara:

· food

· water

· shelter

· accepting the group of aliens

· daily communication

Participants listen to the message from planetarians from the speakers while leaders getting ready on the stage to perform planetarians. Players walk on the stage in groups and integrate with the planetarians. They learn new ways of communication and how to interact with each other. This activity needs a lot of preparation from the leaders in order to have a real effect on players. In the end of activity comes evaluation, children share what they have learned during the game, how aliens have communicated with them and what it was like not to understand completely to the others and find the way through. 

· Modeling with clay

The activity is done in pairs. Participants can't speak during the activity and their eyes are covered with scarves. They get a bit of clay or any other forming material and try to model out something together. The activity is based on non-verbal communication and feelings. It is a perfect activity to finish with the House of feelings. 

· Argument

This activity should serve as the ground basics for the follow-up discussions. Participants are divided into two large groups. They are seated in row against each other with approx. 2 meters between both groups. The coordinator comes with several hypothetical situations, e.g. Your daughter has decided to have a baby with married man. One of the group is positive to this statement while the other group is negative. The activity starts when one of each group sits in the middle of the space between two groups and start to defend their statement. If one of them doesn't have sufficient arguments he/she be replaced by another participant of his/her group. This activity shouldn't be stopped unless it doesn't bring new arguments and opinions. There should be more hypothetical situations, they should be however somehow interlined with each other and bring new topics in the discussion. The main aim of this activity is some sort of brainstorming which brings a wide perspective of arguments and opinions of the participants on certain problems. 

· Handicapped Olympics

Handicap day is a perfect day full of fun. Especially good for camps, seminars and Christmas meetings. Takes a lot of planning. The kids are divided into teams by e.g. color. First 1 hour each team has to get their outfit according to the color, agree on a cheer or team song, name, etc. The leaders has to design a score table and fields for various activities and runs. Then the teams meet up and the Olympic games can begin with cheers, ceremonies, etc.

13. Running with eggs - there are two teams, each has an egg and a spoon. Each person puts the egg on the spoon and goes as fast as he can to a certain point. When he gets there, he turns around and goes back to his team. He then gives the spoon and egg to the next person. The first team to finish this process wins.

14. Carrying water in the mouth and then spit out into a bowl.

15. Balloon smash - each person has a balloon and a chair. When someone says "go", everyone blows up their balloon and then sits on it so it will break. The first one to break his balloon wins.

16. Eating cookies - each person eats a cookie. When they are finished, they must try to whistle a song. First person to whistle wins.

17. Tennis ball - tennis balls are passed to the person next to you with a spoon or by mouth.

18. A group of people in a line try to pass an orange all the way to the end by passing it under the chin.

19. Matchboxes passed from nose to nose.

20. Balloon press - Each couple has a balloon tied to one of their backs. The first couple to break the balloon by pressing their backs together wins.

21. Pen and bottle: wrap and tie a string around the waist of all the players. At the end of the string is a pen, the object is to get the pen into a bottle that is standing up on the floor. You may use your hips only to raise and lower the pen. The first person to get the pen in the bottle wins. (The pen hangs down from the back part of the person).

22. Broom hockey: In the middle of the floor is a ball or some other object. Two players go against each other, and try to get the ball into a net or goal, by using brooms.

23. To find the shoes: Everybody in the group puts their shoes into the middle of a circle, and two blindfolded people have to find the pairs of shoes and return them to their owner.

24. Bobbing for apples: Place several apples in a large bucket. Then try to remove the apples using your mouth only.

· Theatre - Cinderella

Kids are divided into groups of 5-8. They are asked to perform Cinderella in different styles (futuristic, opera, ballet, tragedy, etc.). They have enough time to divide their roles, make costumes, prepare the stage, etc.

4. Kissing games 

· BINGO:


“There was a farmer has a dog and Bingo was his name oh.


           3x /:  “B”  “I”   “N“   “G”   “O”  :/


               And Bingo was his name oh.




“B”  “I”  “N”  “G”  “O”

A group of girls and boys form two circles, the girls are the inside circle and the boys are the outside circle. Each person has a partner to start the game. These partners (girl and boy) gold hands as they sing the "bingo" song. When the song is over, the two circles turn and face their partners. The two circles begin to walk in opposite directions as they spell out Bingo for the last time. On each letter, they shake hands with the person in the opposite circle, and when you get to the last letter, everyone hugs as they say Ooooo. The game may be repeated as often as you would like.

· Hat pass

Make two circles, one for boys and one for girls. Each circle passes a hat, and as each person gets it, they place it on their head, until the music stops. When the music stops, the boy and the girl with the hats on their heads, come to the middle. They face back to back, and when everyone shouts 1, 2, 3  they must turn their head. If they both face the same way, the kiss. If they turn in opposite directions, they do not kiss. Repeat. As games like this one are embarrassing, be careful in choosing the age group.

· Romeo and Juliet

6. MISCELLANIES 

· On my holidays I'll take with me

Players sit in a circle and try to think of a rule that rules the whole game. They say "On my holidays I 'll take with me ….." and fill in a word they think is right. The coordinator can only reply whether they can take it  or not - YES/NO. The rule is a first letter all things have to start with. 

· Elephants
· Colorful music

It's a perfect game to develop abstract imagination and fantasy. The best is to realize this camp in the beginning of the camp in order to use the sheet of paper as decoration. The activity starts with playing various music that changes in certain intervals and children try to color what they imagine behind the tones and how they reflect it and get influenced. Ideal is to use akvarell colors or water colors for better display quality. 

· Confused languages

The whole day English shouldn't be used in order to develop non-verbal communication. Children shouldn't use their native languages either in order not to separate by delegations. They can use pantomime, drawings, signs, … or come up with new language. Excellent game to include in the Communication Day scheme.

· Drawing the countries (game on stereotypes)

Children sit around a table in their delegations. They are asked to draw outline map of their country showing only borders. Then they move in a circle to another table and are asked to draw inside the map all they know about the other country. Delegations move around all tables like stations until they come back to their own country. Then they stand up in front of the others and tell what was drawn or written correctly or incorrectly. Children learn about stereotypes and predisposed knowledge on other countries. Great game to develop communication skills and lots of fun (e.g. kangaroos in Austria!)
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· Fantasy airlines
The kids are divided into groups of 4-6. They are given large sheets of paper, color pencils, markers, etc. They are asked to think of their "dreamy" fantasy island where they would like to live (marshmallow land, ice-cream land, Batman land, etc.). They come up with a map of the island, food, drinks, language, costumes, songs, flag, money… anything they can think of. They can use any type of extra material - flowers, stones, dresses… Leaders can simulate the flight by fantasy airlines visiting each island. They can build up a plane with chairs and isles, captain seat and divide their roles (captains, stewardesses, crazy passengers, pregnant woman, priest, turbulence…). 

· Treasure Hunt
This game takes a deal of time on preparation. It is good to prepare it in the beginning of Interchange/Village in order to get to know the hosting place, city, etc. Leaders have to make a map of the area  and questions about the place (e.g. how many banks are in XX street, how many statues are there, where is the post office and what's the name of boss, how much costs a roll in local bakery, etc.) . Leaders make copies and give to groups of children (approx. 4). The aim is to get as many right answers as possible and get to know the area and other delegates. 

· Supergalactico - Seminar in the galactic

Children form circles of about 6-8 people.  They learn to communicate to each other with following signs:

HA - arms stretched in front of the body aiming like an arrow onto one in the circle.

SO - arms stretching to the right like a half-circle with one arm up and one down stretching to the partner next to.

KO - arms stretching to the left like a half-circle with one arm up and one down stretching to the partner next to.

NO - arms forming a cross (negation) in front of the breast. 

One person (A) starts with HA. The one that is addressed (B) passes the message to the fellow partner (C) either by SO or KO.  He (C) either rejects the message by NO and thus the other one (B) has to address someone else by HA or he (C) accepts the message and send it to someone else by HA. If one of them makes a mistake, he goes in the middle of the circle and others gather close around him with holding hands shouting loud "seminar in supergalactico". Then the games continues. Excellent game to relax, get a break from something else and try out other means of communication. 

6. Adults/ leaders games

· Murder game

One leader is a coordinator. The others pick up a paper with one name on. They try to "kill" that person by either kissing/ stroking back without any witnesses in the room. The witnesses can be only those that are killed already. Each person who is dead already has to report it to the coordinator without saying it to anybody else. The last one who is alive is the winner. The best is if the game lasts a couple of days. Players try to be careful and not to be alone with another person in a room. 

· Yes, no, maybe

7. PRACTICAL GUIDE TO JOKES

Draft Guide To Practical Joking In CISV



 (C) Captain L.

-Note: this guide is unofficial. Captain. L. does not take any responsibility towards property being damaged or people being hurt due to the use of ideas included herein.

1.1 Introduction

Well, a major part of both, adult's and kid's night activity (the unofficial part of CISV camps) is practical joking. As usual this has caused hours of laughter and a lot of fun, but also tired leaders and staff in the morning, not to mention the poor victims of the night activities. Thousands of faces painted all over the world, tons of water spread over campsites etc. I am writing this guide to give some of my ideas which I have gained in 10 years of CISV camps and in the last two years as the founder of CPT, the CISV PRACTICAL-JOKE TASKFORCE. However, you must consider that practical jokes are not always as funny to the ones that they are played on as they are to those who perform them. People must be very careful about whom they choose as the victim or what kind of joke to play. Together with kids on my camps I have developed some guidelines to practical joking which put some rules to this unofficial area:

1.2 Rules

· Do not embarrass people with your jokes.

· Do not destroy or damage personal property.

· Keep in mind you are disturbing somebody with your actions.

· Do not disturb anybody else than the persons involved.

If these guidelines are kept while joking they make joking a lot safer. This guide can only give some ideas about how to perform a practical joke. The actual way it is played is very much up to the ones who do them, every joker has his/her own personal style. I would like to wish you tons of fun with your jokes and hope that the revenges won't be too mean (if, by chance you play a joke on me  beware, you asked for it!!!). So, wait 'till the night, get your stuff together and . start joking. Lots of fun and sorry to the victims ... 

1.3 The joke itself

As jokes are usually played at night when the victims are asleep, keep in mind that darkness is your friend. No light is needed, not in the rooms, nor in the corridors. Do not use flashlights as they will wake up people easily. Try wearing dark clothes, this will help you not to be recognized. If you wake somebody up, do not run away but sit down and keep quiet or walk away slowly. Running away makes noise and will wake up the whole camp. Avoid talking, get things clear well before you enter a room. The ideal number of people involved in a joke is two, one always knowing what the other does. Then you won't need light or talking. If you need more people, e.g. for carrying a bed, give the instructions before, make up signs to use, etc. Even if it is hard, keep quiet and ... DON'T LAUGH!

1.4 Material

All material involved is usually available in the campsite. However, some kids (and adults) may have brought their own, so be careful. Using permanent markers for facepainting is easy and funny but fingerpaint is a lot less violent. Also, tape, some markers, string, a pair of scissors and some paper for messages are part of the 'standard equipment'. The rest of the stuff depends very much on the joke, refer to 'material involved' in the 'jokes' section.

2. The jokes

2.1 Jokes involving water

2.1.1 The waterbed

Material: 1 Bucket of water 

Enter the room quietly. Spread the water into the bed slowly so you don't wake up the sleeping person. To add more 'bite' use ice cubes in the water.

-Note: do not spill the water on the person - the result will be even more water in the bed ...

2.1.2 The icy rain

Material: 1 big snowball or ice cube, some tape and string

Put up the string so it hangs right above the victim's face. Attach the snowball to it and wait ... the physics will do the rest.

-Note: usually played in winter due to better availability of snow.

2.1.3 Waterballoons

Material: a lot of water balloons

Fill the balloons with water so that they almost burst. Put them in the bed. Hopefully the person sleeping will turn around soon.

2.1.4 Do not open ...

Material: paper cups, tape, paper

Fill the cups with water and put them on top of some doors which are often used. Apply a sign at the door saying 'Do not open!!!' to make sure someone will open the door.

-Note: do not use glasses as they may cause bad bruises.

2.1.5 Colored shower

Material: watercolor or Caliumpermanganate (colorful but harmless, almost impossible to wash off), adjustable wrench.

Unscrew the shower-head. Put in some of the color stuff and screw the head back on. The first person taking a shower will appreciate that.

2.1.6 Stiff clothes

Material: Someone’s clothes, water, 1 freezer.

Make the clothes wet and stick them into the freezer for some time (outside, if it is a winter camp). After some time the clothes will be very comfortable to put on (especially the underwear).

2.2 Jokes involving noise

2.2.1 Le snoreonceau

Material: tape recorder, blank tape, good lungs

Record at least 15 minutes of snoring on the tape. Put the tape recorder to a room, put it on full volume and push PLAY. The snoring will drive people mad.

-Note: this joke was developed as a revenge to Napi on IYM 1992-93 Paris.

2.2.2 Bang

Material: balloons

Blow up the balloons. Pop them directly over the victims' heads. A nice way of waking up...

-Note: can be used as a way of waking up for duty groups.

2.2.3 Wake up with music

Material: tape recorder, tape with German folk-music, strings, tape

Set the tape recorder ready to go. Apply the string to the PLAY button. Tie the string to the door of another room in a way that PLAY is pushed if the other door is opened. Knock the other door and quickly disappear.

-Note: any kind of music can be used as long as it is unbearable.

2.2.4 The incredible machine

Material: anything needed to build a noisy machine

Construct a machine that makes a lot of noise some minutes after it was started. The layout is up to you but using bells, covers for pots or balloons has turned out to be just right.

-Note: the machine should start on it's own after some time to give you a chance to get away.

2.3 Psychological jokes

2.3.1 Steam train

Material: flashlight, pillow

For this joke at least three people are needed. Select a person who sleeps very well. Two people on each side make the noise of an approaching steam train. The third person uses the flashlight to imitate the headlight of an approaching steam train. As the noise gets louder and the light approaches the person will wake up, but stay in some kind of trance. This is the time to hit with the pillow and then disappear. The person will then go on dreaming of being hit by a steam train several times that night.

-Note: do not hit too hard as the person should not be fully awake

2.3.2 Up and away

Material: none

This is the classical 'four people and the mattress' joke. Make sure you are very careful about carrying the mattress around the campsite as people wake up easily when the mattress drops to the floor.

2.3.3 Take a walk on the sleep side

Material: none

Try waking somebody up so the person is half awake. Tell the person that the bed is broken and he/she needs to sleep somewhere else. Strange but true people will follow you somewhere else but won’t remember it the next morning.

2.3.4 Amateur hairdresser

Material: scissors, some hair

Find two girls with the same color of hair. Ask one of them to give you some hair (ask her to cut it off herself). Take this hair and approach the other girl from behind. Use the scissors to create the typical noise of hair being cut off. Then show her the hair you got from the other girl. The effect will be obvious.

-Note: be prepared to run...some girls may freak out and become violent. Thanks to ... for kicking me into the ... at he initial try of this joke, felt really nice... ouch!!!

2.4 Jokes involving paint or paper

2.4.1 Facepainting

Material: any kind of paint or markers

Enter the room quietly, use the paint properly and disappear as fast as possible. It may be necessary to warm up the paint a little bit as cold paint wakes up people easily. Using permanent markers is even more fun, it is easier but makes the victims rather angry. Writing messages on face, hands or legs may calm people down again.

2.4.2 Doorsign art decoration

Material: paint, markers

Change the doorsigns... write messages to the owners... be mean!!!

-Note: don't be too mean, please!!!

2.4.3 White wall of...

Material: lots of paper, tape

Cover the doors of rooms with a big poster in a way that, when the door is opened all that can be seen is a ... white wall of paper!

-Note: writing stupid messages on the paper will drive the victims nuts

2.5 Tasty jokes

2.5.1 Tasty toothpaste

Material: someone else's toothpaste, mustard, ketchup etc.

Open the toothpaste at the 'unusual' end. Get most of it out and put it aside as it won't be used any more. Fill in the mustard or whatever else you have, then close the tube again. Put the 'toothpaste' back in place. Now, guess what happens if the person owning the toothpaste wants to brush his/her teeth...

-Note: it may take several days for the effect of this joke to show. Please do not use any kind of disgusting stuff to put in (some crazy Italian suggested using sh.t, as 'they' do it in Padova)!

-Update note: you can also use a syringe to introduce the 'other' stuff to the tube

2.5.2 To those who like Tabasco (we salute you...)

Material: bottle of Tabasco

Drop some Tabasco on a sleeping person's lips. Quickly disappear and wait for the result. 

-Note: can also be played using pepper, chili-powder or mustard.

2.5.3 Sleepy banana

Material: 1 banana

Peel the banana. Select a sleeping person and open the mouth of this person carefully. Insert the banana slowly. To initialize chewing close the nose of the sleeping person for a short time. This will start the eating process. As the banana becomes shorter you may have to push it in a little more.

-Important note: this joke may be dangerous!!! Make sure to closely watch the person eating!!! Also be sure to get the banana out as soon as the person starts coughing!!! Do this joke only if you really know what you are up to!!!

2.5.4 Schnitzel blues

Material: 1 dinner, food colors

Use the food color well on some parts of the food. Make sure to hide it, so the color can’t be seen until the food is cut up.

-Note: first used on an Austrian national night in Hamburg with „Wiener Schnitzel“ and blue color.

2.6 Other Jokes

2.6.1 Knotty Toothbrush

Material: Toothbrush, pot of hot water

The idea of this joke is tying a knot into a toothbrush. To do that, insert the back of the toothbrush into the hot water (it should not be boiling) for some time, and when the toothbrush gets soft, quickly tie a knot into it.

8.   FROM THE WEB SITE 

Summaries of Co-operative Non-competitive Games


Games Just for Fun - Games To Change the World

Background

These are games to change the world. They show that the alternative to competition, to striving to be the best, to winning at all costs can be enormous fun. That cooperation and sharing not only have some big words going for them like equality, fraternity and justice but a great little word too - fun! Non-competitive games as an activity for adults seem to have developed with the hippie movement and the New Games organisation in the 1970's. They are an integral part of the Woodcraft Folk , a liberal youth movement which embraces most left leaning preoccupations: concern for the environment, anti-racist, non-sexist, co-operation above all. There are a number of books describing these games: the best of the bunch is produced by the Woodcraft folk themselves. Links to sites about some of these issues particularly in relation to children are listed here. 

When leading a group I found it useful to have a summary of the best games in my pocket as an aide memoir my poor memory. I developed the game summaries on this site from a small booklet I made for myself to give me the minimum information which would trigger my brain cells back into activity. Information is available on downloading a zipped file formatted for WordPerfect for Windows v6 suitable for making up such a booklet and how to recreate this page on your computer without having to download the information each time. 

This site contains summaries of excellent games that work. I have tried to give enough information for you to figure out the games if you are not already familiar with them. I have kept it short by using abbreviations shown below. I have drawn these games from many sources including playing all of them with the Woodcraft Folk and at New Games meetings. They exist with many different names and many given different names are in fact just variations on the same theme. The names used here are those given in the Woodcaft Folk Games book where possible (available from 13 Ritherdon Road, London SW17 8QE). This book describes many more games than are on this site in much more detail. Other books are The Co-operative games book by Terry Orlick or Sharing Nature with Children by J B Cornell. These books give a paragraph at least to each game - I give a couple of sentences. 

The Golden Rule with these games is to stop long before the kids are fed up with them - 10 minutes is an absolute maximum, usually reckon to change every 4 or 5 minutes. Speed is the essence, don't mess around with long descriptions or chat - go straight in and let them pick it up by a demonstration. Don't be put off because some seem foolish or simple: some like My Magic Drum or the Name Train are magic. A parachute is a wonderful tool - try to get access to one or buy one (see the Woodcraft links for advice about that. Play safely particularly with games of cooperation: this is a summary so there are no prescriptions about how to play safely. Read the books or use lots of commonsense e.g. take off shoes if necessary, be careful with furniture or things projecting from walls with energetic games etc. Above all adults should join in - you have the right to have fun to. 

Contents

· My favourite games (listed here): if you are stuck for a sure-fire winner try one of these. Identify Tree (nature), Catch It-Drop It (lively); Touch Blue (lively), Peoples Ball (lively), Octopus (lively, our kids all time favourite), Mushroom (parachute), Sharks (parachute), Shoes, (other), I sit in the wood (name), Action name, (name), Cat and Mouse (parachute), Cat & Mouse in line grid (Tig), Dodge ball, (lively), Rooks and Ravens, (lively), Ball Circle, (lively), Letter, (lively), Huggy Bear, (cooperation), Spirals, (cooperation), Log Roll, (cooperation), Motor-cycle(cooperation). 

· Names of games classified by type : (Circle, Drama, Lively, Nature, Other, Parachute (a parachute is a wonderful tool), Mind, Tig, Cooperation. 

· Alphabetical list of all the games listed alphabetically and the type. 

· Abbreviations used in the game descriptions. 

· Game summaries . 


Names of Woodcraft Games listed by category 

· 1 Circle Games A What?, Follow my leader, Fox & Squirrel, General Post, How Green are You, How's yours, Keeper of the keys, Masks, Murder, Nuts x3, Paper, Pass the keys, Rainstorm, Ring on String, Sausages, Shunting, Singing Syllable, Statues, Washing Line, When I go to camp, Zoom, 


· 2 Drama Chain Story, Chain Mime, Magic Drum, Musical Action, Musical Statues, Pass the Buck, What are you doing, Waxworks, 


· 3 Lively Animal Farm, Bad eggs, Balance, Ball Circle, Camp Relay, Catch-it, Dodge ball, Dragons Tails, Drop-it, Duck - Goose, Elves, Fish Gobbler, Giants, Hot Rice, How do you do, Letter, Mousetails, Musical Chairs, Numbers, Octopus, Own goal, Peoples Ball, Place Chase, Queenie, Rabbits, Rafts, Rainbow, Rats, Rice, Rooks & Ravens, Spokes, Touch Blue, Wizards, Wizards, 


· 4 Nature Animal Consequences, Camouflage, Fox-Rabbit-Leaf, Identify Tree, Pyramid, Snack Track, see Octopus (lively). 


· 5 Other Bodysnatcher, Elephant-Palm Tree-Monkey, Grannies footsteps, Happy Families, Lap Ball, Noisiest game, Prueey, Rope, Shoes 1 & 2 (miscellaneous), Snowman, Swap-Knot, Vampires (miscellaneous), Wood Relay, 


· 6 Name Games Action Name, Action, Bumpty Bump, Getting to Know You, I sit in the Wood, Left-Right Name, Lies, Name Train, Name Blanket, Notable Names, Speed Naming, True or False, 


· 7 Ozone Layer 
Warning: only for calm personalities with motivated players who want a challenge. 


· 8 Parachute) Air Conditioning, Ball games, Birthday Present, Cat & Mouse, Climb Mountain, Hot dog, Mushroom, Sea Storm, Sharks, Tent, Treasure, 


· 9 Mind Games Alibi, Clapping, Electric Current, Fizz - Buzz, Interview room, Missing person, Stalking, Who stole the cookies, Word Clap, 


· 10 Tig Archway Tig, Cat & Mouse 1-2 &3, Chain, Challenge, Clam-Trap, Elbow, Everyone's It, Golden River, Hospital Tig, Jacks, Kings, Poison, Queens, Reverse, Sharks, Squat Tig, Stuck in the mud, Three-step, Triangle, 


· Cooperation All Change, Amoebas, Caterpillar Walk, Co-op Letters, Guided key walk, Huggy Bear, Knots, Log Roll, Motor-cycle, Musical Islands, Partner Balances, People to people, Robot, Shake the snake - Biscuit Machine (cooperation), Skin the snake, Spirals - Catherine Wheel, Tangles, Yut Circle, 


Alphabetical list of games with type (return to Summary List 

· A 
A What? - (circle), Action Name - (name), Action - (name), Air Conditioning - (parachute), Alibi - (mind), All Change - (cooperation), Amoebas - (cooperation), Animal Consequences - (nature), Animal Farm - (lively), Archway Tig - tig. 

· B 
Bad eggs - (lively), Balance - (lively), Ball Circle - (lively), Ball games - (parachute), Birthday Present - (parachute), Bodysnatcher - (other), Budge - tig, Bumpty Bump - (name), Fizz - Buzz - (mind, 

· C 
Camouflage - (nature), Camp Relay - (lively), Cat & Mouse 1 - 2 & 3 - tig, Cat & Mouse - (parachute), Catch-it - (lively), Caterpillar Walk - (cooperation), Chain Story - (drama), Chain Mime - (drama), Chain - tig, Challenge - tig, Clam-Trap - tig, Clapping - (mind, Climb Mountain - (parachute), Co-op Letters - (cooperation), 

· D 
Dodge ball - (lively), Dragons Tails - (lively), Drop-it - (lively), Duck - Goose - (lively), 

· E 
Elbow - tig, Electric Current - (mind, Elephant-Palm Tree-Monkey - (other), Elves - (lively), Everyone's It - tig, 

· F 
Fish Gobbler - (lively), Fizz - Buzz - (mind, Follow my leader - (circle ), Fox & Squirrel - (circle), Fox-Rabbit-Leaf - (nature), 

· G 
General Post - (circle), Getting to Know You - (name), Giants - (lively), Golden River - tig- tag), Grannies footsteps - (other), Guided key walk - (cooperation), 

· H 
Happy Families - (other), Hospital Tig - tig, Hot Rice - (lively), Hot dog - (parachute), How Green are You - (circle), How do you do - (lively), How's yours - (circle), Huggy Bear - (cooperation), 

· I 
I sit in the Wood - (name), Identify Tree - (nature, Interview room - (mind, 

· J 
Jacks - tig, 

· K 
Keeper of the keys - (circle), Kings - tig, Knots - (cooperation), 

· L 
Lap Ball - (other), Left-Right Name - (name), Lies - (name), Letter - (lively), Log Roll - (cooperation), 

· M 
Magic Drum - (drama), Masks - (circle), Missing person - (mind, Motor-cycle - (cooperation), Mousetails - (lively), Murder - (circle), Mushroom - (parachute), Musical Action - (drama), Musical Chairs - (lively), Musical Statues - (drama), Musical Islands - (cooperation), 

· N 
Name Blanket - (name), Name Train - (name), Noisiest game - (other), Notable Names - (name), Numbers - (lively), Nuts x3 - (circle), 

· O 
Octopus - (lively), Own goal - (lively), Ozone (lively), 

· P 
, Paper - (name), Partner Balances - (cooperation), Pass the Buck - (drama), Pass the keys - (circle), People to people - (cooperation), Peoples Ball - (lively), Place Chase - (lively), Poison - tig, Prueey - (other), Pyramid - (nature), 

· Q 
Queenie - (lively), Queens - tig, 

· R 
Rabbits - (lively), Rafts - (lively), Rainbow - (lively), Rainstorm - (circle), Rats - (lively), Reverse - tig, Rice - (lively), Ring on String - (circle), Robot - (cooperation), Rooks & Ravens - (lively), Rope - (other), 

· S 
Sausages - (circle), Sea Storm - (parachute), Shake the snake - Biscuit Machine - (cooperation), Sharks - (parachute), Sharks - tig, Shoes 1 & 2 - (other), Shunting - (circle), Singing Syllable - (circle), Skin the snake - (cooperation), Snack Track - (nature) Snowman - (other), Speed Naming - (name), Spirals - Catherine Wheel - (cooperation), Spokes - (lively), Squat Tig - tig, Stalking - (mind, Statues - (circle), Stuck in the mud - tig, Swap-Knot - (other), 

· T 
Tangles - (cooperation), Tent - (parachute), Three-step - tig, Touch Blue - (lively), Treasure - (parachute), Triangle - tig, True or False - (name), 

· V 
Vampires - (other), 

· W 
Washing Line - (circle), Waxworks - (drama), What are you doing - (drama), When I go to camp - (circle), Who stole the cookies, Wizards - (lively), Wizards - (lively), Wood Relay - (other), Word Clap - (mind, 

· Y,Z 
Yut Circle - (cooperation), Zoom - (circle),


Abbreviations used in the text

(return to Summary List) 

Abbreviations are used for some of the actions which occur frequently in different games. 

· OneLRm: One person leaves room while those left decide something; usually the person comes back and has to do something or find something. OneLRm is used to describe both the action of going out and the person who goes out. 
SCfloor: Get into a Seated Circle on the floor; 
SCchairs: Get into a Seated Circle sitting in chairs; 
Cstanding-hands: Get into a Circle standing up and holding hands; 
Cstanding: Get into a Circle Standing up; 
Tigger is the person who is "It" or "On"; 
Tagged is the person who is being chased by tigger. 
"A" indicates a chosen person or sometimes a team called "A" composed of "a" team people; ditto for "B". 
ACW - CW anticlockwise or clockwise 


Summaries of Cooperative Games


1 Circle Games

(return to Summary List or check abbreviations) 
A What?: SCfloor. Pass objects round in both directions. "A" says "This is a dog","B": "A what", "A": "A dog". Increase number of objects to breaking point. 
Follow my leader: OneLRm, Cstanding. Initiator of actions in circle is chosen who starts actions like rubbing nose, pulling ear etc which are copied by members of circle. OneLRm tries to find who is starting the actions. 
Fox & Squirrel: SCfloor. 2 cushions (foxes) passed hand to hand round circle but not thrown must try to catch a squirrel - a ball(s) which can be thrown across or passed round. 
General Post: Same as Washing Line but numbered circle. Call out numbers. If General is called everyone crosses. 
How Green are You: OneLRm, Cstanding. Hide item on "A". All help OneLRmto locate item hidden on "A" by singing louder or softer "How green are you" sung to "Auld Lang Syne": hi=close, lo=far. 
How's yours: OneLRm. Decide body part. To find it OneLRm asks people "how'syours". Reply is "Short", "Hairy" etc. 
Keeper of the keys: OneLRm, SCfloor, keys in centre. Choose 2 key Keepers who stay seated in circle. OneLRm can enter circle to take keys but must leave circle at entry point. Once OneLRm has keys he can be tigged by Keepers. (Pretend to pick up keys tofind keepers). 
Masks: SCfloor. Copy funny face of partner then pass new face on. 
Nuts x3: SCfloor. Give different names of fruit/animals etc to everyone. Centre tells story. When name is mentioned 3 times person so-named must interrupt before 3rd name or they become Centre - "A": "I bought some nuts, nuts" "B" must shout "NUTS". 
Paper: Cstanding. Each person stands on A3 paper or newspaper on floor. Then only stepping on paper get into order - by alphabet, height, age etc. 
Pass the keys: OneLRm SCfloor, hands behind back. OneLRm in centre guesses who has keys while they are passed around circle behind backs. Those without keys pretend to have them. 
Rainstorm: Cstanding. Conductor (centre) starts action, points to circle person to repeat action. Turns round pointing so action travels round circle. When all doing it change to build up sounds then reduce: rub hands, tapor snap fingers, clap, thighs, stamp feet. 
Ring on String: SCchairs. Centre finds washers on string passed round circle (3guesses). 
Sausages: SCfloor. Centre answers "Sausages" to questions posed by Circle without smiling. 
Shunting: SCchairs with a vacant seat in circle. Caller in centre of circle calls "Shunt left/right" "All change". People move to next seat in circle or all change while Caller tries to find seat. Next caller has not found a seat. 
Singing Syllable: OneLRm. Pick word with 3+ syllables e.g. po-lu-tion. Circle members together sing a different syllable to their neighbour to a tune they know. OneLRm finds word. 
Statues: Cstanding. Centre instructs "hop", "pull face" etc. After "freeze" triesto get people to laugh & unfreeze to go in centre. 
Washing Line: SCchairs. Caller in centre of circle calls "The wind blows all wearing-trainers", "wearing blue" "liking custard" etc.All wearing, liking or being it cross circle. Caller tries to find seat. Next caller has not found a seat. 
When I go to camp: SCfloor. "A" says "When I go to camp I will take (tent)". Neighbour "B" repeats & add an item. Then "C"... Can also pass round movements (nod, clap). 
Zoom: SCfloor. "A" swizzles head to neighbour saying "zoooom". Neighbour receives it and passes it on so zoom wizzes round circle. "Eek" reverses "zoom".1 "eek"/person/game. 


2 Drama

(return to Summary List or check abbreviations) 
Chain Story: SCfloor Make up incredible story. Each person in circle adds in turn the next episode. 
Chain Mime: Two teams "A" & "B" each decide secretly an action. Team "A" leaves room all but 1st"a" who is told "B"'s action. 2nd "a" returns, 1st "a" mimes it in font of 2nd "a" & team "B". Repeat for all "a"'s. Last "a" guesses what he thinks he is miming i.e. "B"'s original action. Then repeat for team "B". Can be done by describing a photo or picture. 
Magic Drum: One person with drum says "My magic drum can make you (walk excitedly-creepily etc, hop, robot, run)". When drum stops all freeze. 
Musical Action: Put cards describing actions e.g. putting on spacesuit, getting in spaceship on chairs. Divide into groups, 1 for each chair. Dance in groups until music stops, rush to chair and group together mimes actions on card. 
Musical Statues: Dance around until music stops. Call out command to freeze to: ice skater, cat at fireside, chimney sweep. Also give commands while moving to music e.g. hop, lazily, sadly. 
Pass the Buck: SCfloor 1st states & mimes what imaginary object they are holding e.g. jelly, elephant, mouse. Pass it to neighbour who also mimes. Object can be changed as it is passed to the neighbour. 
Quality: OneLRm. Group decide on a quality e.g. lazy, OneLR returns and tells group members an action to perform e.g. washing. They mime the action using the quality e.g. lazily washing. OneLR tries to guess the quality e.g. walk the dog - happily. 
Waxworks: Groups of 4. "A" moulds "B" into a statue-like shape or some action etc. "C" (blindfolded) feels "B" to find shape and attempts to recreate it on "D". 
What are you doing:SCfloor Centre mimes something e.g. playing piano. Someone from circle goes up and asks mimer "What are you doing". Mimer invents something else e.g. painting a giraffe which is then mimed by newcomer. 


3 Lively

(return to Summary List or check abbreviations) 
Animal Farm: Choose to be one of 3 animals. Practise making the right animal noises. Then all close eyes, make noises and try to get into groups, still with eyes shut, of your fellow species. 
Bad eggs: Throw ball in air calling name of tigger & disperse. When tigger has ball he shouts "Freeze". Tigger can move 3 paces & throws ball to tig people below knees. Tagged throws ball in air (and so on). 
Balance: Facing couples try to push each other off balance but can only touchwith palms & cant move feet. 
Ball Circle : All in Cstanding except one in centre. Circle faces outwards, feet touching. Bend down and throw ball through legs to tig person in centre below knees with ball. If successful go in centre. 
Camp Relay: Chose storyteller. 2 teams sit in facing lines with legs straight out touching feet of person opposite. Storyteller gives each couple a shared name. The story teller tells a story including the given names; when a couples name is mentioned they run down the line over the legs, round the circle, over the legs and back to place trying to be first. (storyteller can include more than one name at once - or all names!) 
Catch it-Drop it : Cstanding. Centre person tosses ball to someone in circle while calling a command "Catch-it/Drop-it" Person must do opposite of command i.e. drop if told catch. If wrong goes in centre. 
Dodge ball : Half form Cstanding, remainder inside circle. Circle folk tig people in centre below knees with ball. Tagged join circle. 
Dragons Tails: End players of 2 "conga" (hands on hips of person in front) lines have scarf tails behind round waist. 1st person in line tries to get tail off other team. 
Duck - Goose: All in SCfloor except Duck who circles the circle saying "Duck, duck...." until she/he says "Goose"and touches someone who gets up and both race for the place round the circle in opposite directions. 
Fish Gobbler: Caller calls port, starboard, bow, stern. Last to run to corner isF-G. F-G's can tig people so they convert to F-G'sOther calls: freeze & F-G (all lie on floor touching someone, all must be linked. Last to get in position is a F-G. 
Giants, elves, wizards: 2 teams decide secretly to be either G's, E's or W's. Teams line up facing each other 5 paces apart. Leader calls out "change" and each team gets into pose of their chosen character. If they are victims they run for the wall if they are tiggers they run for the victims. If tigged they change teams. Order of priority: E's take W's take G's take E's. Poses: E's crouch wiggling fingers nr ears, G's stand tall arms up, W's arms out making spells. Similar to Rocks breaks Scissors cuts paper. 
Hot Rice: Everyone runs around. Tigger holds ball and tigs by hitting below knees with it. Tigger may be forbidden from running while holding the ball (my opinion: best if tigger can run with ball). Tagged help tigger but must freeze when holding and throwing the ball. Ball can deflected with fists or picked up and punched with fists but you can be tigged if holding ball. 
How do you do: Everyone SCfloor except one who walks round circle and taps two neighbours on the back. They stand, shake hands, say "How d'you do" 3 times, run round the circle in opposite. directions. They stop as they pass, shake hands and say "Good morning, good afternoon, good evening", continue round trying to get the 1 free place. Last on chooses next pair. 
Letter : All in SCfloor except "a" walking round outside of circle with handkerchief (or other). All chant repeatedly "I sent a letter to my friend & on the way 1 dropped it. One of you has picked it up & put it in your pocket" "a" walks round circle chanting "It wasn't you, it wasn't you" until dropping handkerchief behind chosen "b". The chant stops, "b" chases "a" round the circle back to their place and if not first there becomes "a" and so on. 
Mousetails: Tuck strings in back of shoes. Everyone tries to tread on string tails in others shoes. When tails are lost rest a moment before putting strings back and continuing. 
Musical Chairs: As normal but people sit on laps as chairs are removed. 
Numbers: 2 teams "A" and "B" make 2 lines facing each other in middle of room 5 paces apart. Team "A" decide on a number 1-10 secretly. "b"'s take turns to shout a number. If it is that chosen by "A" "a"'s try to catch "b"'s who run for the wall to safety. If tagged they join team "A". Vice versa. 
Octopus : All at one end of hall except tigger incentre who shouts "swim". All run across to opposite end. If tigged: stand still, arms out and try to tig people passing on next "swim".ALSO group calls "Froggie froggie: may I cross your coloured water" Tigger:"Only ifyou're wearing green and puce" Those wearing it go across without hindrance, everyone else can be tigged. ALSO Group shouts "Multinational let me be, don't chop me down the world needs me". Tigger shows a leaf for identification. Those getting it right go across. Then tigger says "I'm chopping" for all to run across. ALSO Tigger shows 4-5 different Leaves of trees labelled with numbers and calls out name of one without saying which leaf it is. Those who identify the leaf by shouting out the right number go across. 
Own goal: Cstanding legs apart all feet touching their neighbours. Knock ball with hands through goals opposite. Ball must roll not be thrown. 
Peoples Ball : Hall divided along width into 4 areas with prisons for prisoners at each end. A centre line divides "A" team from "B" team. "a"'s tig "b"'s by throwing a ball into the "B" area to hit "b"'s below the knees. They cant move while they have the ball but can pass it amongst themselves. They cannot enter their prison to get the ball unless their are no prisoners. Tigged "b"'s go to prison at the "A" end. They escape by catching a ball thrown at them by their own team over the heads of "A" or by retrieving a ball which rolls into prison and tigging an "a" from prison. Same for "B" end. 
Place Chase: All except tigger get into 2 concentric circles all facing centre so each "a" in outer circle "A" has a partner "b" in front of them. Tigger walks round outside circle and stops behind a couple. "a" runs CW, "b" runs ACW round circle back to tigger. First back crawls through legs of tigger making a new couple. Last one is new tigger. 
Queenie: Queen (or Peoples Rep) faces wall, rest stand behind without moving. Queen throws ball behind. If ball is caught - Queen is out. Ball is recovered and secretly hidden behind back of someone. When ready group calls "Queenie queenie who's got the ball". Queenie turns & guesses who. 
Rafts: Put newspapers (or rings) on floor as dens for all. Fish stay in dens until the Shark (the tigger) calls "Swim" when fish have to find a different den while tigger tries to tig them and turn them into more sharks. Dens can be removed to speed things up. 
Rainbow: SCchairs, keys in centre. Give 3 colour names to all in circle. Call colour. Colours run round to place then through chairs to reach key. 1st there calls next colour. Caller can shout "Rainbow" anytime for all to run. 
Rats, Rabbits - Rooks, Ravens: 2 teams in facing lines are Rooks and Ravens, or Rats & Rabbits. When caller shouts Ravens, Ravens chase Rooks to wall & vice versa. Tagged join opposite team. If Rice is called all freeze: if anyone moves they change teams. (Roll rrrrr's for suspense) 
Spokes: Sit in 4-spoked circle facing middle of circle. Tigger runs round outside of circle and sometimes touches the end of a spoke saying "Follow" or "Go" then sits down in that spoke. Spoke-members run round circle back to place. Last one is new tigger. 
Touch Blue : All dance around. On call of "touch red (blue, hair, shoelaces)" touch red(etc) on someone else. 
Wizards: All close eyes while a wizard is chosen in secret. Open eyes and all move around or dance. Wizard tries to tig without being discovered by running hand down backs. Tigged freeze but can be untigged by a hug from the untigged.. 


4 Nature

(return to Summary List or check abbreviations) 
Animal Consequences: SCfloor, each person has a sheet of paper divided widthways in 4. Each person chooses an animal and draws heads on the top quarter. Fold to cover head, pass sheet to neighbour then draw body, legs, feet. Name drawn animals. 
Camouflage: Hide objects in nature. Each person makes a list of those observed without telling others (say how many objects there are to find at start). 
Fox-Rabbit-Leaf: One third in Cstanding-hands (foxes); one third with tails (scarves) hanging from waist inside circle (rabbits); one third stationary (leaves) outside circle. Rabbits try to get to leaves without losing tails to foxes. Foxes must stay forming a circle. Fox can only catch one rabbit each round. If it fails to catch a rabbit it dies. Rabbits are safe when crouching but then cant move or tig leaves. Rabbits become foxes if caught by foxes and leaves if they don't catch a leaf. Leaves become rabbits if caught by rabbits. 
Happy Families: Make sets of 3 or 4 cards linked by subject e.g. tree, leaf, fruit;name,country, food, job; tool, material, article, animal, food, habitat. Mix up cards, hand out a cardfor each person. Ask people to find others with cards of their group and get into those groups. If too difficult place a copy of the cards in correct groupings on tables in different parts of the room for people to go and compare with. 
Identify Tree : Blindfolded "a" is led to a treeby "b" and allowed to feel, smell and listen to it. Then he is led back to start, blindfold taken off & "a" has to find the tree. (best done in a wood). Repeat for "b". 

Pyramid: Choose to be plants or animals, split into groups of meat eaters, vegetable eaters & vegetables. Make an eating or be eaten pyramid 
Relativity: Numbered related objects or cards with names of related things areput around room at random. Go round room writing down which ones are related to each other e.g. ozone, skin cancer, carbon dioxide, greenhouse effect could be 2 groups; cats, dogs, robin, swallow another 2 groups. 
Snack Track: Each has badge of something eaten by one of the other badges. Try to tig your dinner without being dined on. When tigged freeze. Unfreeze by any of usual methods. 
Wood Relay: Make three similar sets of blocks of different woods including mahogany. Stick identification labels on one set. Put this set between two teams at each end of room each team with its own unmarked set. At sign both teams run to centre with a block and by comparing it to those in the centre, identify their block then run back to base to check with a leader if identification is right. If not re-match. Then next person matches till team have finished. First team made Protector of Rain Forest. Can do this with leaves, tree pictures, birds, matching leaves to trees etc. 


5 Other

(return to Summary List or check abbreviations)<BRBodysnatcher: All wander round eyes closed except B/S (eyes open) who chooses a victim and screams in their ear to capture them. All (but 2) eyes should remain closed. Victim joins hands with B/S & they find new victims to encircle till everyone is converted. 
Elephant-Palm Tree-Monkey: Cstanding one in centre. Practise these poses each one made 3 people: Elephant, central person uses two arms to make a trunk, neighbours form ears with arms looped; Palm all stretch arms up in air to make leaves; Monkey, each one cover their eyes or ears or mouth. Centre chooses someone in circle to start one of 3 poses. Last one among "A" and neighbours to get into the right pose is new centre. Start off with one pose only. 
Grannies footsteps: "a" faces wall, everyone else is at the far end of the room. They try to creep up to tig "a" who turns periodically. Anyone seen moving goes back & restarts. 
Lap Ball: SCfloor facing in legs straight. Roll ball around circle by raising laps above neighbours. Feet cant move. 
Murder: OneLRm, SCfloor. All close eyes so nobody knows who murderer is, M, chosen by leader. OneLRm tries to discover who M is. All wander around. M winks to kill. Victims die immediately and noisily. Also: All close eyes, murderer, M, chosen. All wander about trying to find M, who winks to kill. Victims count to 5 after being winked at then die noisily and fall to floor. When 2 people suspecting M's identity have raised their hands they point together to the suspect: if wrong they die. 
Noisiest game: 3 callers on chairs at one end of room choose a saying, proverb and try to communicate (shout, mime) it to 3 listeners/receivers at the other end. Others in between try to stop communication by distractions, creating a din. 
Prueey: All wander around with eyes closed except the Prueey who has eyes open but cannot move. When people bump into each other they must say "Prueey". Only the Prueey is silent. On meeting the Prueey they join hands or work along to the end of the Prueey and take a free hand and open eyes. (the area to wander should not be too great). 
Rope: "A" swings a long rope with ball on end, everyone else hops over it. 
Shoes :1 All in SCfloor. Take off one shoe. Practice the movements well before moving shoes so everyone is making all movements together while chanting. Movements: Holding shoe in right hand tap it to the left, tap it to the right then put it down on the left, pick up your neighbours shoe on the right. Chant: "tap (L), tap (R), put (L), pick (R)" at 2 taps/sec. Thus shoes will go round the circle. End when shoes do get back to owners or (more fun) 2 When shoes are half way round stop and put (or throw) all shoes in pile in centre then crawl forward eyes closed and get any shoe. Put it on and find your new neighbours with shoes to match yours and make a circle. 
Snowman: Choose Snowman who has eyes closed and holds baton (e.g. central heating foam insulation) and chants "Snowman, snowman all in white blinding everyone in sight". Everyone moves round until S/M stops chanting: everyone freezes. They crouch still & take up the chant. Snowman locates them, touches them with the baton and they become new snowmen making line in front of original and take the baton. 
Swap-knot: 6 players hold ends of 3 strips of cloth 1m long crossing in the centre to make a star. They then circle neighbours going in opposite directions like a maypole dance knotting the strips. Each group tries to untangle another groups knot. 
Vampires: All eyes shut including vampires. All wander round. The vampire turns people bumped into to vampires by tapping them on the shoulder and squealing except 2 vampires bumping cancel out. 


6 Name Games

(return to Summary List or check abbreviations) 
Action: Cstanding. Each takes turn to say "I'm ...(say your name) and I like (mime action of something you like)". Others in circle guess what the action is. 
Action Name : SCfloor. Take turns to mime an action starting with the same letter as your name (sliding Susan, cycling Chris) 
Ball Roll: SCfloor. Roll ball towards "a" saying "I'm b and I like a" 
Bumpity Bump: SCfloor. Centre twirls round then points to "a" saying "Left/right, bumpity bump bump bump". "a" has to name the people on their L/R before last bump. 
Getting to know you: Make a list of tasks e.g. find: 5 people with a parent's name same as yours, 5 recyclists, 3 people with same hero/liking same singer, 3 people not born in Oxford. 10 people mind Neighbours is rubbish. Everyone wanders round interviewing each other to find people fitting list. 
I sit in the wood : SCchairs. All but one chair is occupied. Both people either side of empty chair try to sit on it. The successful one says "I sit", the next person along moves into the newly empty chair saying "In the wood", next one moves and says "and I like" and says the name of someone sitting opposite who comes over to sit in the vacant chair creating a new space for a repeat. 
Left-Right Name: Cstanding. Centre-person runs round circle, stops and asks for the name of neighbour on L or R. 
Lies: SCfloor or standing. People go round circle in order or anyone who offers stand and says three things about themselves, one of which is not true. Group decides which one is wrong. 
Name Train: Cstanding. Train "a" in centre of circle chugs up to "b" in circle & says "Hello I'm a train, Whats your name?", reply: "I'm b". "a" says "This is b, Hello b". "b" becomes new engine in front of "a" & chugs off to someone else: "Hello I'm a train, Whats your name?", reply: "I'm c". "b" says "This is c". Everyone now in the train shouts "Hello c". 
Name Blanket: Hold up a blanket to hide 2 teams from each other. The teams make a line behind the blanket. When the blanket is dropped the people at the heads of 2 lines shout out name of opposite head. Last one to call changes side. 
Notable Names: SCfloor. Name yourself with an epithet you like "I'm cool Kenneth" and repeat everyone preceding: (I'm trite ted, that's jocular jack, that's crumpled...) 
Speed Naming: SCfloor. "a" in the centre crawls to "b" in the circle who has name somebody else "c" in the circle before "a" gets to them. If "b" does so "a" tries again with "c". If "b" does not do so "b" goes in centre. 
True or False: In circle or in small groups, each person in turn gives 3 personal details about themselves one of which is false. Consensus to identify which is false. 


7 Ozone
(return to Summary List<BR 

8 Parachute

(return to Summary List or check abbreviations). Mushroom means all in circle holding edge of parachute move forward a pace then back while pulling tight then forward again to make parachute billow up in the air. Best to take off shoes for some games. 

Birthday Present: Wrap players in para. Everyone sings Happy Birthday while they try to escape before the song is finished. 
Cat and Mouse : Choose several cats who are on top of para and several mice underneath. Those around edge shake para to make it billow up above mice so they are not visible to cats. Cats try to catch mice. When caught they come out. 
Climb Mountain: Mushroom, pull edges to ground, choose two to climb bubble on top of the air bubble. 
Hot dog: Give everyone one of 3 names (e.g. hot dog, relish, mustard). Call out one name. They run round para. Call Mushroom and an action e.g. shake hands, hop to place and they must run under para performing action back to their places. 
Mushroom :Call out carrots, peas, b.sprouts, etc. On word mushroom make para. mushroom. While para is in the air take turns to call out categories (e.g. all those with white socks, who hate tea, with two ears) of people to run across to the opposite side before the para comes down on them. 
Sea Storm: Two lie down at centre of para, rest shake edges to make ripples. 
Sharks : All but the shark sit around the para holding it to their waist with legs under parachute. The shark under the para crawls around and pulls screaming people by the legs under the para. Once under they become sharks. 
Tent: Mushroom, raise arms round back to sit on para as it comes down making tent. Sing and chat inside (until it gets too hot). 
Treasure: Put articles from people or oddments into a treasure box under para. Make waves as in Sea Storm. Send divers to retrieve named items one by one from box. 


9 Mind Games

(return to Summary List or check abbreviations) 

Alibi: 3 to 5 people leave room and decide on a common alibi i.e. something they did together to cover up being somewhere else e.g. all at the cinema, shopping, doing homework. Each one of group comes back individually and is questioned to expose differences in their stories. 
Clapping: SCfloor. Clap passes round circle. Double clap changes direction. 
Electric Current: OneLRm. SCfloor, all holding hands behind backs so not visible from centre. Choose an Electricity Generator & some people to be Appliances (phone, washer, vacuum, fridge, fan, clock, TV). which function i.e. make noises and mime actions when current passes. OneLR goes in centre of circle. Current is started by generator in one direction by squeezing one neighbours hand who passes it on in same way. As current reaches appliance they function for a moment. When current gets back to Generator its direction is reversed.. OneLRm in centre has to guess who is Generator. 
Fizz - Buzz: SCfloor. People count off in sequence around the circle but replace certain numbers with buzz or fizz: multiples of 3 numbers ending in 3 = buzz, ditto for 5=fizz, both 3 & 5 e.g. 15 = buzz-fizz or change direction of rotation round circle. 
Interview room: OneLRm. All decide on a job. When OneLR returns all interview her/him for the job. She/he tries to guess what the job is. e.g. for cook: "Do you like beating". "Do you like rolling" 
Missing person: SCfloor. OneLR One person hides, OneLR returns & guesses who is missing from the circle. also One person changes clothes while OneLR is out. OneLR comes back and tries to find who has swopped clothes. 
Stalking: SCfloor. 1 person blindfolded on chair in centre of circle, keys under chair. A chosen person in the circle tries to creep up and get the keys without blindfolded person pointing directly at them. If they succeed they are blindfolded if not someone else tries. 
"Who stole the cookies Start rythmn together of clap-slap thigh -clap-slap thigh. When everyone is in sync one chants to rythmn "Who stole the cookie from the cookie jar, [name of someone] stole the cookies from the cookie jar. Named person replies without losing the rythmn "Who me" reply "Yes you" "Couldn't be" "Then who". Named person then takes up the chant naming someone else. 
Word Clap: SCfloor. Each in circle thinks of what they had for breakfast e.g. "toast & marmalade". First in circle claps out the rythmn of the words. Neighbour joins in until everyone is clapping with their own rythmn. Then stop one by one. 


10 Tig

(return to Summary List or check abbreviations) 
3-step: Blindfolded tigger wanders among stationary untigged who can crouch, lean, move 3 steps/game to avoid tigger. 
Archway Tig: All hold hands in pairs. Tigger is also a pair. Tigged pairs make an arch. They can be untigged by others going under the arch. If the tigger pair break hands all are untigged. Any other pair breaking hands becomes tigged. 
Budge: Boxes or mats or newspapers scattered around are safe dens; only one person on a den at a time. People can only be tigged running between dens. Those on dens must leave when new person arrives shouting "budge". 
Cat & Mouse 1: Cstanding-hands. Stop catoutside circle from tigging mouse inside. Cat can only dive under hands to get in circle, not break links by force; 2: Form a line grid e.g. 4 lines of 4 each line holding hands. A cat starts at one corner running after a mouse at the other. During play the grid can be changed by calling "change" when each person in the grid turns 90 degrees holding hands with their new partners to form a similar grid at right angles to the first and blocking avenues for the cat.; 3: 2 concentric circles facing in to centre. Cat chases mouse around circle. The cat can rest at any time by standing in front of or behind a couple in the circle & shouting "Cat". The person in the back circle (if the cat stands in front) or from the front circle (if the cat stands at the back) becomes the new cat. The mouse can rest in the same way. When caught the mouse becomes the cat. 
Challenge: Form lines "A" & "B" along opposite. walls standing with arms outstretched. One of "A" team goes up to "B" end. "a" touches 3 hands in "B" line in turn. The third "b" when touched chases "a" back to base. If "a" is tigged she/he is prisoner. If "a" is not tigged then not only is "b" imprisoned but an "a" prisoner is released. 
Chain: When tagged join hands with the tigger. Tigger will thus grow into a long chain. Best to limit the length to 5 and start new ones or it can get dangerous. 
Clam-Trap: When tigged you stop running and wave your arms shouting help- help. Untigged release the tigged by two untigged people circling the tigged with their arms. 
Elbow: 1 tigger chases "a". All others are in stationary pairs with hands on hips arms linked, or stationary singles with hands on hips. "a" can rest by choosing a replacement "b" by putting 1 arm through one of static people. If a pair the one opposite is released. 
Everyone's It: Everyone chases everyone else. When tigged you freeze but can be released by an untigged crawling through your legs. You can promptly tig them. 
Golden River: Tigger in centre of room. All others at one end of room chant "May we cross your golden river in your golden boat" - Tigger replies "Only if you're wearing velcro/blue, glasses etc" The latter cross safely, others must dash for it. If tigged they become tiggers. 
Hospital Tig: When tigged hold on to part being tigged while running. When tigged 3 times become tigger. 
Kings, Queens, Jacks: Tigger in centre of room, all others at one end. All move across room when Tigger shouts - If tigger shouts "Kings" all run, if "Queens" all hop, if "Jacks" all freeze. Anybody who moves when Jacks is called, and the tagged, join tigger. 
Poison: All hold lightly one of the fingers of the outstretched hand of the storyteller "a" who tells a story with many words beginning with "P". On saying "poison" in the story everyone runs and "a" tigs the new storyteller. 
Reverse: Everybody is a tigger except "a". First to tig "A" is new quarry. 
Sharks: Groups of three and one tigger (shark). 2 people form an arch with one (fish) under each arch. When Shark calls food fish must find new arches. Tigged fish becomes new shark. 
Squat Tig:One line with each sitter or squatter alternately facing opposite walls. One person "a" tries to escape being tigged. "a" can run around both sides of the line. The tigger is chosen from the line and can only run on the side of the line they were facing when seated. If "a" runs round to the side the tigger cannot run along the tigger can choose a new tigger on the opposite side and then sit down. If caught "a" is replaced by the tigger. also played in a circle with players facing alternately in and out. 
Stuck in the mud: When tigged stand with legs apart. Tigged are released by untigged going under legs or hugging. 
Triangle: Tigger tries to tig "a" who is one of a triangle of 3 holding hands. 


11 Cooperation

(return to Summary List or check abbreviations) 

All Change: SCfloor. Circle numbers off in 1's & 2's or eggs and bacon. When called on a group has to move carefully on hands & knees slowly across the circle to other side without damaging anyone else. If ambitious call both groups at once. Can divide into 3 groups. Centre needs care. 
Amoebas: Circle of 5 facing outward, arms linked try to move as one round obstacles. 
Caterpillar Walk: CSt, face your neighbours back. Slowly sit on the lap of person behind you. 
Co-op Letters: In groups of 2-3 make shapes of letters from bodies. Then words. 
Guided key walk: On pair is blindfolded and two legs tied together. One person shouts instructions to them to direct them to some keys at the far end of the room. Other people stand around as stationary obstacles to be avoided like a maze. Get the pair through the maze of still people to keys on floor without touching anyone. 
Huggy Bear : All dance around. When music stops call out instructions: Get in hug-groups of: e.g. a number, everyone with same hair colour etc. On the shout of Huggy Bear everyone crowds into a big hug. 
Knots: Circle, eyes shut, both arms outstretched to centre so all hands overlap. Mix up hands. Take hold of two hands. Untangle the resultant circle. 
Log Roll : Lie on floor alongside each other on mats. Practise all rolling together. Then load people on top so when all roll they are propelled along. 
Motor-cycle : 1 One person makes handle bars with their hands on hips, closes eyes, makes engine noises. Driver stands behind driving them around head down avoiding collision. Drive by pressing buttons on left or right shoulders, press head=forward, bum=back.. 2 Same but as Robot 
Musical Islands: Dance until music stops when all must find a place on a den (a newspaper on the floor or similar). Remove the papers gradually so it is more and more crowded in the dens. Finish when dens are at maximum capacity. 
Partner Balances: Couples: sit back to back, elbows interlinked. Each pushes with feet until they stand. also Sit facing, feet touching, holding hands. Pull to stand. also Stand facing, hold left legs, try to hop & sit. also Lie on back, facing, feet touching. Cycle together. 
People to people: Dance round to music. When it stops form pairs. Caller says body parts the partners have to touch together e.g. nose to elbow, ear to knee. 
Shake the snake - Biscuit Machine: Form 2 lines facing each other with arms bent at elbows, elbows at waist, hands close to facing partners elbows, shoulders close together. Load people onto conveyer belt carefully so load is distributed and shake them down the line by gently moving arms up and down in time. Chant the name of their favourite biscuit at the same time. 
Skin the snake: Make line with each right hand passed back through legs to take left hand of person behind. Left hand goes forward to person in front. Back person kneels down, last but one goes back over them, kneels in turn and so on until front person is at back of line. 
Spirals - Catherine Wheel: All hold hands in a line. Walk around then one end of line circles into a ball and others spiral round into a swiss roll. Then person in centre of spiral climbs over and under arms to lead line out of the spiral. 
Tangles: Cstanding-hands, "A" & "B" outside circle. People in circle get in a tangle by climbing over and neighbours arms. "A" & "B" untangle circle. 
Yut Circle: Alternates in Cstanding-hands lean in or out and should balance. 


Comments and new games Mail to oxfordtours@ntlworld.com 
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