Other "New Games" 



Most of these games have no particular point or purpose, besides having fun.  Nothing wrong with that!
High, Low, Yo
Equipment: None
Time: 10-15 minutes
· The group sits or stands in a circle.  The group must keep the pattern of “High”, “Low”, “Yo” going throughout the game.  Each work has a hand motion that will direct the pattern.  The direction of the finger tips of each hand motion determines who must shout out next. “High” motion is a hand palm down at the chin.  “Low” motion is a hand, palm down at the forehead, and the “Yo” motion is both hands together and forwards, pointing in the direction another person across the circle.  The game is intended to move quickly.   Anyone who waits too long or otherwise messes up is out.  It’s confusing- take it slowly at first.  

 
A What? 
Equipment: None
Time 10-15 minutes
· The group should sit or stand in a circle. The first person turns to the person on their right and says, “Do you want to buy a duck?”  The person replies, “A what?”  The first person repeats “a duck.”  The second person repeats “A what?” and the first again repeats, “a duck.” Now the second person turns to their right and asks the third person, “Do you want to buy a duck?”  The third replies, “A what?”  The second turns to the first and asks, “A what?”  The first says, “a duck”, the second says “a duck” and the third replies with “A what?”  And so on.  This continues until it gets all the way around the circle.  Very funny in person.

 
Barn Yard Line-Up
Equipment: None
Time: 20-30 minutes
· Go around the circle of participants giving each person one of five barn-yard animals.  The object is for the like animals to find one another. The trick is that they cannot speak, at least not as wee humans do.  As the Moos’s and the Baa’s congregate, let each call out their own name or sound.  The lost sheep will find their way to the group.  

· For smaller groups, give each person their own animal and have them line up by size without talking like a human.

 
Blindfold Soccer
Equipment: Soccer ball and blindfolds for half the group
Time: 20-30 minutes
· Have the participants get into pairs. One of them puts on the blindfold.  Their partner is their guide.  Give the cocker ball a roll and star the game.  The goals are end zones.  The guides are not allowed to touch the players, or to purposely touch the ball.  No high kicks!  It’s also a good idea to keep your hands in front of your face. 

· Switch roles after a little while.  Add multiple balls if needed.  

 
Whiz Bang
Equipment: None
Time 10-15 minutes
· Get the group in a circle.  Imagine an imaginary ball.  Pass the ball to the right or left by pointing the appropriate direction and saying “whiz.”  The next person can keep the “ball” going the same direction by repeating “whiz”, or mix things up by saying “bang,” which reverses the direction.  This person can also say “bounce,” which skips the next person, or “Vavoom,” which shoots the ball across the circle to a person indicated with a two-handed point.  Anybody who goofs is out. 

 
Ga!
Equipment: two soccer- or volleyballs
Time: 15-20 minutes
· Group circles. Balls are tossed into the middle.  When they stop bouncing, play begins.  The balls must stay on the ground and be rolled. The object is to get the ball to hit another person below the ankle.  If you get hit, you go to one end of the playing area and link hands with the others who have been hit.  When the line of people on the one end reaches from side line to side line, the group counts down from 10.  At zero, the group yells, “GA!” and takes a giant step in.  The playing area for the people left thus gets smaller.  Count down again, and step in.  Continue until the space is gone, or no one is left.

 
Giants, Wizards, and Elves
Equipment: None
Time: 10-15 minutes.
· In this game, Giants beat Elves, the Elves beat the Wizards, and the Wizards beat the Giants.  Two equal lines of players turn away from one another to decide which they will be.  They turn to face the other line.  The group says, “Giants, Wizards, and Elves” and then show which they are.  Giants are standing on tiptoe, elves are crouched down, and wizards have hands out, wriggling their fingers.  The group that is the winner has to chase the other group and tag them before they cross a designated line.  If they succeed, the person that was tagged joins the other group. 

 
Human Pinball
Equipment: 2 water bottles, 1 or 2 soccer balls
Time 20-30 minutes
· Place a bottle at the either end of the playing area.  These are the goals.  Play like handball or basketball if indoors (i.e. barn).  Knocking over a bottle is a point.  Limit teams to one goalie.  

 
Detective 
Equipment: None
10-20 minutes
· The detective leaves the room.  The group gets in a circle and picks a leader.  Then, everyone in the room imitates the leader.  When the detective comes back in, it is his/ her job to figure out who the leader is.

 
Jamaquack
Equipment: None
Time: 10-20 minutes
· A third of your group enters the middle of the circle.  These are the Jamaquacks.  This rare bird grasps its calves or ankles and walks backwards.  It’s also blind.  The rest of the group forms a circle around the Jamaquacks, forming a pen.  Two members of the pen drop hands and the rest hold hands, creating a door to the pen.  The Jamaquacks must constantly quack and attempt to find their way out of the pen.  If they succeed, they can stand up and open their eyes, but they should keep quacking to help the other Jamaquacks.

 

Killer
Equipment: None
Time: 10-15 minutes
· Everyone closes their eyes, and the facilitator chooses a killer by tapping the person on the shoulder.   The group then opens their eyes and mingles, shaking hands with everyone in the room.  The killer kills by scratching the palm while shaking hands, or by a wink.  The poison takes a second to work, though, and the dead person should wait a couple beats before falling down dead.  Anyone can make an accusation at any time by yelling out “freeze” and pointing out the killer.  However, if this person is wrong, s/he is dead.

 

Laughing (a.k.a. Ha)
Equipment: None
Time:  10-15 minutes
· Have the participants lie on the ground, arranged diagonally so that each person’s head is on the next person’s belly.  (The result will look like a palm frond or pine tree).  The first person says, “HA!” and the person with his or her head on that person’s belly says, “HA, HA!”  By the time you get to the fourth or fifth person, everyone will be laughing. 

 

 Look Up, Look Down
Equipment: None
Time: 5-10 minutes
· Have the group stand in a circle.  Everyone looks down.  Tell everyone to look up and stare at another person in the group.  If that person is also looking at you then you are both out.  See who is left after a few rounds.

Prui
Equipment: None
Time 10-15 min.
 
· The facilitator picks one person to be Prui.  Prui is a sighted, silent, smiling creature.  Everyone else is blind.  They mill around with their eyes closed, asking to the question, “Are you Prui?” to everyone they bump into.  If a person doesn’t answer, that’s how the blind person will know s/he has found Prui.  This person can then open his or her eyes and joins Prui, becoming silent.  The game continues until everyone has found Prui.

 
Scream Races
Equipment: None
Time: 5-10 minutes
· Everyone lines up in a line.  One person goes first, running as far as they can while screaming.  When they run out of breath, they stop, thus marking their place.  Then the next person goes, trying to beat the record.  And the next, and so on, until who has the most hot air is determined.  Crew Leaders generally win.

 
Speed Rabbit
Equipment: None
Time 15-20 minutes
· Get in a circle with one person in the middle.  That person goes to a person in the circle and says rabbit, elephant, palm tree, or monkey.  If it’s rabbit, the person it is said to puts rabbit ears over their head, and the people to either side thump their feet.  All the other things have motions, too, which you can make up, but they must involve three people.  It’s the person in the middle’s job to get the people to mess up.  Anyone who messes up is out. 

 
Streets and Alleys
Equipment: None
Time 15-20 minutes
Have the participants line up in equal lines spread out evenly.  Pick an “it” and a person to be chased.  The folks in the lines put up their arms to form solid lines.  These are the streets.  When you yell alleys, the participants turn 90 degrees to form alleys.  The chase goes on through this changing grid. 
 
Table Trivia
Equipment: None
Time: 10-30 minutes
· Pick a participant (e.g. Jimmy), and announce to the table that it is time for “Jimmy Trivia.”  Ask the whole table to guess different things about Jimmy, like “What is Jimmy’s favorite color?” At the end of each round let Jimmy reveal the truth.  Move on to the next kid after a few questions.  
 
Texas Bigfoot
Equipment: none
Time 5 minutes
· Have the group join hands in a circle.  Ask them to take one giant step toward s the middle of the circle.   Then another. You will be hard-pressed to find any group that can take 3 giant steps and remain intact. 

 
Ultimate Being
Equipment: None
Time: 10-20 minutes
· Everyone starts as an egg.  The next level is a chicken.  Next is a monster, and the last stage is the Ultimate Being.   (Allow participants to invent what this might act like)  Participants play “Rock, Paper, Scissors” to advance to the next level.  If you lose, you drop a level.  Egg is the lowest, and Ultimate Being is the highest.

