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Introduction

Are you ever at a loss for activities to keep your volunteers entertained at the basecamp in the evening?  Do you want to find an alternative to going to the pub every night of the week?  

If so then this booklet could be what you’re looking for!

It contains a collection of games assimilated over three decades of research, from sources including working holidays, Brownies, school, kids’ parties and the pub.

There are active games and sedentary games; games that require some intelligence and games that are just plain silly; games that use language and games that don’t, or that can be adapted to simplify the language used.

Basic kit for games

There’s a sizeable selection of games listed here that require no equipment at all, but you can expand your repertoire considerably if you include the following items in your working holiday packing list:

· Pens and a supply of paper

· A pack of cards (preferably complete but fairly old and tatty)

· Something that can be used as a blindfold (e.g. an airline sleep mask or a scarf)

· A tape recorder and music (in spite of what the Trust tells you about not taking radios to basecamps!)

· A die (mine is a cube cut off the end of a length of wood from the wardens’ timber yard at Holnicote)

· Sticky tape or masking tape

Forfeits

Many of the games require the loser in each round to pay a forfeit.  Of course, you can omit this bit if you like, but if you do want to use forfeits then it’s worth writing a supply of them on slips of paper and putting them in a bag to be picked out when appropriate throughout the holiday.  This task in itself could be done as a group activity early in the week; make sure that nobody submits a forfeit that they themselves wouldn’t be willing to do, or that is likely to upset anyone.  Examples might be:

· Wear a pair of socks on your hands for the next half-hour

· Run round the outside of the basecamp

· Bake a cake for the worksite (recipe and ingredients provided)

· Don’t speak for the next five minutes (to be repeated until successful)

· Wear an item of clothing back to front for the rest of the day

· Gather and identify leaves from four different types of tree

Pre-packaged games

If you have any games at home, and are able to carry them, then it’s worth taking a few along with you.  Good ones include:

· Jenga

· Trivial Pursuit

· Pictionary

· Twister

· Taboo

Games needing no equipment

Guessing games

In most of the games in this section, the objective is to work out some kind of key – usually  a certain word or action used at a particular stage in the proceedings.  Avoid playing more than two or three such games in quick succession, as it can get very frustrating for those who aren’t so quick on the uptake.

Tell participants in the game to demonstrate when they’ve worked out how to play, but not spoil it by telling the other players the answer.  And whatever you do, don’t let your volunteers get their hands on these descriptions!

Black Magic

Two people need to know how to play this game: a magician and an accomplice.  (The existence of the accomplice is not a secret.)  The magician goes out of earshot and the accomplice stays with the others while they choose something in the room.  Anything visible can be chosen; it could be the table or it could be a single letter on a poster on the wall. 

Once the decision is made, the magician is called back into the room and the accomplice asks him a series of questions: “Is it the stove?”  “Is it the water in the pan on the cooker?”  “Is it the third tile from the right in the second row down?” Each time the magician feigns consideration and then responds in the negative.  Eventually the item chosen is named, and of course the magician identifies it correctly.  The others have to work out how the magician knows which is the item chosen.

The secret is the word “black” in the name of the game: the last thing that the accomplice asks about before naming the thing chosen is black – for example a bucket of coal or a door handle.  By prior arrangement, you may choose to substitute something of a different colour or a particular shape or material.

Charades

An old favourite, where one person mimes the title of a book / film / play / TV programme / song, and the other players have to guess what’s being mimed.  Can be played in teams or individually.  If you have time to prepare then you can write a selection of titles on slips of paper to be drawn out of a bag.  Alternatively, if playing in teams, you can get the teams to give each other titles to use.

Most people will already know the basic gestures, but here are a few reminders:

Book: open hands to show flat palms

· Play: draw outline of a pair of curtains

· Film: one hand vertical, with thumb towards face; other hand operates an imaginary wind-up movie camera

· TV: draw a square using both hands

· Song: mime singing, possibly going down on one knee

· Fingers held up indicates number of words, or which word is about to be mimed

· Fingers in crook of elbow of opposite arm indicate syllables

· The whole thing: mime a huge beach ball

· Sounds like: hand cupped to ear (generally means “rhymes with”)

· Person’s name: hand flat on top of head

· The word “the”: flat hands formed into a T shape

· Short word: thumb and forefinger, or flat palms, close together

Descriptions

I renamed this one, as the name I knew it by – “good neighbours” – was a bit of a giveaway!

Everyone sits in a circle, and each person makes a descriptive statement about him/herself, for example “I have long hair” or “I’m wearing jeans”.  The others have to work out what statements they can make about themselves (and others).  The key is that the speaker is actually describing not himself but the person immediately to his/her left.

Mime Chinese Whispers

A wordless version of Chinese whispers.  Everyone except one person leaves the room, and the remaining person is given a simple task to mime, for example putting the rubbish out or having a shower.  The other players then go back into the room one at a time: the person who has been briefed mimes the task to the first person, then the second person enters and the first person mimes it to them, then the second person mimes it to the third, and so on.  Nobody may speak, except to call the next person into the room.  When the last person has seen the mime, they perform it back to everyone else and tell everyone what they thought they were doing.  Then the original actor performs the mime again, so that everyone can compare the original and final versions.

One Up, One Down

When everyone is relaxed, either sitting or lying down, put one hand behind your head (as if having a stretch) and say to someone, “I’m one up, one down; how about you?”  Each person then has to describe themselves in this way: either one up one down, two up, or two down.  If their description tallies with the positions of their arms then they’ve got it right.

Open and Closed

Show the group a book, magazine or piece of folded paper and say “this is closed” or “this is open” while opening and closing the item.  Then ask them, “Is this open or closed?”

The key is to completely ignore the prop and look at the position of the speaker’s mouth: is it open or closed?

Passing the Scissors

Everyone sits in a circle, preferably without a table in the middle.  Pass a pair of scissors around the circle, with each person saying either “I pass these scissors to you crossed” or “I pass these scissors to you uncrossed” as they pass the scissors on.  Make a great show of opening and closing the scissors and holding them in different ways.  The “crossed” and “uncrossed” actually refers to the position of the passer’s legs.

If you don’t have a pair of scissors then you can substitute something else, for example two spoons.

The Moon Is Round

The leader recites a short statement, accompanied by appropriate actions:

“The moon is round; it’s got two eyes, a nose and a mouth.”

Each person in turn attempts to copy the leader in acting out the script, and the leader tells him or her whether or not they’ve got it right.

The secret is that before saying anything the speaker must cough (as, of course, the leader did in his/her demonstration).

Sounds easy, but you often find yourself rolling around on the floor having violent coughing fits, and giving the moon fifteen eyes, six noses and no mouth, before some people catch on!

Train Game

The object is to work out where you can take a train to and from.  Each person in turn says, “I’m going to take a train from XXX to… umm… YYY”.  Whether the journey is permissible or not depends on whether the speaker hesitates (“umm…” or “err…”) before naming the destination.  Since people often tend to do this without realising it, it can take a long time for them to work out why they’re getting it right.

Twenty Questions

One person thinks of a person, place or thing that everyone in the room will be familiar with.  The other players then take turns to ask questions until someone guesses what it is that’s being thought of.  The person who guessed correctly gets to choose the next item to be guessed.  If nobody has guessed the answer once twenty questions have been asked then the same person may reveal the answer and then gets to choose again.

Uncle William

Players have to work out what Uncle William likes and doesn’t like.  For example, Uncle William likes boots but he doesn’t like shoes.  He likes walls and floors but he doesn’t like ceilings.  He loves coffee but he doesn’t like tea.  And my friend Annette (who taught me this game) is one of his favourite people.

The secret is that Uncle William likes anything that contains a double letter.

This game can be stretched out over the whole duration of the holiday.  Bring it up on the worksite when you’re with someone who you know hasn’t twigged yet: “Uncle William would like this job.  He likes loppers.  Doesn’t like bow-saws though.”  You can put them out of their misery on the final evening.

Reaction and word games

Several of these games are well known as drinking games but can also be played without alcohol, substituting other forfeits for drinks.  If it’s usually “drink while you think” then you can set a time limit instead, and measure it either using a stopwatch or by having the other participants beat time by clapping or tapping on the table.  Agree the number of beats allowed beforehand.  If the player fails to produce an appropriate response within the agreed time limit then he or she either drops out or pays a forfeit.

If you have any non-native English speakers in your group then try to avoid playing too many games that require a high level of fluency in English.

Animal Game

A very silly game, best with about 6-8 players.  No language needed, except to explain the rules.

Seats are arranged in a horseshoe shape, preferably without a table in the middle, as people will be changing places.

Each person is allocated an animal, in some sort of vague hierarchy ranging from the amoeba to the king of the jungle.  Each animal has its own action and sound.  For example, your hierarchy might go: amoeba, fly, snake, rabbit, giraffe, monkey, elephant, king of the jungle.

The king of the jungle starts by performing his action immediately followed by someone else’s.  That person immediately has to repeat their own action and then do someone else’s.  This continues until someone either hesitates or sends play back to the same person who just sent it to them.  That person is then demoted to amoeba and changes seats accordingly, with everyone in between moving up one place.  So play might go lion-giraffe, giraffe-amoeba, amoeba-monkey, monkey-snake, snake-monkey – upon which the snake is demoted to the lowest of the low.

Continue until you get tired of making daft noises!

Bunnies

Everyone sits in a circle.  One person “has the bunnies”, and starts the game by raising their thumbs to their temples and waggling their fingers.  The two people on either side of that person must each do the same with the hand closest to the person who has the bunnies.  The person who has the bunnies can “pass the bunnies” to any other player except their immediate neighbours by removing their thumbs from their temples and pointing all eight fingers, with arms outstretched, at the person they are passing to.  That person must immediately catch the pass and their two immediate neighbours must each raise the hand closest to the person who now has the bunnies.

If the thumbs do not leave the temple then the bunnies have not been passed and anyone who tries to catch the pass must pay a forfeit.

If you like, you can also allow a “side pass”: the person who has the bunnies drops one hand, thus passing the bunnies to the person on the side of the hand that is still raised.  So if you had the bunnies and dropped your right hand then the person on your left would have to take over.

Chinese Whispers

Have everyone sit or stand in a line or a horseshoe shape and send a message round the group by whispering it into the ear of the person at one end.  When the message reaches the other end, the last person repeats it out loud and the final version is compared with the original message.

Coffins

Two or more players.  Player 1 says the first letter of any word.  Player 2 says the second letter of any word beginning with that first letter, and so on.  The loser is the person who finishes the word.  If you can’t think of a suitable word then you can try bluffing, but if the next person challenges you and you can’t tell them what your word was then you lose anyway.  If you’re challenged and you can give a word then the person who challenged you loses.  If there are a lot of players then it can be “sudden death” – the loser drops out immediately – otherwise they can lose one of several lives.  You can also restrict your words to a particular theme if you like.

Example: Player one says “C”, thinking “cat”.  Player 2 adds “O”, thinking “cold”.  Players 3 and 4 each add an “F”, thinking “coffee”, and player 5 adds “I”, thinking “coffin” or “coffins”.  Player 6 can safely add the “N” because there is still scope to add an “S”… and player 7 has no option but to add the “S” and lose a life.

Famous Names

Also known as “Drink while you think”, for obvious reasons when you know how it’s played, but that name isn’t really appropriate in an alcohol-free environment.

The first person turns to their neighbour and names a famous person.  The next person must name another famous person whose first name begins with the surname of the previous person, and this continues round the circle.  For example: Michael Caine; Calvin Klein; Kevin Bacon; Bruce Forsyth; etc.

Set the rules before you start: are fictitious characters allowed?  How long is allowed to respond?  How many people need to have heard of the person for the name to be acceptable?

If a name is given when the first and last names both have the same initial, for example Marilyn Monroe or Frederick Forsyth, then play reverses.  If a person who usually only uses a single name is named, such as Cher or Madonna, play skips one person and the following person has to start their person’s first name with the same initial.

Fizz-Buzz

A counting game, where multiples of 3 are replaced by the word “fizz” and multiples of 5 are replaced by the word “buzz”.  Multiples of both 3 and 5 are replaced by “fizz-buzz”.  You can use multiples of different numbers, for example 3 and 4, if you prefer.  You may also wish to make it a little harder by deeming any number that ends in 3 (e.g. 13) a “fizz” word.

Counting goes round the room with each person saying one number (or its substitute), i.e. one, two, fizz, four, buzz, fizz, seven, eight, fizz, buzz, eleven, fizz, thirteen (or fizz, depending on rules used), fourteen, fizz-buzz, sixteen, etc.

Fuzzy Duck

Everyone sits in a circle.  One person starts the game by turning to face either one of his neighbours and saying “fuzzy duck”.  The neighbour then repeats “fuzzy duck” to the next person going round the circle in the same direction.  This continues until someone says “Does he?”, at which the direction changes and the phrase changes to “ducky fuzz”.  “Does he?” can be used at any time except when starting off a round.  Hesitation or mispronunciation gets a forfeit.

In My Suitcase

A memory game.  Everyone sits in a circle.  The first person says “I went on holiday and in my suitcase I put…” and adds, for example, “a toothbrush”.

The second person says, “I went on holiday and in my suitcase I put a toothbrush and… some pyjamas.”

Continue round the circle, with each person recalling the whole list and adding one more item.  You might go round the circle several times in a small group.

Variations:

· Work through the alphabet: the first person “packs” something beginning with A, the second something beginning with B, etc.

· Play as Shiritori: each item must begin with the last letter of the previous item.

· When somebody forgets an item or gets it wrong, they are out of the game, and so is everything that that person packed.  Everyone else has to remember this!

· Use this game as a getting-to-know-each-other activity on the first night.  Replace the suitcase script with “His name is David and he’s from Lancaster.  Her name is Susan and she’s from Essex.  My name is ~ and I’m from ~.”  Then all change places and play the game gain, this time with (for example) likes and dislikes, and without anyone giving their own name – it’s up to the others to remember.

It’s a Cat

Another silly one.  Everyone sits in a circle.  Person A starts by passing an item (anything small will do) to his neighbour, B, with the words, “It’s a cat.”  B responds with, “A what?” to which A replies, “A cat.”  

B then passes the item on to C with the words “It’s a cat.”  C says “A what?” and B relays the “A what?” back to A, who again replies, “A cat.” B relays the message back to C.

The process continues, with the chain getting longer each time.

You can add confusion by introducing a second item (perhaps a dog or an elephant?) and passing it round the circle in either the same or the opposite direction.

Poohsticks Banana

A kind of verbal tennis.  Two teams sit facing each other.  One member of team A “serves” by making eye contact with a member of team B and saying any word, and everyone starts either tapping on the table or clapping in unison to mark time.  The person with whom eye contact was made must “return” before the fourth tap, to any person on the other team, with a word either beginning with the same letter or rhyming with the previous word.  However, if a word beginning with P is used then the next word must be “poohsticks”, followed by “banana”, and any word can follow that.

If you like you can increase the difficulty by ruling that play must be passed back to a different person to the one it came from.

Throwing the Smile

A children’s game really, but could work well if you have a giggly bunch.  Players sit in a circle, making sure they can see everyone else. One player who is “It” starts the game by smiling widely, while all the other players keep their faces straight. “It” then uses his hand to wipe the smile off his face and throw it to another player who has to catch the smile with his hand and put it on.

This new “It” can then wipe off the smile to throw to someone else.  Until he does, all other players must sit stone-faced. The first hint of a smile at the wrong time and they're out.

Teletubbies

It’s easy to think up versions of this game using other TV programmes, characters etc. as themes.  Make sure you use a theme that everyone is familiar with; foreign visitors may be a bit bemused by many TV programmes that we natives know and love!

Go round the circle with everyone saying “Tinky Winky”.

To change direction, say “Dipsy” .

To skip one person, “Laa Laa”. 

To pass across the circle to another player (play continues in the same direction - clockwise or anticlockwise), say “Po” and point to the person you're passing it to. 

If anyone at any point in the game says “Eh-oh”, then everyone has to stand up and wave.

Shiritori

A Japanese word game: each person has to come up with a word beginning with the last letter of the previous word.  To make it more challenging, set some restrictions on the types of words that can be used, for example you might only permit verbs, or animals, or words with no more than two syllables.

Could be played as verbal tennis, like Poohsticks banana, or combined with the “In My Suitcase” game.

Crossed Hands / Tapping the Table

Everyone sits around a table with their hands flat on the table, crossed at the wrist with the hands of the people on either side.  So person A’s right hand is next to person C’s left hand, and both are between the left and right hands of person B. 

One person starts by tapping the table once; if they tap with their right hand then play moves to the right.  The next hand along must then tap, and the tap is passed around the table.  At any stage someone can give a double tap, which reverses the direction of play.

A mistake or hesitation can result in a forfeit or the removal of the offending hand (just from the table!).

A slightly more risqué variation for more tactile groups is “squeeze the knees”: instead of putting your hands on the table you put them on the knees of the two people on either side of you, and squeeze rather than tapping.

Toothless

First you must decide what words you will use – for example fruit & vegetables; singers; types of cheese.  Everyone then chooses an appropriate name. The game starts by someone saying their name twice and then someone else's twice with the word "calling" in between. The person who was called then calls someone else the same way. 

For example: "Artichoke, artichoke calling strawberry, strawberry.” 

Straightforward… except that nobody can show their teeth at all during the game.  If they do then they are out, or have to pay a forfeit. Any smiling or laughing is also punished.

Active games

Chair Lift

This isn’t so much a game as an exercise in levitation.  Very weird – give it a try!

A volunteer (preferably someone fairly heavy) sits on a chair with four others standing around, one at each knee and one at each arm. The seated person is to visualize him/herself as being heavy as a boulder, while the four try to lift him/her off the chair. Now the four place their hands, one at a time, on top of each other's hands on the head or shoulder of the person in the chair.  They exert a steady (but not neck-breaking) force and count up to 10.  When the count reaches 9, each of the four people places their palms together with thumbs up and fingers pointing forwards, and goes immediately to the knees or underarms of the seated volunteer. All, including the seated person, are now visualizing this person to be as light as a feather. On the count of 10, they are now easily able to lift the volunteer high off the chair.

Duck Duck Goose

Don’t try this on a slippery floor! 

Everyone except one person, who is “It” (possibly the loser of the previous game) stands in a circle.  “It” walks round the outside of the circle, tapping each person on the shoulder and saying “Duck”… until he/she says “Goose” to someone instead.  As soon as “It” has called someone “Goose”, he/she sprints round the circle and tries to be first to get back to the Goose’s place.  The Goose, meanwhile, runs round in the opposite direction and tries to beat “It” back to his/her place.  The first one back to the place in the circle gets to stay there.

Alternative rules: the Goose chases “It”, aiming to tag him/her before the circuit is completed.  If successful then the Goose can return to the circle and “It” is still “It”.  Otherwise they swap places.

Ladders

Two teams sit on the floor facing each other with legs straight and together, soles of feet to soles of feet.  Each person has a number.  Leader shouts a number and the two team members with that number jump up, run over the legs to the end of the line, up the outside, back down the middle and back to their places.  First one back gets a point.

Mrs. Brown’s Shopping

Requires as many chairs as there are people (excluding the leader), and enough space to run around them.

The group is divided into two teams.  Each team sits in a column; the person at the front is Mrs. Brown, the second person is her shopping bag, the third is her wallet, and anyone else gets the names of various shopkeepers – e.g. butcher, baker, florist.

The leader then tells a story about Mrs. Brown’s shopping trip.  Every time their item is mentioned, participants have to run right round their team and back to their seat.  The first team back gets a point.  In the case of the wallet, the word “wallet” or any mention of money triggers a run.  With the shops, it’s the name of the shop, the shopkeeper or anything that the shop sells.  With Mrs. Brown herself, it’s up to you whether the word “she” requires a run!

For example:

One day, Mrs. Brown [Mrs. Brown runs round] decided to go shopping.  So she put her wallet [wallet runs round] in her shopping bag [shopping bag runs round] and walked down to the butcher’s [butcher runs round] in town.

She bought a pound of sausages [butcher runs round - ] and a joint of beef [ - and again] to roast for Sunday dinner.  It came to £8.50 [wallet runs round].  Mrs. Brown [Mrs. Brown runs round] put the meat [butcher runs round] in her shopping bag [shopping bag runs round] and went on the bakery [baker runs round].

And so on…

Continue until Mrs. Brown gets home, storyteller gets bored or players get exhausted!

Pretzels

A good ice-breaker.  Everyone stands in a circle, holding hands, and each person makes a mental note of whose hands they are holding on each side.  Then everyone lets go,  changes places and reaches across the circle to take the same hands that they were holding before.  Now the objective is to untangle the mess, without anyone letting go, and get back into the original circle.

For added difficulty, you might like to blindfold a few people, turn the lights off for the untangling process, or ban speaking.

Sardines

A variation on hide and seek.  Everyone gathers in one room and counts to 50 (or whatever) while one person goes off to hide.  He or she needs to find a fairly spacious hiding place.  Then everyone else goes looking for the person who’s hiding.  When they find the “hider”, rather than exposing their whereabouts they quietly join them in the hiding place.  The last person to find the hiding place is the loser and pays a forfeit.  Or he/she can be the first person to hide in the next round if you prefer.

Silly Fighting

These aren’t supposed to be dependent on strength but in some cases I have my doubts.  Either way, they should keep your more boisterous volunteers entertained for a while!  All are one-on-one.

Knee boxing

The objective is to tap your opponent’s knees with the palms of your hands.  One point for each tap, first to three (or five) wins.

Chinese boxing

Each player holds their opponent’s left wrist in their right had and tries to tap the opponent’s head.

Advantage wrestling

Here the aim is get behind your opponent and lift them off the floor.

Duck fighting

Both participants squat on the floor, slapping each other’s hands (and only their hands), and each tries to make their opponent touch the floor with anything other than the soles of their feet.

Sitting in a Circle

Just a simple warm-up / team-building activity.  Everyone stands in a circle, makes a quarter-turn to the right so that they’re facing the back of the next person, and shuffles inwards so that the circle is nice and tight.  Then, on the count of three, everyone sits down on the knees of the person behind.

Tug of War

You don’t necessarily need a rope for this; the player at the front of each team can just hold onto their opponent’s wrists, with everyone else holding onto the waist of the person in front of them.

Games requiring basic equipment

Pencil and paper games

Animal Partners

An activity useful for getting everyone into pairs for other games, good for bigger groups.

Write the names of half as many animals as there are people, with two copies of each.  Choose animals that make a distinctive noise if possible.  Each person picks a slip of paper but doesn’t reveal what’s on it until the cue to start hunting is given.  This could be a “bugle call” or just an instruction to “Go”.  Everyone then starts making their own animal noise and looking for the other person making the same noise.

Battleships

Two players (though it would also be possible to set up a triangular battle between three players).  Squared paper is useful for this game if you have any.  Each participant makes two grids that are ten rows deep and ten columns wide. Across the top, label the columns 1 to 10, and down the left side label the rows A to J. One grid is for the player's own fleet, and the other is for keeping track of the enemy's.

Each player puts their ships on their grid by filling in the boxes that they occupy. Each player has four ships: a battleship which covers four boxes in a straight line, a cruiser of three boxes, and two destroyers of two boxes each. The ships can be placed going up and down or side to side, but they must go in straight lines and can't be broken up. It's important that each player does not get to see where the opponent’s ships are.

Players take turns to name squares on the grid (A9, E2, etc.). As the squares are called out, both players mark the boxes on their grids. The enemy checks them off on his own grid, saying "Hit" or "Miss", and the attacker marks them on his enemy grid accordingly. 

When all the boxes that a ship takes up have been hit, that ship has been sunk. When a player's ship has been sunk, he must announce its death to the other player, e.g. "You sunk my battleship!". The game is over when one player has sunk the entire fleet of his opponent.

Category race

Can be done as individuals or teams; one pen and sheet of paper per team.  Give everyone a category (e.g. vegetables, trees, European capitals) and allow a fixed time of 1-2 minutes for them to list as many items in that category as possible.  If in teams, you could do it with each person writing one word and then passing the pen and paper on to the next person.  Tot up answers, one point per valid word listed, docking five points off anyone caught continuing to write after the time is up.  If there is disagreement on any words then this can be debated and voted on.  The sheet with the highest score wins the round.

Consequences

Each person has something to write with and a strip of paper about three inches wide; a piece of A4 torn into four strips widthways is about right.  

At the top of their strip of paper each person writes the name of a male person or character, with the word “met” below it.  Everyone then folds the top of their strip over so that the name cannot be seen and passes it one place to the left. 

On the new strip of paper they write a female name, fold it over and pass it on. 

Next comes the name of a place or event where the two might have met, together with the appropriate preposition – for example “on top of Mount Everest”, “at the Motor Show”, “in the bath”.  Fold the paper over, add “He said:”, and pass it on. 

Now write what he said, fold, and add “She said:” before passing on.  Then write what she said, fold and write “The consequences were:”, then pass on for the final instalment.  Fill in the consequences, pass on once more, unfold and read each story out loud.

A variation of this game is to draw pictures of people.  First you write a name at the top and fold it over.  The next person draws a head and folds the paper so that just the neck is showing.  Then it’s the body down to waist level, then hips, then knees, and finally feet.

Dumb Artist

A simpler variation on Pictionary.

Have two teams, each with a pencil and one or two sheets of paper.  Ideally there should also be a supervisor for each team, to prevent cheating.  Prepare a list of 15-20 words; they can be as simple as “apple” or “smile”, or more difficult, for example “professor” or “trouble”.

One person from each team comes up to the leader and is shown the first word on the list.  Be careful not to reveal any words that haven’t yet been done. They run back to their teams and draw something to represent the word.  No letters or numbers are permitted, and the artist may not speak except to say “yes” when someone gets the answer.  It’s up to you whether you allow the use of punctuation marks and mime, but make sure that everyone is clear on whatever you decide.

The person who guesses the answer correctly must go up to the leader and tell him/her the word, and will then be shown the next word on the list.  The first team to get to the end of the list wins the game.

Fish and Chips

This is very similar to a commercial game called Scattergories.

Each person has a pen(cil) and paper.  Across the top of the paper you write about six category headings, for example girl’s name, boy’s name, colour, drink, plant, town. 

One person silently runs through the alphabet, starting when the person immediately to his/her left says “Go”.  When that person says “Stop”, the counter tells everyone what letter they’d got to and everyone immediately starts trying to think of something to write in each column starting with that letter.  The first person to fill in all the columns shouts “Fish and chips!” and everyone else must immediately stop writing.

Answers are scored as follows: 10 points for a unique answer, 5 points for an answer that someone else also has, 0 for a blank or an answer that the other players don’t accept.

Play as many rounds as you like, but don’t do the same letter twice.  The winner is (obviously) the person with the highest score when play ends.

Hangman

Most people will have played this many times before, but here’s an outline of how it’s played in case there’s anyone out there who doesn’t already know.

One person chooses a word or phrase, and writes out a set of spaces, with words separated by slashes, to accommodate the number of letters.  For example, if the phrase chosen were FOUNTAINS ABBEY then they would write _ _ _ _ _ _ _ _ _ / _ _ _ _ _.

The other players take turns to guess a letter at a time.  If the phrase does contain a letter then all occurrences of that letter are written in in the appropriate spaces.  If not then a part is added to a drawing of a hanged man.  To make it easy you can start drawing the gallows from scratch, one line at a time, make a list of an incorrect letters already guessed, and/or give the hanged man extra details like hands and feet.  To make it harder you can draw the gallows beforehand and leave only the basic stick figure of a hanged man to draw when incorrect letters are guessed.  It’s up to you whether you specify a theme for the words to be chosen.

Anyone who thinks they know the answer can use their turn to have a guess at the whole answer instead of just at a single letter.  The first person to work out the answer gets to choose the next word.

Who Am I?

Write the names of famous people or characters on slips of paper and attach a piece of tape to each.  (Alternatively, use Post-Its.)  They must be people whom everyone will have heard of; examples are Madonna, Terry Wogan, Mickey Mouse, Sonic the Hedgehog, Leonardo da Vinci, Queen Victoria.  Make sure there are no mirrors in the room and stick a note to each person’s forehead.  They then have to ask only yes/no questions to work out who they are.  For example: “Am I male?”  “Am I fictitious?”  “Am I alive?”  “Am I a singer?”.  No more than three questions may be asked of any one person.

It’s worth having a few extra names in case anyone guesses theirs really quickly and wants another.

Wink Murder

You need as many small scraps of paper as there are participants.  Write “M” on one scrap and “D” on another, and leave the rest blank.  Everyone draws a piece of paper but does not show it to anyone.  The person who draws “M” is the murderer; the one who draws “D” is the detective.  Everyone sits in a circle and watches each other intently.

The murderer then starts “killing” people by catching their eye and winking at them.  They then feign horrible deaths.  The detective has to identify the murderer as quickly as possible, and before he himself is murdered.

Variations:

· The detective reveals his or her identity at the beginning of the game and has to identify the murderer before everyone else has been winked to death.

· Don’t bother with a detective, just have everyone try to be the first to spot the murderer in action without being winked at themselves.

Note: this game may not work well if you have a murderer with a lazy eye, as it can be difficult to tell who they’re making eye contact with!

Blindfold games

All Change / Fruit Basket

This can be played in a smallish space with a blindfold or in a large space (probably outdoors on a working holiday) without one. 

Everyone sits on chairs in a circle, except for the person who is “It”, who is blindfolded and stands in the middle.  Each chair has the name of a railway station (you might want to stick the station names to the chairs as an aide-memoire).  “It” shouts out the names of two stations and the occupants of those two chairs have to change places, staying inside the circle, without being tagged by “It”.  If they are then they change places with “It”.

After three failed attempts at catching anyone, “It” may shout “All change!”, upon which everyone has to change seats and the blindfolded person will probably succeed in tagging someone just by flailing around wildly!

There are numerous variations on this game – here are a few: 

· The game can be played in a smallish space with a blindfold or in a large space (probably outdoors on working holiday) without one.   If playing without a blindfold then the person who is “It” should try to grab a vacated seat rather than tagging another player.

· The names can be assigned to either the chairs or the participants.  At the beginning of the holiday it can be used as a getting-to-know-you activity with individuals’ names. 

· Rather than assigning names, the instructions can be along the lines of “all those wearing blue, change places”.

· Another version of this game is Fruit Basket: each person (or each chair if you prefer) has the name of a fruit, with three or four sharing the same name.  “It” then only has to shout out the name of one fruit, and instead of “All change” the cue for everyone to change places is “Fruit basket”.

Blind Man’s Buff

One person is blindfolded and everyone else moves around the room, with nobody speaking.  The blindfolded person catches someone and has to guess, by touch, who it is.  If they’re right then they change places; if not then they try again with someone else.

If you want to make it harder then you can put a time limit on each guess.

Blindfold Drawing

Play this game in pairs: Partner A is blindfolded and given a pencil and paper, while partner B is given instructions to produce a simple drawing.  You can either give them a drawing to copy, or give them a description, such as “a house with a tree in the garden and the sun shining”.

Partner B then has to instruct partner A, who does the actual drawing.  When all the drawings are complete, blindfolds are removed and results viewed and compared with the original brief.  Partners then change places and repeat the activity.

Again, a time limit can be used if desired.

“Flying” Game

A volunteer who hasn’t seen this game before sits on a chair in the middle of the room and is blindfolded.  (If there are two or three willing volunteers then you could “do” them one at a time, having first sent them all out of the room.)  It’s best to have the chair on a soft surface if possible, so that noises don’t give the game away.  The volunteer’s feet must be kept off the floor, for example on the spar of the chair. 

Four people stand around the chair and the person who has been blindfolded is told that he/she is going to go flying on the chair and so should hold on to the shoulders of two of the porters so that he/she doesn’t fall off.  The four porters then make a show of hoisting the chair up into the air… but in fact all they do is squat or kneel down without actually lifting the chair off the floor, so that the volunteer thinks that he/she has been lifted.  Follow this with a commentary – “Ooh, watch the lampshade!”  and worried gasps as the porters simulate various wobbles and near-collisions, and watch the volunteer’s reactions.

Make a show of bumping down to the floor at the end of the “flight” (the porters stand up in unison and bump the chair so that it feels like a landing).  Remove the blindfold, ask the volunteer how they felt during the flight, and either explain what really happened or bring in the next victim and let them see for themselves.

Safety Pin Game

This one can be a little risqué!  Better to avoid using it early in the holiday, before the group members have really got to know each other.

Two people are blindfolded and each one has a safety pin attached to their clothing by a third person.  They then each have to find the other’s safety pin.  The first one to find the pin is the winner.

Squeak Piggy Squeak

Everyone except the person who is “It” sits in a circle, either on chairs or cross-legged on the floor. “It” is blindfolded and spun round in the middle of the circle, and in the meantime everyone else changes places.  “It” then has to find a lap to sit on and say “Squeak, piggy, squeak”.  The person being sat on makes a squeaking noise and “It” has to guess their identity.  If correct, they change places; if wrong, the same “It” tries again with someone else.

Steeplechase

A largish room is set up into a simple obstacle course, with large items to be avoided and smaller items to be stepped over.  Volunteers are paired up and told that it’s a race and one partner will be guiding the other verbally through the course, and one of each pair is taken outside and blindfolded.

The blindfolded volunteers are brought in one at a time and guided through the course by their partners, with the fastest time winning. No physical contact between partners is allowed.

Variations:

· Set up the room after taking the partners to be blindfolded outside.

· Don’t use partners at all; let the people who are going to be blindfolded survey the course and then try to navigate it unguided.

· As soon as those who are going to be blindfolded have left the room, remove all the obstacles as quickly and quietly as possible.  You can do this for either the partner-guided or self-guided version.  Watching the blindfolded person struggling to avoid non-existent obstacles can be quite entertaining!

Games with music

Hot Potato

You need a bean bag, ball or potato – anything that can be thrown and caught  easily.

Everyone sits or stands in a circle.  While the music plays, the “hot potato” is passed from person to person, either around or across the circle.  Everyone should try to hold onto it for as short a time as possible.  When the music stops, the person holding the potato (or the last person to touch it if it’s been dropped) is deemed to have been burned and is out of the game.  Last one left in is the winner.

Musical bumps

Dance while the music is playing; sit down on the floor as soon as it stops.  Last one to hit the floor is out.

Variation: Last player to get both feet off the floor (e.g. by sitting with legs raised or by stepping up onto a chair) is out.

Musical chairs

Arrange chairs, one less than the number of players, either in a circle facing outwards or in a row facing in alternate directions.  While the music plays, the players must move clockwise around the chairs, and when the music stops they sit down on a chair as quickly as possible.  Going backwards (i.e. anticlockwise) is not allowed; nor is moving the chair to prevent someone else from sitting on it.  The person left without a chair is out.  One chair is removed and the game continues.

The winner is the person who gets the last chair.

Variation: use magazine pages, scattered randomly on the floor, instead of chairs.  Players may not step on the papers while the music is playing.

Card games

Don’t fret if the only pack of cards you have available is incomplete; most of these games don’t necessarily require a complete pack.

Cheat

3 or more players.  Can still be played if the pack is incomplete, as long as not many cards are missing.

Deal out the entire pack of cards.  Everyone arranges their cards in numerical order.  The aim is to be the first to get rid of all your cards. 

The player to the left of the dealer starts by laying some cards face-down in the middle of the table and saying, for example, “Three tens.”  The next person must lay down either the same number or one of the neighbouring numbers, in this example nines, tens or jacks.  If they have the required cards then they can lay them down and truthfully say “one nine” or whatever.  If they don’t, or if they want to get rid of more cards than they actually have in their hand, they can lay down inappropriate cards and claim that they are valid.

At any point , if a player suspects another player of having lied about their cards then they can say “Cheat!” before the next person takes their turn.  The accuser then checks the cards laid down, and if the accused is guilty then they must pick up the entire stack.  Play then continues with the accuser laying down whatever number he/she likes.  If however, it turns out that the player has been truthful about their cards, the accuser has to pick up the stack and add it to their hand.

Example: Player A lays down three cards and says “Three fives”.  Player C remembers that he has already laid down two fives since the stack was last picked up, so he knows that A is lying, and therefore he says “Cheat” before player B takes his turn.  Turning the cards over confirms that A has cheated and so A has to pick up the stack.

Happy Families

3 or more players.  Requires a complete pack of cards, or at least the removal of any incomplete sets of numbers.

Deal out the entire pack.  The aim is to acquire more “families” (sets of four of the same number) than any other player.

The player to the left of the dealer starts by asking one of the other players for a particular card.  If the player has that card then they must hand it over, and the same person gets to ask any player for another card.  If not then play passes to the person from whom the card was requested.  When a set of four is obtained, that set is laid on the table.  The winner is the person with the most sets at the end of the game.

Memory Game

Any number of players.  You don’t necessarily need a complete pack of cards but you do need even numbers of all the cards used, i.e. if there are only three queens in the pack then one should be removed to leave only two.

Lay the cards out face down on the table or floor and take turns to turn over two cards at a time.  If they are a match then you get to keep that pair and turn over another two cards; if not then you turn them face down again and play moves to the next person.  The aim is to have more pairs than anyone else at the end of the game.

Old Maid (same rules as Donkey)

Any number of players.  As for Memory Game, you need even numbers of all the cards used.  However, in this game the Queen of Clubs should be removed so that you are left with an odd number of queens.  The aim of the game is to avoid being left with the Queen of Spades, or “Old Maid”.

Deal out the entire pack of cards.  Each person picks up their hand and discards any pairs.  (You can specify whether or not the pairs have to be same-colour, e.g. is a black three matched with a red three an acceptable pair?  The one remaining black queen may not be paired with any other card.) 

The player on the left of the dealer offers their hand to the next player, who draws one card (having only seen the backs of all the cards) and discards any pairs formed.  Play continues in the same way until one person has disposed of all their cards, either by laying down their last two cards as a pair or by laying down a pair and passing their last card to the next player.  The person left with the Old Maid is the loser and has to pay a forfeit.

Snap

Old favourite, very simple but requires quick reflexes.  Any number of players.  The aim is to obtain the entire pack of cards.  It doesn’t matter if the pack is incomplete.

Deal all the cards out.  Each person in turn lays a card face up on the stack in the middle of the table.  When two consecutive cards of the same number are laid, everyone shouts “Snap!” and slaps their hand down on top of the cards.  The person whose hand gets there first gets to pick up the stack of cards.

Spoons

A very fast-moving game.  Tends to mess up the cards, so use tatty old ones if available!  The game can still be played if one or two cards are missing from the pack.

As well as a pack of cards you need some spoons, one fewer than the number of players.  Don’t be tempted to use knives or forks instead, or you could end up with some nasty injuries!  It’s also advisable for players to have short fingernails.  

Lay the spoons in the middle of the table so that everyone can reach them.  Deal out three cards to each player, leaving the remainder of the pack face down in front of the dealer.  

The aim is to get three cards of the same number.  The dealer draws a card off the top, and discards a card from his hand, passing it face down towards the next player to the left.  While the next player picks up this card and discards one to the next player, the dealer is repeating the process with another card from the deck. 

This rapid drawing and discarding continues until someone gets three of a kind, upon which they lay their cards face-up on the table and pick up a spoon.  The other players immediately scramble to grab the remaining spoons, and the player left without one is out.  One of the spoons is removed from the table and play continues with the remaining players.

Variations:

· If there are only three or four players then, rather than “sudden death” as described above, players can be eliminated more gradually by spelling out the word SPOONS: after being left without a spoon once, a player becomes a S, then a SP, then a SPO, and so on.

· Deal out four cards per person and aim for a set of four of the same number (need a complete pack for this, or at least to remove any numbers where there is not a set of four).

· Deal out the entire pack; anyone finding themselves with a set of four discards them before the game starts.  Everyone simultaneously discards one card, passing it on to the next person.  Again, a complete pack is needed.  With this version, when a set of four has been laid down, play can continue without the cards having to be re-dealt, provided that all players are still in the game.

Other games

Games with food

Apple-Bobbing (Duck-Apple)

Traditionally only done at Hallowe’en, but a fun way to use up any apples, pears, peaches etc. that you may have left at the end of the week!

Find a large basin and half-fill it with water, preferably lukewarm.  Spread newspaper on the floor if possible, and keep a mop handy.  Float whole or sliced fruit in the water and take turns to duck for the fruit.  Keep a towel handy!

Cereal Box Game

This one doesn’t actually use the food itself, just the packaging.

Stand an empty cereal box upright in the middle of the floor with the flaps open at the top.

Each person in turn has to pick the box up in their mouth with nothing other than their mouth touching the box (though they may adjust its position before starting) and nothing other than their feet touching the floor. When the box has successfully been picked up, the bit that has been slobbered on is torn off and disposed of.

The box gradually gets lower and lower until (if everyone isn’t already out by then) you end up with just a flat piece of cardboard on the floor which can only be picked up by “hoovering” with the mouth.  At this point you can either declare the contest a draw or go on to picking up even smaller items such as coins.

Chocolate Game

One of my personal favourites – but then I do like my chocolate!

You need a fairly large (150-200g) bar of chocolate; a dinner plate, knife and fork; a hat, scarf and gloves or mittens (preferably reasonably clean – not the work gloves you’ve been digging in the mud with all week); and a die.

Unwrap the chocolate and put it on the plate with the knife and fork in the middle of the floor.  Lay the hat, scarf and gloves alongside.  It’s a good idea to lay out newspaper under the plate – helps to stop the chocolate from getting strewn all over the room.  It also helps if the chocolate isn’t too cold and brittle.

Everyone sits in a circle and takes turns to throw the die.  When a six is thrown, the person who threw it gets to put on the hat, scarf and gloves, pick up the knife and fork and use them to eat the chocolate, one square at a time.  As soon as someone else throws a six, they snatch the hat, scarf and gloves and take over.

It gets quite frantic once people get the idea!

Chubby Bunnies

You need a large supply of marshmallows for this one.  Work on the basis of half a bag per person, maybe slightly less.  It’s worth having a bowl to hand for anyone who can’t take the pace and needs to spit out their mouthful – though of course this will result in immediate disqualification and possibly a forfeit. 

Bear in mind that marshmallows usually contain beef gelatine and so are not suitable for vegetarians.

Each player begins by putting a marshmallow in their mouth and saying "One chubby bunny".  They are not allowed to swallow, chew or otherwise mangle the marshmallow. Once everybody has successfully done this, the second marshmallow goes in, and they must each say "Two chubby bunnies".   The game goes on until, one by one, the contestans are eliminated. A contestant is out when they can no longer manage to force another marshmallow into their mouth, or can no longer say the appropriate words.

Keeping a straight face makes the game a little easier, because when you laugh your cheeks tense up and the sticky gunge tends to ooze out of your mouth.  However, it’s very difficult not to laugh when playing (or watching) this game!

The game can alternatively be played using Starburst chews (Opal Fruits).  Apparently this will cause the contestants to drool continuously and spit out large quantities of sticky goo every time they are required to speak.

Flour Castle

In a roasting dish, use a small mixing bowl or a measuring jug to make a “sandcastle” out of flour.  Put a sweet – or a coin if you don’t have any sweets – on top of the castle. 

Players then take turns to scoop a teaspoonful at a time out of the side of the castle, aiming not to let it collapse.  A full teaspoonful must be taken, or the turn has to be repeated.

When the tower eventually does collapse, the person who caused the collapse must fish the sweet out of the ruins using only their mouth.

Snatch-Apple

Another traditional Hallowe’en game.  Suspend an apple by the stalk from a piece of string.  The challenge is to eat the apple without using your hands.

If you like, you can use jam doughnuts instead.  In my house we sometimes used scones covered in treacle.  Newspaper on the floor is highly advisable!

Spaghetti Game

Don’t try to coerce your volunteers into playing this one!

Pass a piece of uncooked spaghetti from mouth to mouth around the circle, biting a small piece off the end each time.  The person who drops it has to pay a forfeit.

Miscellaneous games

Boat Race

This one’s a bit of a mean trick…

Fill a roasting dish with water about an inch deep and float two matchsticks at one end.  Explain that the idea is to race the two matchsticks to the other end of the tray by blowing on them, and get two volunteers to be the “jockeys” and one or two more people to referee at the “finish line”. 

Have them all gather round the tray ready to start.  Stand at the end of the tray, facing the two jockeys.  Raise your hand and say “On your marks… Get set…” – then as you say “Go!”, bring your hand down flat into the water and soak all the volunteers.

Broom Handle Race

You need a fairly large space with no dangerous obstacles, two broom handles (a broom and a mop will do) at least two tumblers and a supply of drinking water.

Organise the group into two teams and carry the race out as a relay.  If you have any volunteers who don’t want to take part then they can help by refilling tumblers or holding the broom handles upright ready for the runners’ arrival.  The distance from the start line to the broom handles should be around 10-15 metres.

Each runner has to down a full tumbler of water, run to the broom handle at the other end of the course, put their head on the end of the upright broom handle and run round it ten times before running back to the start line.  If you’ve ever seen this done before, you’ll know how difficult it is to run back in a straight line!

Cup and Saucer Game

You need a good-sized space, five trays or chairs and seven or eight sets of unbreakable “cup and saucer”.  You could substitute margarine tubs with lids, or sets of plastic bowl and spoon, or even single socks (to be transported in twos) – basically anything unbreakable, not dangerous and easy to carry.

This game is best for a bigger group, at least 12 people if you’re playing with four teams – though you could adapt it for as few as nine by having only three teams, four trays and five or six sets of cup and saucer.

The object of the game is to be the first time to get three sets of cup and saucer on your team’s tray.

The tray with the cups and saucers on it is in the middle of the room, with a team gathered behind a chair in each corner.  (If there are only three teams then the chairs should be equally spaced.)  Each person has a number within their team.

The leader shouts out a number and the person with that number in each team must run and grab a cup and saucer from the tray in the middle, bring it back and put it on their team’s tray.  Then they do the same again.  They may only carry one set of cup and saucer at a time.

When there are no cups and saucers left on the tray in the middle, the players have to start stealing from each other.  The other team members must remain standing behind their trays and may not defend them in any way.

The first team to get three sets of cup and saucer on their tray gets a point.  All the cups and saucers are returned to the middle and the process is repeated.

With a bigger group, or to create even more confusion, you have the option to shout two numbers at the same time so that eight players are running simultaneously.

Note: if everyone is joining in with the game then teams can take turns to nominate a number to run.

Ibble Dibble

You need a cork and a match; light the match and use it to blacken the end of the cork.  Alternatively you could use lipstick or small stickers.

Everyone stands or sits in a circle and has a number.  Number 1 starts off by saying, for example, "Ibble Dibble One with no dibbles, calling Ibble Dibble Six with no dibbles." 

Number 6 must immediately respond and choose another person by saying, "Ibble Dibble Six with no dibbles, calling Ibble Dibble Four with no dibbles."  They must not pass play back to the person who passed it to them.

If a person makes a mistake then they receive a dibble, which is a sooty mark on their face from the blackened cork. 

That person then carries on with, "Ibble Dibble X with one dibble, calling Ibble Dibble Y with no dibbles” (or however many they have).

When you end the game, the person with the fewest dibbles is the winner and the one with the most is the loser. 

To make it more difficult from the beginning you might choose to have everyone give themselves a few dibbles before the game begins.  The throw of a die could be used to decide how many dibbles each person gets.

Pass the Card

This one’s slightly risqué and not particularly hygienic, so don’t try to force anyone into joining in.  You need one playing card.  Alternatively, a rectangle cut out of the side of a cereal box can be used.

Sit everyone in a circle, preferably boy-girl.  The first person puts the card flat against his mouth and holds it there by sucking until he is able to pass it on to the next person.  She has to suck it until it reaches the next person, and so on.  Anyone who drops the card is out.

Pass the Orange

A team race.  Organise the group into two teams and give the first person in each team an orange or a tennis ball to tuck under their chin.  The ball then has to be passed from chin to chin down the line, with no hands being used.  The last person turns all the way round while holding the orange, then it is passed back up the line in the same manner.

Scavenger Hunt

You could do this over a day on the worksite, an evening or the day off.  Think of a list of things that have to be collected and give a copy to each individual or to each team of volunteers.  Examples include:

a till receipt




an acorn

something purple



a pair of underpants (clean!)

a bra





a pine needle

some paint




… and so on.

Offer a small prize for the winners if you can.

Smugglers

You need a large area for this one, ideally with a variety of terrain.  You also need a supplier, a banker and some “contraband banknotes”, about two or three times as many as the number of participants.

Half of the group members are smugglers, the other half are Customs officials.  The smugglers start at the start line, where their supplier is based with the supply of contraband, and the Customs officials start at the finish line.  The banker mans the finish line in order to keep a count of the banknotes submitted by successful smugglers.  For about 10 metres from the start line there should be a no-go zone for the Customs officials.

Each smuggler is given one banknote to be hidden on their person.  You can set your own rules about where it is, and is not, permissible to hide the contraband.  For example, you might consider it inappropriate to have notes hidden inside underwear or socks.

The aim of the smugglers is to get from one end of the course to the other without giving up their contraband to the Customs officials.  The aim of the Customs officials is, of course, to catch the smugglers and relieve them of as much contraband as possible.

When a smuggler has been tagged by the Customs officials, he/she has been captured and can be searched, (within the constraints of the rules), so it’s a good idea to make sure that the smugglers are volunteers who don’t mind the prospect of being manhandled.  Once caught, they are not allowed to try to escape.  After being relieved of their cargo they can go back to the supplier and try another run.

Once a smuggler has made it to the finish line, he/she hands his/her banknotes over to the banker and goes back to the start line for more contraband from the supplier.  The Customs officials may stay out in the field and keep hold of the banknotes confiscated, then have them counted up at the end of the game.

When the supply of contraband has been used up, count up the number of banknotes held by each team.  The team with more banknotes wins.  If you like, you can then swap roles and do it again.
Individual scores can also be totted up; probably the easiest way to do this is to have the banker mark each smuggler’s hand with one tally for each banknote handed in.

Spoofing

Each person has three coins.  Other small items will do instead, as long as all three can be held in the fist without them being visible.

Everyone sits around the table and each person raises a fist holding all, some or none of their coins.  The first person guesses how many coins are being held up in total, and the guess is recorded.  The other players guess in turn, with no two people allowed to guess the same number.  When everyone has guessed, the coins are revealed and counted, and the person who guessed correctly (assuming that somebody did) drops out.

The process is then repeated, with the next person taking the first guess.

The last person left in the game has to pay a forfeit.

Spoon Race

Another team race.  You need two spoons and two long pieces of string, each one as long as the total height of all the members of the team using it.  Tie the spoon to the end of the string.  Split the group into two equal teams and warn them that loose clothes are advisable for this game.

The task is to use the spoon to feed the string from neck to ankle (or ankle to neck) through the clothing of every team member, so that when the race ends the string goes from the neck of the first person to the neck or ankle of the last.  The team that completes the task in the shortest time wins.

If you wish, you can set rules such as “Each person must keep their hands on top of their head while the spoon is being threaded through their clothes”.

Spill the Beans

This can be played alongside other games, possibly even over an entire day or evening. 

Each person is given five small items (dried beans or peas, pieces of macaroni, pennies, etc.) and has to acquire as many more from other people as possible by getting them to say either “yes” or “no”.  Each time someone is caught saying either of the forbidden words, they have to hand over one of their tokens to the person who got them to say it.  It’s up to you whether you include IOUs to be used when a player runs out of tokens.

Count up how many tokens each person has at the end of the game; the one with the most is the winner and the one with the fewest has to pay a forfeit.

Tail Tag

You need one sock per person and a large space for running around.

Each person tucks the end of a sock into the back of their waistband so that they have a “tail” at least six inches long.  The aim is then has to gather as many other people’s tails as possible, without losing their own.  As soon as a player has lost their tail, they drop out.

The winner is the person with the largest collection of tails at the end of the game.

Twister (home-made version)

You can make your own Twister mat out of a tarpaulin or groundsheet; all you need is a single all-surface marker pen.

Draw at least four each of various shapes all over the tarpaulin: squares, circles, stars, triangles, maybe rectangles and ovals.  (Or you could draw fruit if your artistic skills are up to it.)  Size them so that a hand or foot will cover a complete shape without overlapping onto a neighbouring one.

All the players stand around the groundsheet, but not on any of the shapes, until an appropriate instruction is called.  You may wish to nominate a caller who is not playing the game, or you can get the players to call instructions in turn, for example “Right foot on a triangle”; “Left hand on a circle”.  As with normal Twister, anyone who touches the floor with anything other than their hands or feet, or who puts a hand down before having been told to do so, is out.  If there aren’t enough of a given shape to go round then you can either knock out anyone who doesn’t get to one before they’re all taken, or call again.

The last person left in the game is the winner.
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