Let’s Play

Name Toss
Equipment: Six tennis balls

Direct the group to form a circle by joining hands, spreading out until arms are taut, and then releasing the handclasp. As leader ask each person to introduce themselves by using a descriptive adjective that starts with the same letter as their first name, i.e. joyous Joe, jumping Joe. Toss a tennis ball to a person you have first called by name and make sure they are looking at you. You do not have to use their adjective with their adjective with their first name. After a few minutes stop the group and have them not only call the person’s name they are throwing to but also thank by name the person who threw them the ball. Add more tennis balls to make the game go faster. 

 Circle Greeting
Equipment: None. Open Space.

Have the group form a circle that is shoulder to shoulder facing inside. You do not need to touch but you do need to be close. The leader starts outside the circle and taps a person on the shoulder. They turn around and shake hands with each other three times calling the other person’s name each time. When finished they begin going around the circle in opposite directions trying to be the first one back to the vacated space. While the participants are running the people in the circle can turn around (facing outward) and stick out their hand. The runners must stop, shake the hand, and call the person by name before counting. The last one back begins the cycle over again by choosing another person. 

Group Juggling
Equipment: Twelve tennis balls or soft objects

Ask the group to join hands and backs up making a taut circle. Drop hands and stand comfortably. Start by introducing one tennis ball that will be tossed around the circle. The important thing to remember is who you received the ball from and who you toss the ball to. Do this a couple of times until everyone remembers their partners. Now time the group and see how fast they can complete the circle without everyone dropping the tennis ball. Add more tennis balls to make the game more interesting. Finish by giving everyone a tennis ball. The group must now find a way to throw and receive the tennis ball without anyone dropping a ball. 

Finger Count
Equipment: None

Find a partner and stand facing each other an arms length away. Start with your hands behind your back. On the count of three both partners bring their hands up chest high, holding up any number of fingers between one and ten. The first person to add up the total number of fingers being held up on all four hands is the winner. (The secret is to know how many fingers you are going to hold up before you raise your hand.)



Stand Off
Equipment: None. 

Find a different partner and stand facing each other an arm’s length away. Put your feet together with toes and heels tightly together. The object of this game is to make the other person lose their balance by touching ONLY hands. You may push at their hands, slap at them or just fake at them to make them fall forward. The first person to move their feet loses. 



Crows and Canes
Equipment: Level playing field

Divide players into teams with about the same number of each team. Designate one team to be crows, the other team is the cranes.

A center line divides the field. Station yourself there. At the opposite ends of the fields, each team has a safety zone, which should be marked. 

At a call from the leader, the two teams approach the center line cautiously, facing each other about 6 to 10 feet apart and ready to run.

After the suspense has built, shout either, “crows” or “cranes.” If “crows” are called, crows must turn and run to their safety zone with the cranes in pursuit. Any crows tagged before reaching their safety zone must join the opposing team. If “cranes” are called, crows become the pursers and cranes flee for safety. The game continues until one team gains all (or a majority) of players.


Hospital Tag
Equipment: Outside level playing area large enough for running.

Divide into two equal teams on opposite ends of the field. The game starts and finishes when there is only one survivor. When tagged by a member of the opposing team you must cover where you touched with your hand. When tagged a second time you must cover that spot with the other hand. When both hands are used you must tag others with your elbow. When tagged a third time you are out. Sit out of the way of other players. Team with players still standing wins. 

Triangle Tag
Equipment: Outside level playing area

Divide into groups of four. One person is selected to be “it”. The other three people join hands to form a triangle. One person in the triangle is designated as the “chasse” that the “it” is trying to tag. The triangle uses its strength and bodies to keep “it” away from the “chasse.” “It” may go under, around, or through to get to the “chasse”. When tagged, “it” swaps with a person in the triangle and another person becomes the “chasse.”


Everyone’s It
Equipment: Outside level playing area

The fastest game of tag. Everyone is it. There are no friends or partners. When the game starts there is no safety zone. Tags at the same time means that both are out. Game is over when there is only one left. 

Ring On a String
Equipment: String (kite string is fine) and a class ring or washer.

People make a circle and a string is passed around the inside of the circle that each person holds. Put a large class ring on the string and then tie the string together with a square knot that will not come loose. One person is it and is put in the middle of the circle. While “it” has his eyes closed the ring is passed from hand to hand and the circle moves the ring constantly. All the hands are moving up and down and the string to pass the ring and confuse “it”. It then tries to guess in which hand the ring is hidden. You can only guess one hand of a person at a time before moving to another person. When it finds the ring, those people exchange places.

Rattle Snake
Equipment: Two blindfolds and a film canister with pennies in it are needed.

The hunter (always a girl) tries to find ther rattle snake (always a guy). The rest of the people make a large circle to keep the blindfolded people from running into anything. Spin the two blindfolded people so they will not know where they are. When the leader calls “rattle snake”








