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(or thought) "NO WAY"— and then
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Silver Bulleis! For many of
us, these words conjure up im-
ages of masked heroes, of ex-
citing and adventurous
chases—perhaps even of
Ovaltine shared at radio show
time. In that mythic glow of
childhood, all things were
possible. In play, time itself
often stood still while everyone
became a little braver,
stronger, ard more whole.
Laughter flowed.

The name, "Silver Bullets,”
came to Karl and me as we
were discussing this book and
rambled into nostalgia on our
youth. Remember...remember
the games...remember the
Qvaltine! There was a magic
in those times, just as there
seems to be a magic in these
activities. The thrill of seeing a
group of people come
together quickly, build trust,
begin to solve problems more
efficiently —this thrill is reminis-
cent of early play. In both
there is a spirit of playfulness
and a flowing of creatvity.
The most enduring result is a
kindred spirit and a feeling of
bondedness that transcends
words.

The activities of this book
have all been used effectively
by a variety of teachers,
counselors, therapists, camp
directors and church leaders.
All have wanted an effective,
engaging way to bring people
together to build trust, and to
break down the arlificial bar-
riers between individuals and
groups of individuals. Karl
Rohnke, through his quarterly
newsletter, Bag of Tricks,
maintains a network whereby

graduates of Project Adven-
ture trainings and others can
communicate new ideas and
activities. Many of this book's
ideas have come from that
creative networking process.

The benelits of a program
that can bring people together
are many and growing. The
need for such vehicles is being
perceived by an increasing
number of “people who work
with people.” it is the main
mission of our organization,
Project Adventure, Inc., to
help schools, agencies, and
other institutions realize the
benefits of a Project Adventure
program. We have taught
workshops and constructed
challenge courses in all
regions of the country.

Our experience with schools
and agencies has allowed us to
provide a series of model cur-
riculum programs for physical
education classes (elementary
through college), tor coursel-
ing groups in a variety of set-
tings, and for interdisciplinary
academic classes in middle
and secondary schools. The
curricula is alive and involv-
ing; it is sequenced and
adapted by practitioners to
meet the needs of sach group
it serves. As formal curricula,
these activities have been
evaluated as having improved
self-concept, improved the
ability of members to take
risks, and improved the ability
of grour members to
cooperate and work well
together.

Yet we are convinced that
the reason for these activities’
popularity and etfectiveness

PREFACE

cannot really be understood
by the results of "valid evalua-
tion.” The enduring value is in
the magic moments of creativi-
ty and good feelings that they
can make pnssible.

So, it matters little whether
you remember Ovaltine or
not. For whatever age, these
"Silver Bullets” can make a dif-
ference t¢ your program and
the people you work with. Use
them in good faith, and enjoy.

By Dick Prouty, Director
Project Adventure, Inc.




Paolo Friere, the great
Brazilian educator, reasoned
that nothing has ever been
learned without a risk being in-
volved. We can develop this
thought into a compelling ra-
tionale for risk education.

Learning imrplies a change
state that involves the observa-
tion and re-settling processes
needed to alter social,
behavioural and ecological
norms. Uncertainties, frustra-
tions and insecurities will
result.

People are at risk when they
learn. This risk may be
physical, social, emotional, in-
tellectual, or spiritual in nature.

One of the primary objectives
of new games, adventure
education, initiative tasks,
ropes courses, trust activities
and inclusive co-operative-
competitive games Is to help
participants deal with the pro-
cess of risk and the product of
behavioural change.

Risk is normal in the daily lives
of all human beings and is
essential to their education. To
avoid the deleterious effects of
improperly designed pro-
grammes with dangerous con-
sequernces, safety is an essen-
tial ingredient, but to deny or
reduce the risk factor in
educational units Iis to run
counter to the educational pro-
cess itself. Physical educators,
recreators, and outdoor
specialists have developed cer-
tain forms of risk activities
designed to inject this essential
ingredient into the curriculum.
The result has been an in-

crease in student motivation,
interest, and preparedness to
undergo more complex forms
of behavioural change. It ap-
pears that individuals surround
themselves with a ‘comfort
circle, ” something which
prevents them from taking
risks or endangering bodily
health. This protective factor is
essential, of course, but in
most people the circle
becomes too restrictive, giving
rise to boredom, resistance to
change, and collective mun- -
danity. People tend not to
change jobs or advance in
professional endeavors
because of this restriction.
Whole new forms of recrea-
tional activity are denied them
beccuse of the ‘avoidance of
risk” syndreme. [ would
suspect this factor has an un-
comfortable influence on the
development of self-concept
also.

There is little doubt of the

value nor the e 'fect of this kind

of activity on students; they
love it, they search for it, and
their wish to participate il-
lustrates clearly that people
will respond to challenging,
enjoyable and meaningful ac-
tivity curricula.

The dullness of today's
physical education curriculum,
so entrapped by traditional
sports-oriented skills and lines
before endless, outdated ap-
paratus, is capable of repair
through the inclusion of ac-
tivities from the risk cur-
riculum. | commend this move-
ment of which Karl Rohnke is

a pioneer and a leader. His
(&

J

FOREWORD

work has demonstrated how
adventure education can be
undertaken in an effective and
safe manner.

May he and his colleagues
thrive!

By DR. JOHN CHEFFERS

Professor of Education, Boston
University

Executive Director, Australian
Institute of Sport
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Glancing through a local
newspaper recently, I was at-
tracted to an article written by
a ‘credentialed” connoisseur of
fine restaurants, in which the
writer had evaluated local
eateries she frequented using a
five star grading systzm. (Im a
sucker for here's-what-I-think
articles, particularly if the
author uses stars. I suppose
because it gives the reader a
chance to either justify o per-
sonal choice or strongly
disagree without fear of retalia-
tion.) This particular qourmet
stated that she liked all the
restourants that were included,
S0, using the five-star system,
she graded no restaurant
lower than 3 stars, exploining
that 2-% (* * 1) was her grade
for 'good.”

The three-star method [ have
used to rate almost each
game, stunt, or event in this
book is also a bit superfluous
in that I wouldn't have in-
cluded the activity unless [
thought it was fun, functional
and reasonably safe. But, |
can't resist letting you know
which have been my favorites
over the years, and [ also want
to indicate the newer activities
that seem to have a potential
for high use. So: *good;

** better; *** best. Exper-
ienced players, please
disagree with any subjective
choice or rating—thaf’s part of
the game.

INTRODUCTION

Raison d'etre

Notwithstanding stars and
humor, the purpose of this
game, stunt, and initiative pro-
Elem collection is to provide
you with proven educational
tools that do what they are
designed ic do. The skill
demonstrated in the use of a
tool in construction or educo-
tion Is, of course, a function of
the users ability and exper-
ience. But, be of good cheer;
initiative problems and adven-
ture games are user-friendly
and well received by almost
everyone.

The following chapters offer
those tools that have proven
over the years to be the most
valuabie; i.e., they work and

people like thera. Initiative pro-

blems and adventure games
and New Games and ASE's
and' all activities of that get-to-
know-you, get-to-know-your-
self: have fun; be challenged:;
take-a-risk; get scared;
cooperate; share; fail; or suc-
ceed genre have been col-
lected and written about in a
number of recent publications
and less formal printings. But
the content of these antholo-
gies have been somewhat pre-
dictable in content. . .isn't
there anything beyond the
Electric Fence? If you don't
know what I'm alluding to, the
contents of this book should be
pure discovery: enjoy! But, for
you game-jaded fizz-ed folks
and recreation {eaders who
have done the Lap Game 137
times, heres relief.

Inventing a playable game
or a workable initiative pro-

i0

blem is mere difficult than
most people realize, and com-
ing up with an enjoyable,
playable game is tougher yet.
So, if someone responds to
your lack-of-ideas complaint
by suggesting that you ‘use
your imagination,” refer to
HRohnke’s expurgated collectior:
of some old, some new, some
borrowed, and some pla-
giarized curriculum ideas.

My personal experiences
with these types of activities
began in the military, contin-
ued and became more humane
as an instructor for Qutward
Bound, and have since further
meilowed and expanded as a
Project Adventure, Inc.
employee. Notwithstanding the
organization, the situation has
always been that when a group
needed a morale boost or a
means of gaining behavorial
insights, a well.chosen game or
initiative problem was a surefire
and enjoyable way to accom-
plish that godl.




LEARNING GOALS

Much of the rationale and
justification for an “adventure
approach” emerges out of an
individual's experience  try:
ing an activity. There are,
however, some important
goals (mot immediately evident
from reading or participating)
that are at the very heart of
programmatic adventure, tying
together all the varied activ-
ities. These learning gonls are:

I. TO INCREASF THE

PARTICIPANTS
SENSE OF PERSONAL
CONFIDENCE. The
aim of many activities Is
fo allow people fo view
themselves as increqs-
ingly capable and com-
petent. By attempling a
graduated serics of
activities which involve
physical or emotonal
risk, and succeeding (or
sometimes failing) in a
supportive group at-
mosphere, ¢ person
may begin to develop
true sell-esteem.

2. TO INCREASE
MUTUAI SUPPORT
WITHIN A GROUF.
The assumption is that
anyone who conscien-
tiousiy tries should b
respected. Success and
failure are less impor-
fant than making an
eflort. In many cases,
the success or loilure of
a group depends on
the effort of the
members. A coop-
erative, suppoartive
atmosphere fends o

encourage participation.

5. TO DEVELOP AN
INCREASED EVEL
OF AGILITY AND
PHYSICAL COOR-
DINATION. A number
of exercises and games
entail the use of bal-
ance and smoothly
flowing movement.
Balance and coordin-
ated movement form
the basis for mony
physical activities
ranging from dancing
to track and football.
People who perceive
themse. res as physi-
cally awkward often
see themselves as
inadequate in other
ways. Balance, coor-
dination and agility can
be improved by prac-
fice. Such improve-
ment often generates a
feeling of personol
worth well beyond ihe
tangible accom-
plishment.

1i

4. TO LEVELOP AN

INCREASED JOY IN
ONE'S PHYSICAL
SELF AND IN BEING
WITH QTHERS. One
of the criteria used In
assessing various activ-
ities is that it must
have an element of
fun in it. Instructors
are not solemnly
engaged in building
confidence, social
cohesion and agility.
Just as people
approaching new sif-
uations may be air
xious and even fear-
ful so should they
experience joy,
laughter, anticipation.




Organization of
this book

All the activities are included
under the following chapter
headings:

Games ® Stunts * Initiative
Problems ® Trust Activities

Whether you can use a par-
ticular game, initiative problem
or stunt might depend upon
the space needed, materials at
hand and the activity level
planned for the group. To help
you choose an appropriate
activity I've incorporated a few
symbols next to each title
(after the stars) that will help
identify what the activity s
limitations are and what it has
fo offer,

ﬁ - an oulside activity

- an indoor activity

- can be accomplished
as well as either
indoor/outdoor

- activity level high
(includes considerapl
movement or running)

- activity level not so
high (no perspiration or
hard breathing)

- needs props of some
kind

- N0 props necessary —
people only

QO » %S

Before you start gaming and
facilitating, here's a foreshort-
ened adventure education for-
mula that is the distillation of
many years experience with
educating and training people;
age and location notwith-
standing.

The essence of this formula
(no panacea intended) deals
with so many educational and
psychological theories, opinions,
Jjargon, and programmed con-
fusers that I have probably
oversimplified in hopes of
demystifying a potentially com-
plex approach. [ have writien it
as [ try to remember jt

1. NO TRUST — NO
BEGINNING

2. NO FUN — NO
RETURN (of stuclents)

3. NO CHALLENGE —
NO CONTINUATION

]. « If your students don'’
trust you, your purpcse; their
peers; the approach, program

12

time will be limited to hassles,
bickering, reluctonce, and a
huge waste of fime.

The activities in this book
engender lrus! ~ vou need it.

2 « [l you are so into the
seriousriess of ecucoting that the
essential fun inheron i ornimg
has been squeczed oul, then
‘By-the-numbers” is in. Rote
learning is OK for multiphcation
tables, but theres ~ertainly
morc josy i lecrnung then
Jx . 6H3 provi fo,

The activities in this book
have fun in mind - it essential

3 « I what you are doing is
o geared {0 successful comple-
tion that failure js nonexistent.
then boredom replaces
challenge.

Understandable stress andt
commitment to challenge are
woven throughout the activities
in this book — you gotta have it




Ye Olde Basic Disclaimer
and Safety Reminder

Hey, dotit
look at me

*

Reasonable risk-taking is
part of living. The reasonable
risks present in this anthology
of games and activities that
could result in emotional upset
or physical harm can be
minimized by operating within
the parameters of a pro-
grammed adventure ap-
proach; i.e., knowing what the
results will be of whatever
adventure you are promoting.
Let the 'perceived risk” re-
main (its a valuoble teaching
tool), but operate, on a day-to-
aay basis, utilizing proven
safety procedures for predic-
table results.

If you and others are free-
associating with possible
adventure activity ideas for
curriculum use, contemplate
closely the possible conse-
quences of your new plan and
then put your safety or ego on
the line before you ask
students or other clientele to
try the activity. "Calculated
abandon” is an OK approach
as long as the calculations are
well done and tested.

In keeping with these BE
CAREFUL chidings, be ad-
vised that Karl Rohnke and
Project Adventure, Inc., can-
not and do not assume respon-
sibility or hability for the use of
information offered in this
book—written or impfied.

Operate with gusto,
ten:pered with experienced
hindsight and the happy suspi-
cion that there will be a
tomorrow.




READ THIS FIRST —

{or the limited literary warranty is not valid)

The intent of collecting and organizing all these activities
and fun-illed folderol is not to facilitate lesson planning for
physical education teachers (First Day—pg. 17; Second
Day—pgqg. 87, etc.). Any nterested individual working with
people in a variety of settings can use these ideas and
schemes to encourage participation and learning in a way
that is immediate, involving, and enjoyable. Teachers,
parents, recreation leaders, mental health clinicians, summer
camp counselors, church workers—this material is for you.

This anthology of over 160 activities also fulfills a more
program-oriented purpose representing lhe ground level cur-
riculum of the Project Adventure physical education program
and also a large part of the Adventure-Based Counseling
(ABC) approach. Now, when workshop participants ask, "lsn't
all this material written down somewhere?”, the answer is yes;
at least for the next couple of weeks until the next great game

or idea unfolds.
14
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I have tried to make this col-
lection of games as fresh and
unique as possible. If there is a
game in here that you
recognize from another book,
its because [ found the activity
to be so outstanding that [
don't want you to miss it,

A game can be an end in
itself. I have no doubt, from
having played many games as
an adult, that the justification
for participating in game ac-
tivities ccn be for personal en-
joyment only. Notice the
period at the end of the fast
sentence. Thats it—that's the
reason—period. No validity
hassles; or attempting to
manipulate the cognitive, affec-
tive, psychomotor
triumverate—just flat-out fun.

If your ongoing program
needs a boost because of
scheduling problems, per-
sonality contlicts or activity
repetition, try playing a couple
of these games. Games,
presented in a lighthearted
manner, can provide the
morale growth that facilitates
group cohesion and en-
thusiasm for the program. De-
emphasize competition and try
fo present the activities in such
an attractive way that
everyone will want to par-
ticipate. It's hard to turn your
back on obvious fun.

. INTRODUCTION
TO GAMES SECTION

Play Pointers:

1. Don't just explain; involve

yourself in the activity.
You don't have to play
every game, but be
ready to personalize the
game with your person;

get in there and mix it up

with the players.
2. Keep the rules to a

minirum. Wordy explan-

qtions lead fo pre-game
boredoin.

3. Bend some rules occa-
sionally or change a few

as fits the players and the

situations.
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4. Don't run a good game
into the ground. Three
straight class periods of
any game in this section is
boring. Thats why some
students don't like archery
or badminton or anything
that is requirea ‘co many
weeks in a row.

5. Keep the players playing.
Don't include or evolve
rules that permanently
eliminate participants.

6. Pick teams that are fair.
Don't use the disastrous
sociogram method for
choosing sides; i.e.,
asking two students to
pick their own teams.

7. Play games that allow as
much of a 50/50 male-
female split as possible.
Organized sports general-
ly demand a sex split and
there’s enough of that.
These games can be played
as well by either sex.

8. Emphasize competition
against self when com-
petition seems natural.
Trying to beat a time
established by your own
team or attempting to
smash a nebulous
WORLD RECORD is
great fun with none of
the second place, next
time symptoms of the loser
syndrome.
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Toss-A-Name Game*** gm

It you have trouble remembering a bunch
of new names in a just-met group situation
and you dislike name tags, (Hello, my name
is ) as much as I do, this game pro-
vides an action-packed sequence that makes
forgetting harder than remembering.

Break up into groups of about 8-10 peo-
ple, and stand in an informal circle (no
holding hands or dress-right-dress is
necessary). A leader introduces the game by
saying his/her first name, then tosses a tennis
ball (or whatever) to the person on his’her
right or left. Continuing in one direction,
each person says his/her first name and con-
tinues tossing the ball in sequence until the
leader again has the ball. The leader then
calls out someone's name in the circle (You
do have to remember at least one person’s
name!) and lofts the ball to her/him, and that
person calls another individual's name, etc.,
etc.

After the ball has been flying about for a
few minutes, or more usefully after you
begin to get a feel for all the names in the
group, start up another ball, increasing the
frequency of names being called and the ac-
tion. Add a third ball toward the end of the
game just for fun, because at this point the
law of diminishing returns creeps in. Names
and balls are flying about so rapidly that it's
hard to pinpoint who's who as balls careen off
heads and bodies.

It there are other groups playing the same
game, stop occasionally and ask a third of
the group (3 groups) to transfer to another
group and begin the action again. After
awhile announce to the three groups that
anyone can change groups whenever he/she
wants to, ensuring that everyone gets to hear
each person's name.

i

Name Games Variations: &

1. Standing in a circle, begin moving
slowly away from one another, but continue
tossing the nuggets and calling names. The
farther apart you get, the louder you have to
shout the names and the more you have to
loft the ball. Slowly begin moving closer
(balls and names continue) until the group is
so close together that the game dissolves into
laughter. For this contracting/expanding
variation, have at least one ball per three
people in use; i.e., 30 people—10 balls.

2. After the names begin to flow, and as a
means of reinforcement, ask the catcher to
say thank you to the thrower, including the
thrower’s name.

3. As a finale, bring the whole group
together (nuggets set aside) and ask if there
is anyone who can name everyone. In a
group of 25, you should get 3-6 volunteers, 17
and the person you choose will usually be
100% correct in his/her attempt. It's an im-
pressive and predictable teat.

4. Then indicate that the activity will end
with a cocktail party. Assume and
demonstrate the proper position and air of
self-assurance (one arm bent holding an im-
aginary cocktail; the other hand ready to
shake hands), and commence mingling. At
this point, you step to the person nearest you
(if you remember his/her name) and say
cheerily (big smile), "Glad you could make it
Doug” (or Whomever) while shaking his/her
hand. Move quickly to the next person and
so on. Include a hug occasionally, but be
careful not to spill your drink. Invite the
group to join your conviviality, explaining
that it's their party. This name-sharing
encounter usually continues for a minute or
so and gradually subsides into spontaneous
individual conversations. Nice going—you
have facilitated.
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Here is a unique garme that requires little
skill, includes any amount of people and is
100% active. The object of play is for a
group of any size to keep an equal number

of assigned tennis balls moving about a gym-

nasium floor until six penalties have been in-
dicated by the referee.

The game vocabulary, which is the key to
contemporary tradition, goes like this:
Rabid Nugget—a moving tennis ball
Hectic—a stationary tennis ball
Berserk—a referee’s scream, designating a
penalty
Frenzy—an elapsed time period measuring
six Berserks
Logic—a tennis ball that becomes lodged
unintentionally on or behind something
Hlogic—a tennis ball that is craftily stuck on
or behind something
Paranoia—a player'’s teeling that the refs are
picking on her/him

Rules and Use of Terminology

If thirty players are on the gym ftloor, thir-
ty Rabid Nuggets are thrown, rolled, kicked,
or bounced simultaneously onto the tloor by
one of the refs to initiate the game and start
the timing. There are three referees; one at
each end of the court and one off to the side
at midcourt. It is the duty of the two refs on
the floor to try and spot Hectics and to
generate a hysterical Berserk (scream) so
that all will recognize a penalty. The group
has five seconds to start a Hectic moving
again or ancther tull-throated Beserk is
issued. The Berserking ref must point con-
demningly at the Hectic until it is again pro-
vided impetus.

Every fifteen seconds after a start, the side
line ref puts an additional Rabid Nugget into
play until the final Berserk has been
recorded. The team is allowed six Berserks,
at which juncture the ref on the side line,
who is responsible for timing this melee,
jumps up and down waving his arms, yelling

STOP—STOP—STOP.

Frantic***

The team intent is to keep the Rabid Nug-
gets moving as long as possible before six
Berserks have been recorded. This time span
is called a Frenzy. After a Frenzy, ask the
group to talk about and develop a strategy
in order to keep the Rabid Nuggels moving
for a longer span of time; i.e., increasing the
duration of the Frenzy.

Rule Refinements for Frantic
Freaks

A Rabid Nugget must be kicked (only
kicked) randomly or to another player. It
may not be held underfoot and simply
moved back and forth. This rule was recent-
ly included to counter the basically sneaky
player who's always looking for a way
around the rules in the guise of initiative.

It a Rabid Nugget becomes a Legic or
llogic, the ref must get the nugget back into
motion. An illogic receives an immediate
berserk.

Oftficial optic yellow USLTA tennis balls are
not essential to achieve satistying play. The
short game version involves using bowling
balls or helium-filled balloons.




Substitute balloons for old tennis balls, and
you have Bafloon Frantic. This lofty game is
best played indoors in a high ceiling gym-
nasium or outdoors on a windless day.

Ask each participant to blow up a balloon to
about 12 in. diameter size. Don't use so-called
“penny balloons” as they are too small when
expanded and don't result in satisfying play.
Inflate at least 6-8 extra balloons to serve as
throw-ins for the 15 second rule, or as
replacements for the inevitable broken balloon
(boomers).

The basic rules for both games are identical
except for the start. Ask each player to throw
their balloon into the air, rather than having
the referee start things with a kick, as in the
basic Frantic.

Be sure to have a camera available to
record this game on film, because the
technicolor action is poster material.

Balloon Frantic ** ®

X
®

Rabid Nugget Redux

Here are two more tennis ball games to fur-
ther justity retiring more of those dead fuzzies
that aren't responding tc your devastating top
spin shot.

But first, a preliminary bit of information
about using paper cores. (Hold onto those
balls over there, or Il have to collect them!)
Paper cores are the discarded center sections
of industrial rolls of paper. These substantial
cardboard cylinders measure about 3 feet
long and have a diameter of approximately 16
inches. The best part about them is that they
are free — usually. Try to find an industrial
paper producer in a city near you and ask for
the core discards; companies are often glad to
get rid of them. Take a station wagon or pick-
up truck and load up, as there are all kinds of
adventure curriculum uses for these multi-
purpose cylinders. The reason ['ve written all
this core material information (while you're
standing there fiddling with your tennis balls) is
that the cores are integral parts of the follow-
ing activities.

19




P& 1. Smoke Stack *

i Cn a flat uniform surface see how many
cores can be stacked on top of one another to
form a column; no props allowed, just people.
The record number of cores is more than you
would initially believe, and probably higher
than you want or need to go.

Caution — it the column begins to fall
{(watch the top) during the stacking process, let
it go! Trying to catch the tumbling cores is
unnecessary and dangerous. The falling cores
will not damage the gym floor.

You will neec. a completed column (7-8
cores for the game Paul’s Balls, but if you feel
like knocking the stack down (How can you
resist?) give participants a tennis ball or three
and see if they can knock off one core at a
time by throwing the balls at the top core. You
can also suggest a group blow. It won't work,
but it's interesting to see thirty people trying to
blow over a huge jointed paper column.

20
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This active, minimum skill activity was
named after its originator, Paul somebody-or-
other. If his name had been Fred, we would
have had to think up another name.

Each person has one tennis ball. The object
is to see how long it takes the group to put all
the balls into the core column by lofting them
up and in. The column should be about 7-8
stacked cores high in order to produce a
substantial group challenge. It's interesting to
witness and hard to explain how engrossing
and enjoyable this simple task can be. Time
how long it takes for the group to “sink” all the
balls. After a briet strategy session, time a
second attempt and see if the group has
learned anything about cooperation as a result
of the first attempt.

[How do you get all the balls out? I'm sure
you and your students can find a way. If you
have Hula Hoops available, an alternate game
is to see how long it takes the group to toss all
the hoops up and over the column. The name
of the game is, of course, Helga's Hoops.

2. Paul’s Balls *** 'ﬁ,@

A Safe Stack i

If the idea of stacking paper cores to a
height of 8 or more is distressing from a safety
standpoint, or if obtaining the paper cores has
proved difficult, try stacking firmly inflated
automobile inner tubes. If the stack falls over
in mid-attempt, there is minimized danger of
injury — falling inner tubes don't dent heads.

You may experience some problems using
inner tubes and one is finding them, as most
auto tires are now tubeless. Another hassle is
storage (you will need about 25-30 tubes for a
world class effort) unless you plan to deflate
the tubes each time. However, if this deflation
idea makes sense, your time priorities may be
out of sync with the world.
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It's hard to appreciate the use or enjoyment
of this multi-ball activity unless you become in-
volved. The name of the game might as well
be, "What am [ doing?” The activity satisfies a
need for movement, accomnplishment and per-
sonal satisfaction in addition to being more
totally kinetic and visual than any other group
activity 1 can think ot (besides rock'n roll).

Give each participant (10-50 people) 3-4
rabid nuggets (tennis balls) and ask the players
to arrange themselves behind the mid-line of
an indoor basketball court; facing toward one
of the backboards. (For this throwing se-
guence to work, there must be a wall behind
the backboard; i.e. not bleachers.)

Indicate that on GO, they are to aim and
throw their hardest so the nuggets hit the
backboard and to continue throwing, at-
tempting to produce a drum-like “tattoo”
sound on the backboard. After firing their
initial nuggets, they must nab a rebounding
ball or two and continue their assault.

All the nuggets will not rebound back to
the throwers, so a couple of volunieers must
position themselves somewhere under the
backboard to refrieve stray projectiles. Being a
retriever is not as crazy as it sounds, since all
the throwers are aiming well over the
downcourt volunteers’ heads. A ricochet might
bounce off one's head or body, but the action
potential and minor consequences make the
“under fire” position more attractive.

Let the “fire-a*-will” action continue for at
least a minute. The sound and movement are
rewards in themselves. In addition: 1) Those
people who like to throw and throw well can
“chuck” as many balls as hard as they want to
and cheer their own efforts and accuracy
(because no one else is paying attention to
them or can tell who's throwing what where).
2) Those folks who can't throw weli can either
throw a few nuggets or none at all without
fear of censure, because (as above) nobody’s
watching their efforts.

After things slow down a bit, ask each per-
son to retrieve and hold 2 or 3 nuggets. In-
dicate that you want to start the same activity

Tattoo**

but this ime by throwing with the opposite
arm. The results are humbling and humorous.
Almost everyone does poorly, cxcept the am-
bidextrous few, so reluctance to try is quickly
put aside. After 30 seconds ot high arced and
poorly aimed throws (and much good-natured
ribbing), let them finish up with a few good
hard ones by signaling them to return to their
natural throwing arm.

Nugget Alternatives:

1. Ask a nuggeted group, standing at one end
of the basketbhall court (backs against the wall)
if they can hit the far wall with a ball thrown
by their “opposite” arm. After a few attempts
(some success, some not), let them finish up
with a few throws with their “good” arm. You
will be surprised at how many good athletes
cannot throw a ball the length of a bhaskethall
court with their "non throwing” arm.

2. Request that everyone pair up for the next
activity, the "Howitzer Throw.” The obhject of
this command/response bit of cooperation is to
have one participant tell his'her blindiolded
(eyes closed) partner where to throw a ball in
order to hit a target (backboard, championship
pennant, buzzer, etc.). The partners may not
touch one another; only words of direction are
allowed. Six shots at one target are delivered
and then another target is chosen. People
should not become target material. Switch
roles after a few attempts.
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Scatter your collection of rabid nuggets
(tennis balls) onto a floor area and arrange
them so that they are randomly but somewhat
equally distributed within and about the avail-
able area of play. About 300-500 balls are
required for a typical mine field arrangement.

The object of this highly visual activity is to
verbally guide a blindfolded partner through
the mine field to the far sate side. Verbal
directions must come from the sidelines; i.e.,
the verbal leader is not allowed to stand next
to his'her pariner within the mine field.

The soft-footed jaunt from boundary to
boundary is timed. For each nugget touched
there isa 15 sec. time penalty added to the
final time. Have each pair trade roles after an
initial attempt.

For intense alternative action try the pursuit
variable of releasing a heat seeking missile
(HSM).

In this game action the blindfolder player
(as above) is called The Sidewinder, a highly
accurate and devastatingly destructive
missile. The Sidewinder is aimed at a target
on the far side of the room (chair, table, etc.)
and is set in motion by the person giving
step-by-step instructions. If the Sidewinder
touches a tennis ball enroute he/she must
swing both of their arms in a full circle 15
times, counting aloud each revolution.

Sixty seconds after the Sidewinder is
launched an antimissile missile is also
launched. The second blindfolded player
represents a heat seeking missile and is try-
ing to destroy (tag) the Sidewinder before
the target is reached. If the HSM touches a
nugget, he/she must bend over and touch
their toes (ankles, knees, whatever) 10 times,
counting each repetition aloud.

Filling the floor with Sidewinders and HSM's
provides a military melee of more than
modest proportions. Great funtor all,
warhead affiliation notwithstanding.

Mine Field**

Where the Balls Are

It soon becornes obvious that to properly
offer the preceding tennis ball activities, you
need "beaucoup” balls. From past expar-
1ence, the following sources for used balls are
worthwhile pursuing.

BEST -~ Make a deal with a tennis club or
pro to barter or buy their used balls. Tenms
facilities use an inordinate amount (hundreds)
of balls, retiring them after only a few sets.

Tell the owner that the balls are to be used
aneducational program and are not to be re-
cycled for proletarian court play. (Non-protit
organizations and schools may allow a donor
to take a charitable deduction at tax tme).

NOT BAD, BUT SEASONAL — Check the
rooftops of a school's gymnasium. Gym roofs
are invariably flat (that's why they always
leak), and they eat tennis balls (and shoes.
locks, golf balls, etc.).

POOR, BUT GOODFCR A FEW —

Stand around a municipal tennis court and
sneak off with out-of-bound balls. Be tair
though— let the ball come to a stop before
you claim it.
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i’ Old socks, weighted with sand or rocks,

have been thown around by kids for years
| and years; even | remember doing it. The
New Games Foundation popularized this
@ spontaneous fun by replacing the sand (which
doubled as a weapon) with a nerf bail and
calling the centrifugal device a something-or-
other; it's a whimsical name that I can’t recall.
(Did the old spinning sock have a name when
you were a kid? [ can't seem to remember
ever calling it anything but a “rock sock”;
a sobrnquet that mothers and homeowners
near my turf learned to hate.)

Try playing catch with a sand-weighted
sock. Keep moving apart as you become
more adept at throwing and catching. See
which pair of ihrowers on a fcotball field can
move the farthest apart and rmake a dual catch.

If you don't have any sand arcund for fill-
ing the sock, try inserting a tennis ball or a
nert kall. Den't catch the weighted end, but
try and snatch the flapping tail--much more
aesthetic and skill oriented. The first tew tries
al throwing for distance are usually wildly
naccurate, and dangerous if you are standing
too near the thrower (nerfball excluded). A
discus-like spin produces the farthest and
most errant throws; some tosses head straight
up or backwards. Some throwers, into the
zen of existential sand socks, feel there is no
barkwards if youdon't care where the
thrown implement i1s going. Watch out for
these guys!

Comet Ball
Horseshoes**

Use two hula hoops or inflated bicycle
inner tubes as targets and place them
approximately 25 yards apart. Use sand-filled
socks as horseshoes and play regulation
horseshoe rules using this suggested scoring
system:

10 pts. - sock completely inside the tube
or hoop
5 pts. - sock touching the tube or hoop
2 pts. - 6" away
l pt. -upto12”
12" or more away — forget it!

Ultimatie
Comet Ball*

Yep, you guessed it—right from the world
of Wham-O. Rules duplicate those of Ultimate
Frisbee. The behind-the-back shotis an
absolutely classic move with a weighted sock,
and notwithstanding the aesthetic qualities
and form-pleasing characteristics, it should be
outlawed because of sock/iock contact with
resultant diminished desire to continue play.

Before leaving the world of socks, a few
suagestions: 1) If possible, use long socks
(. 1ch better flight characteristics and cen-
trifugal leverage). 2) Make sure the socks are
one of a kind or well used; to maintain marital
or family peace. 3) Fill the socks with flour
and have bludgeon-each-other contests (no
head shots, please).
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[ think this game is unique. | have tried
only pieces of it as part of another game, but
its potential is worth developing—the action
and reactions are fast and well received. The
following paragraphs introduce the two
objects of play and offers an outline of game
possibilites.

Mirrors

These surrogate laser reflectors can vary in
size from the small purse mirror type to as
large as you can atford or attempt to carry.
The mirror serves as a game weapon. It
reflected sunlight (flash) is seen by an
opposing player, that player is frozen
temporarily (movement from the immediate
area is restricted for 2 minutes). A small mirror
1s easy to carry but is hard to aim accurately.
A larger mirror, say 10" x 127, refiects
considerably more light and is easier to am
because of the more visible light beam. As it
hits various objects there is no doubt whether
you have been zapped by a mirror; the
reflected glint of the sun sets oft a retinal alarm
that's hard to ignore.

A pre-game joint decision that adds to the
game's enjoyment is the agreement that all
players hit by a light flash must punctuate
their retinal trauma by falling down and
simultaneously yelling, thus indicating to the
light wielder that he/she has scored. Picking
off a player from 200-300 yards distance is
undeniably fun and strategically useful.

Various ploys can be used to counteract
the flash. 1) Don't look at a player.whois
trying to flash you. 2) Wear a set of goggles
(we crll this prop, the Goggles of RA) that are
somehow woven into the game to provide
immunity from the mirror's devastation. 3)

Try reflecting the sun back at the person in-
itiating the flash: called the Quid Pro Quo
Flash or QPOQF (pronounced simply, Cue
Pee to knowledgeable players). 4) Try to
maintain as much of a "downsun” position as
possible. Be careful though, a large mirror is
capable of reflecting 360°, depending upon
the sun's position in the sky .

Mirrors and Mo. iars**

Mortars

A mortaris represented by a long sock
with 2 or 3 tennis balls dropped in. Long
sports tube socks work well, but panty hose
drawn and quartered are better. Plop in the
balls and tie off the cpen ends withan
overhand knot.

The sock mortar is used as a weapon by
throwing it much as a mortar is projected; in
a long parabolic arc. The rules concerning
such a throw are: a) The mortar, to be effec-
tive, must land within 10 feet of the opposing
player. b) The mortar must achieve at least a
10 feet apogee (height) to be armed. c) All
players (including the thrower) within the 10
feet diameter devastation zone are “frozen”
for two minutes.

If the mortar's tail is caught during its
descent by the proposed victim, the thrower
and anyone within 10 feet of him/her are
frozen for three minutes.

Long-arcing throws (40 yds. or more) are
possible by twirling the sock (discus fashion)
before letting go. It 3 players join hands they
become a "tank” and are invulnerable to
mortar shots.

Ultimately, there should be some definable
reason for all this flashing and twirling;
perhaps a team competition of sorts? Pattern
it after the game, Capture the Flag, where
each team seeks a particular object and must
take the retrieved talisman to a winning area.
To extend the length of a game, use two
retrievable objects.

The obvious limitation to this game is the
need for sunshine. A perfectly clearday is
not necessary, however, because intermittent
clouds add a different twist to the game;
reducing the power of the light wielders. It it's
an absolutely gray day — stay home; who
needs it?

Admittedly, the above rules are not in
logical order and the context is a bit shaky,
but here's your chance to make up your own
rules. We have used the socks and mirrors
successtully as part of another game, so |
know they work as “weapons”: fun to use and
funtoavoid.
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Since you already have a number of small
pocket mirrors around for use in the
preceding game, try this tast action one-on-
one confrontation.

Hold the mirror on your hip, asif you were
reaching for a six-gun. In a paired-off situa-
tion, with the poter tial Wyatt Earps standing
about 10 yards apart, you are ready fora
showdown. The first fast-draw artist to hit
his/her opponent’s retinal area with a flash is
the winner. Play again, or challenge the
champion. Note the opportunity for inventive
role-playing.

When two people face off, the sun must be
situated so that each player has approximate-
ly the same light angle to use, otherwise one
player has a distinct advantage. Skewing the
angle might not be a bad idea to develop
parity amongst combatants.

Have the pairs stand farther apart to offer a
more difficult target. There should be no
doubt in the players' minds when they have
been flashed.

If the thought of “gunfighting” does not
appeal, have the two flashers face “up-sun”
toward a shaded wall. Using an agreed-upon
target on the wall, these fast draw contests
can be considerably less sanguinary .

Think of team contests although team
affiliation isn't the appropriate word in this
case—think. . family (the Earps, Dalton
Brothers); or gang (Jessie James', Hole-in-the-
Wall Gang, etc.). Picture groups of mirror
wielders trying to "wipe-out” the opposing
flashers. Such a contest could begin in an
open field and spill over to a wooded or
building area. Have you ever been flashed
from behind a Shag Bark Hickory?

3
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Off the Wall (Indoor Frisbee Game)** @
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This atypical frisbee game (is there such a
thing?) is an elitist variation of the old GUTS
model. This is not a game for everyone,
because some skill in throwing and catching a
frisbee is required. But wait—let me explain
the rules quickly before you skip this game
and miss out on some off-the-wall fun.

Arrange and disperse 6-8 people at each
end of a vacant gym. As in GUTS a frisbee is
thrown back and forth with the attempt to
make the other team miss (drop the frisbee).
The major rule change here is that the frisbee
may hit the back or side walls (or any other
obstacle that can be aimed at: a backboard,
for example).

Ceiling shots resultina "no
throw”—neither team adds or subtracts a
point. (The reason for this rule is that
many ceilings are “soft” or are of the
drop ceiling variety so that hard frisbee
throws can cause property damage and
hassles with the custodians.)

2. Short thows (short of the catchers) also
result in a “no throw” situation.

3. The frisbee must approach the defenders
between a 45° and horizontal level, ora
"no throw" results.

4. Impossible-to-reach shots are judged in-
dividually and result in sorne memorable
arguments.

5. Skip shots are allowed if the frisbee
reaches the defenders at a minimum of
waist height.

6. Only one-hand catches are allowed
unless the decisior of both teams is to
make the game ec. sier, then two-hand
catches are OK.

7. Tip or rebound catches (from player to
player)are OK, and in a heated contest
programmed fumbles can be spectacular.

8. No "flying missile,” knock-off-your-
fingernail shots are allowed. However,
direct shots are acceptable; i.e., not oft-
the-wall.

9. Your team can receive multiple points if
the frisbee hits more than one object. Ifa
saucer hits two walls and a backboard, 3
points are awarded for that throw if the
throw is dropped.

Off the Wallis a fine game for the talented

frisbee thrower, but its drawbacks include:

1. Atleast a moderate skill level is required
to enjoy the game.

2. Only a comparatively smail number can
play.

3. Anentiregymisneeded toplay.

1
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Since you have taken over the gym fora
game of Off the Wall, try this airborne varia-
tion of shuffleboard.

As in shuffleboard or horseshoes, two
players compete against two other players.
The object is to throw your team's frisbees
(3-5) into the key (circular) area at one end of
the gym from the far end of the gym.
Throwers stand just beyond the out-of-bounds
line under the basketball backboard.

The key is divided into three areas. The
closest (and smallest) area is worth 3 points.
The next area scores 2 points and the far
area 1 point. If the frisbee is touching any
line, ne points are scored.

Smooth, low, gliding (on the floor) throws
work best. With additional practice, it's
possible to knock an opponent's frisbee out of
a scoring area, or into one. Each team must
use different color frisbees to avoid scoring
confusion. Softies (flexible saucers) work well
for thisgame also.

Sardines**

| was introduced to this hide-and-go-seek
game by the participants in an adventure
workshop in North Carolina. The game works
best in an area that has lots of nooks and
crannies (of ample size) to jam lots of bodies
into. An open gymnasium is nota good
choice. The game is best played at night
indoors ina large multi-story building.

The Game

Traditionally, the person designated as IT in
a hide-and-seek game should countto 100
with eyes closed while everyone else hides
."97, 98, 99, 100...anybody around my
base is IT.” However, in this game, the IT
hides and everyone else tries to find the hid-
den IT.

As the seeking folks wander about, poking
into closets or behund doors, they should be
aware that if they spot the [T person, they
must joir. [T in hiding by sharing the hiding
place (thus the name Sardines).

The game continues until everyone has

found everyone and the seekers become one
group with [T.

This is NOT a game to build trust, as you
must be fairly sneaky fo join the IT without
bemg seen by the other seekers. For exam-
ple, “Sue, you godown the halland I'll go
this way”—knowing full well that "this way” is
tojoin the hiding IT, while Sue seeks the wild
goose.

A Classic Game Vignette:

A memorable Sardine game of recent
years, during which [ was the hider (IT)
allowed me to pick anideal corner in a dark
room as a hiding spot. [ was absolutely invis-
ble in that corner and no one had found me
20 minutes into the game.

I was sitting motionless with my knees tuck-
ed up next to my chest as a tenacious female
hunter came into my room fer the third ime
and announced to the dark that she knew |
had to be in this room. I could see he: outhne
againsta window as she slowly made ner
way toward my position; hands outstretched,
feeling for the Sardine she ESP'd was near.

As her groping hand neared, I leanect my
head back as far as [ could so that [ was then
looking at the ceiling. Sensing that she was
near, her probing hand movements cuick-
ened and one of her exploring diaits entered
one of my well-positioned nostrils, End of
story. End of game.

3<




Moonball** g}:{g_

Moonball is an excellent one-prop-game Not too complicated, eh?
that develops cooperation and fast reactions. The tension and expectation builds as each
Play becomes intensely competitive, as a "world record” is approached. Moonball is
group competes against its last best effort. popular with all ages because it's simple to
Scatter your group (any number, but use 2 understand, requires little skill and invclves @
or more balls as the group size demands) on (like it or not) everyone.
a basketball court or a field. Use a well in- Do not use a volleyball, baskethall, etc., for
flated beach ball as the object of play. The this game. A beach ball is a non-intimidating,
group’s objective is to hit the ball aloft as fun-related object of play and its flight
many times as possible before the ball strikes characteristics fit in well with the low-key
the ground. emphasis.

Rules: (1) A player cannot hit the ball twice
in succession.
(2) Count one point for each hit.
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Whacking a golf ball around the links is a
comparatively unphysical means of spending
exercise time, from a cardio-vascular stand-
point. I'd like to further reduce your oxygen
uptake by introducing you to Paper Golf, a
fiendishly clever, intriguing, and fascinating
paper and pencil game of golf.

You will need 18 sheets of unlined paper.
The size of the paper is up to you, but
generally the larger the paper, the more
demanding (not physically) the game
becomes.

Refer to the illustration for a typical Paper
Golf hole set-up. Your imagination and golf
experience will allow you to make up the
other 17 holes on separate sheets. Imagina-
tion counts for more than artistic ability.

The game is best played by a foursome
(that's golf talk for 4 players playing a round
[9 or 18 holes] together), but can be played
by any number; i.e., until the pen or pencil
lines become confusingly intertwined. Use a
different colored pen or pencil for each
player.

To Play

Golfer number one places the point of
histher pencil/pen directly on the paper
anywhere between the two markers
designating the tee. (It quickly becomes ob-
vious that this paper game of golf uses the
same vocabulary and rules extant in regula-
tion golf, and as such, provides an enjoyable
method of learning the basic vocabulary of
the game without suffering the frustrations of
“keeping your head down,” “maintaining a stift
left arm,” “controlling the back swing,” ete.

The player eyeballs the distance from tee to
green, recognizing the added stroke obstacles
that will increase the score, and plans a first
stroke (drive) that will place the ball (tip of the
pen) in a safe “well hit" area of the fairway.

Paper Golf**

After the player has planned his drive, he
must close his eyes and keep them closed for
5 seconds before moving the pen. Only one
continuous move (straight or curving) may be
executed. When the pen tip stops, the ball
stops. If the pen tip ends up in the bunker or
hazard, appropriate penalty strokes are
added to the score.

The player must then plan the next stroke
(with eyes open) and execute the stroke (eyes
closed) toward the pin (hole). To finish the
hole, the pen tip must end up directly in the
open area of the hole.

As you develop each hole on separate
pieces of paper, use your imagination to vary
the obstacles and distance and thus the par
value for each hole. Remember the old put-
ting adage, “never up, never in,” and on the
next hole “let out a little shaft.”
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Trying to referee this game can be as
confusing as trying to follow the rules. Better
reproduce the rules on your palm for a quick
reference. If confused, you can pretend
you're checking a blister or splinter or
something. . . Where a player runs after hit-
ting the ball, in ordinary softball, is predic-
table, but by radically changing the base-
running rules, a 12-week semester, everyday
ho-hum game can become a physical and
intellectual challenge.

lst inning - run the bases in reverse

2nd inning - 2nd base becomes st
base - lst becomes 3rd

3rd inning -When the ball is hit to the
right side of the field (or

34 @ )
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Which Way? Softball*

infield}, the player runs to
3rd base first and pro-
ceeds around the bases in
reverse. If the next batter
hits the ball to the lelt side
of the field, then the
players run fo lst base.

If the players are on base,
they must determine which
is the correct direction to
run based on where the

ball is hit.

Remember ref, the decisions are up
to you. It gets easier after the tirst
semester!

Pob O¥(son
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This lightning-fast,hand-holding game is
suitable tor practically any age level, and
particularly for a group that likes to compete
against 1itself.

Ask your group to form a hand-in-hand cir-
cle around you. A larger group will observe
more hand action taking place as the impulse
travels the circle than a smaller group
will—say 30 versus 10. Go for a larger
group.

Using a stopwatch (can you believe those
inexpensive electronic LCD walches?
—flashing rapid-fire numbers from who knows
where, and accurate to 1/100 of a second.
Functional and oozing mystique—what a
deal!), ime how long it takes to send a hand
squeezed impulse around the circle. Ask an
individual in the circle to start and stop the
impulse, saying GO and, eventually, STOP
when the impulse returns to the opposite

Impulse** ()
@

hand. m
Repeat the attempt a number of times to
see how much the group can improve their
speed (cooperation, phvsical reaction, antic- @
ipation, efficiency). Vary the activity by trying
the same thing with everyone’s eyes closed,
and compare times with the eyes-open
attempts. Additionally, ask the initiator to start
the impulse going in both directions at once
by squeezing his/her right and left hands
simultaneously. See if the head-on impulses
can pass through one another, or if they get
lost at a hand-held juncture; usually a pair of
confused and twitching participants.
Circle-centered impulses can be passed in
a variety of other ways. Slaps, bumps,
smacks, whistles, blows—this can be a very
intense experience. Experiment! Try lying
down in a circle—{oot-to-hand!

A group tries to spell out the words to a
well known proverb by using their bodies as
letters. (Forming letters with the fingers is not
allowed — too easy.) Another group tries to
decipher what the first group 1s trying to say

Body English*

The groups switch roles from time to time so
that everyone gets the chance to be histrionic
and contorted. Body English encourages

discussion, decision making, and cooperation.
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4-Way Tug of War Ropes
(or The Unholy Alliance)***

Use of these special 1” diameter ropes
often precludes the pull-off-your-arms contests
so characteristic of a single rope tug-of-war.
With 4 teams of up to 15 participants each,
players are able to develop strategies and
temporary affiliations that bring people back
for “just one more try.”

How to Use the Alliance Tug Rope

Cut a 100" length ~f ¥4” polypropalene (or
some such cord) and tie the ends together
(splicing looks better) to form a rope circle as
it lies on the ground. Marking every 25" of
this rope length, with tape, change the circle
to a sgquare. This rope square designates the
boundary marker. Use tent stakes at the
taped corners to form and hold the square.

Since each of the 4 pulling ropes is only
30’ long, it doesn't make much sense to pul
more than 15 pullers on a length—there just
isn't room for more to pull efficiently. Split the
group into 4 equal smaller groups and ask
them to assume the pull position (whatever
that means). Do not allow the last person to
tie into the rope. As a matter of further safety,
don't allow any knots to be tied in any of the
ropes.

As the Pull Master (PM), take the 4 pulling
ropes and set the center ring (the drop
forged steel ring to which all four ropes are
spliced) in the center of the boundary square
so that the 4 ropes bisect and are perpen-
dicular to the 4 sides of the boundary
square. Refer to photo:
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Aruitoxt provided by Eric:
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The PM adwvises, “take up the strain,” at
which time all pullers slowly beain to put
pressure on the ropes. After a couple seconds
of holding the rings on center and as the
pressure increases, the PM shouts PULL and
quickly steps back.

The deception and stralecy during the first
pull-off usually gives way to pure energy as
the teams exhaust themselves (and one
another) by pulling against each other at
right angles. It takes a couple of pull-offs for a
group to discover how brief allances with the
pulling teams to their right and left can pro-
duce victory for therr team. This very
physical contest is an announced anti-trust
activity.

A win is achieved when a team pulls the
center ring over the section of boundary rope
that marks their part of the square. If the
rings go directly over any of the 4 right
angles, it is a NO PULL, and the teams begin
again from a starting position.

4

Make sure yair let the teams try this activity
often enoughn so that team stratecnes can
develop.

Suggest game variations such as manc-a-
mano; 1.e., pitting 4 people agams! one
another with one puller on each rope
Establish tag teams of ditterent sizes or
opposite sex or mixed doubles, ¢xperiment.

[f you are the Pull Master, wat~h oni when
you yell PULL at the start, as rapid move-
ment of the ring can result in a horizontal
PM.

If you plan to put together your own 4-way
pull ropes, please be sure to cheose rope that
is advertised as stronger than the estin atea
combined pulling power of the participants |
also suggest using metal thimt les tor the
splices and a “/-" drop torged metal diameter
ring in the center.

This activity is physically exhausting—-don't
count on over 30 minutes of parhcipation

f




This game can have either a lot of rules or
very few, depending upon how it's presented
and “where the players are at.”

If the group 1s into fantasy and fun, the
extra rules and ritual are usually well re-
cewved. It the group is young and active, they
will want action and less explanation.

Give the groups what they want—it's a
acod workout either way.

General Rules (add or subtract
appropriately).

The playing area can be inside a gym (field
house! or on a marked field ({ootball, etc.).
There seems to be a certain intimacy (trapped
feeling) gained {rom playing inside a gym.

You need two teams of about 5-15 people.
The old “skins and shirts” team split works
well for this game; 1 e., male versus female.

Separate the two teams (however you
decide to divide the group) and give each
member a frisbee (plastic flying saucer),
making sure that each member of a team has
the same color saucer.

At this juncture, explain to the team that
thev must come up with a verbal insult to
hurl at the other group. The insult may
include no obscene words or ethnic slurs and
is delivered n unison or by the chosen DI
-designated nsulter).

After some in-depth insult discussion, the
cpposing groups lne up facing each other
about 30 yards apart. All Shoot Out par-
heipants must, at this point, holster their
irisbees. This 1s done by sticking the saucer
into the waist belt of their shorts, pants, etc |
m such a way that a quick draw can be
(oo nenes Zaentiemen should ke aware
that shoving the fnshee too far down into
their ‘holster” might result 1n a pre-game
mury that could remove them from the cormn-
rettion. Substitutions are riot allowed, so be
carehy])

As both grours nituahstically glare at one
4 tner, the sianal to beain 1s given. Ail
nernt ers, of opposite aroups, slowly stalk
t~ward one another (VERY purposelully —you

Shoot Quit**

know, like in High Noon, Gunfight at the OK
Corral etc.)), until they reach a line that
separates the groups by about 10 yards.
When both groups are aligned, the DI says,
"When you were a baby, you were sooo ugly
your mother fed you with a slingshot!” or
some-such invective. The responding group,
shocked and infuriated by such an incisive
remark, says in unison, "Oh, yeah?!" This
tradifional and expected response is the signal
for everyone to go for his/her frisbee, which
weapon must be thrown within 2 seconds
after the first frisbee is released, and certainly
betore a step is taken.

If a thrown saucer hits a play=r below the
waist, he/she must die a dramatic, histrionic
and noisy death (like in Rio Lobo, The
Magnificent Seven, or more recently A Fist
Full of Dollars), and lie on the flocr or field
until that segment of the game is concluded.

After a red or blue saucer is released, only 39
that color may be picked up by a team
member as the participants dash about trying
to find a thrown weapon and, at the same
time, protect themselves. Players may knock
a thrown saucer aside with a saucer, but may
not catch a frisbee that has been thrown at
them.

Play continues until all membcors of one
group have been properny “drilled.”
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"plugged”; i.e., eliminated. If the players
seem interested, a win or lose announcement
can be made, but the results are self-evident
and only momentarily significant. The groups
then realign themselves at opposite ends ot
the field to discuss strategy and prepare to
give or receive the next insult.

There is obviously a lot of tradition and
ritual that must be enjoyed (relived) to make
the game "work.” If the group is young and
more into activity than tradition—line them up
as before (10 yards) and let themn blast away
at a given signal.

This game can also be played “one-on
-one.” In such a confrontation, the two
players make their own rules. For example:
each player carries 2 saucers; a hit must be
below the knee; start as in a duel; i.e., back-
to-back, etc. Use flexible saucers, marsh-
mallows, or nerf balls in place of frisbees it
there seems to be a danger of hard, uncon-
trolled throws.

Sit Down
Dodge Ball*

Rule #1 - Use a large Nerf ball as the
throwing object.

Rule #2 - Head shots don't count.

Now, let's play!

Someone starts by being IT. IT tries to
eliminate players by hitting them with the
ball. If hit, a person must sit down on the
floor “indian style.” The afflicted person
remains in this legs-crossed position unless
they can snag a thrown ball, at which point
they are armed and b.ck in the game.

IT cannot run with the ball; only pivot and
throw. Being a basically good sport, IT can-
not (would not) delierately roll a ball to a
seated person. A variation allows moving by
dribbling the ball. Have your ever tried drib-
bling a Nerf ball?

Include two or more balls for increased
action.

This mini-bombardment game has been
played during a number of adventure
workshops with enthusiastic results. A large
house or gymnasium is best suited for the fast-
paced action, but a heavily wooded area also
has appeal. In a pinch, | suspect an open
field would be suitable, too.

You need a few articles of play—weapons,
actually. For this soft war action, tinted (two
color) marshmallows offer a safe and tasty
throwing implement for {reezing (cryogenic
suspension) your opponent.

Two equally numbered teams separate and
go to opposite ends of a house, gym, field,
etc. Each team member is given 3 marsh-
mallows of a particular color (red team —
blue team) and instructed to try and get to
the opposite side of the house, gym, field; a
designated SAFE area. The first team to
move all its players into the SAFE area gets

Full House*

to eat their weapons and/or receive eatable
team trophies. Two-week-old weapons are a
questionable taste treat—flambé is the
gourmet's solution.

As the players are passing (sneaking) by
each other, they can freeze opposing team
members by hitting them with a thrown
marshmallow (anywhere below the neck). A
cyrogenically suspended player must remain
immobile for 30 seconds after being hit.
Players may only collect and throw marsh-
mallows of their team's color.

You can probably imagine the potential for
fun as players run upstairs, through open
doorways and zip down halls, hotly pursuing
one another with their gaily tinted objects
du guerre.

Use blindfolds as headbands to ditferenticie
team members. Remember, that's blindlolds
as headbands, not vice-versa.

)




i Bofter Bonkers*** %

This simplistic, blatantly competitive game is
one of the most aerobic and least sericus one-on-
one confrontations I've played. Bonkers can be
played as teams, but the pure form is one
balloon, two players. Action on a gym floor is
most convenient because of the permanent boun-
dary lines. Use the center line of a basketball
court to place your well-inflated balloons (a 12”
balloon works best—penny balloons don't pro-
vide enough action). Both players, armed with a
foam sword, back off to the next parallel
line—I'm sure this line has a name, but you'll
recognize it because it looks very much like the
one that you put the balloon on. The playing
area is designated by the distance from cne
back line to another.

Play begins as each of the two players,
standing on histher back hine, and facing the
other player, rtuahstically slams his/her botier
against the tloor three times in rhythm with the
other player's similar efforts. On the third hit,
both players rush torward and try to hit the
balloon past their opponents’ back line so that
the balloon hits the floor beyond that line. A
player on offense is not allowed to physically
cross over his'her opponent's back hne.

A point is scored when the balloon touches the
floor beyond the back line. Best two out of three
pomntsis guaranteed to bring your heart rate up
to 160 BPM

Aaggression Bonkers allows a pleyer to cross
over histher opponent’s back line. A pointis then
scored either by hilting the balloon to the floor
{as belore) or bouncing the balloon off the back
wall. If you are playing on an ouldoor basketball
court, the back wall ruleis waived—a winning
shot 1n this case puts the balloon off the court;
i.e., out of bounds.

It you wishto play Team Bonkers, simply sup-
ply more people with foam swords. (Do not
substitute 2 x 4's for regulahon Botiers, because
sphnters may cause the halloons to burst.)

The balloons do break occasionally, sobe sure
to have inflated ones 1n reserve to keep the
game moving.

4
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Tusker or Add-On-Tag**

The object of this running game for 10-30
players is for one IT pair of hand-in-hand run-
ners to catch a fieeing pair and become a
catching quartet (hands joined to form a line)
and then catch another pair to become a sextet,
etc. Only the two people at the end of the
catching line are allowed to tag a fleeing pair,
{one hand anywhere . . .
It the line breaks at any point, a catch is

disallowed. This catching sequence continues un-

til only one pair is left and, as undisputed cham-
pions of speed and chicanery, become exempt
from turther chase and harassment.

If a running pair breaks grip or runs out of
bounds, they are automatically caught. To pre-
vent injury, do not allow pairs to run through or
under the catching line. Restrict the playing area
so that the game is active, but not so small that
the catching line becomes an encompassing

seine. In the past, I have set up three fixed boun-

dary lines and left the fourth boundary to be an
imaginary line marked by my extended arm
presence. This allows a comparatively small play
area to begin with (when it's hard for a single
pair to catch ancther pair) and an incrementally
growing area, as | occasionally and unobtrusive-

ly shuffle a few feet back. The students are so in-

volved with the game that no one notices a
gradual extension of the boundaries. (I haven't
been caught yet!)

well, almost anywhere).

Add-on Tag Variations:

{a) Offer a foam sword (tusk) to the catchers at
each end of the line. This extends their
reach and adds a bit of consequence to be-
ing caught (whacked). Experiencing a
double-tusked catching line cornering you
and your equally-panicked partner is an
adrenalin-pumper—a few benign squirts of
adrenalin beats a catfeine high any day.

(b) Tell the developing line of frothing catchers
that they are allowed to pivot; i.e. everyone
breaking grips, doing an about-face, regrip-
ping, and “tally ho."

(c) Allow the catching line to break apart after
a predetermined number of people join the
line. For example, when 8 players are
joined, they split in hall, lorming two
catching groups of 4. This halving at 8 con-
tinues until the game is over. This variation
is called BLOB by the New Games folks.
Atfter this gamne has been played a few
times, * becomes obvious to most that the
greatest problem involved in catching the
fleeing pairs is not speed or strength but
communication and group coordination. It's
worth talking about with the group.
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Samurai & a Kamikaze Variation***

The game, Samurai, is explained and pictured
in the More New Games book, made available
by the New Games Foundation of California.
Samurai has become a workshop favorite of
mine. In addition, a recent Project Adventure
workshop group developed an embellishment to
the game that is worth passing along.

There are a number of game success ingre-
dients included in Samurai that almost guarantee
acceptance and active participation by almost
any group.

1. Rules can be quickly explained and easily
understood.

2 Participants can unobtrusively remove
themselves from the game,

. Role-playing isencouraged and applaudcd.

3

4. Simple physical skills are used.

5. Satistaction results from participation or
observing.

A bare-bones description of the basic game
follows (refer to the More New Games book for
additional details):

Ask your group to form a circle around
you—about 4" - &’ between people. Armed with
a boffer (ideally) or any easily manipulated and
innocuous sword-like weapon, the person in the
center attemptstoeliminate everyone in the cir-
cle with high or low slashes of their ersatz sword.
These slashes are token strckes only; actual con-
tact must be avoided or the playersin the circle
will either lose trust and disperse, or lose trust
and retaliate.

If the Samurai (person with the sword) slashes
high, each participant included within the arc of
the stroke must duck or lose histher head and be
eliminated (falling to the ground). If the sweep of
the sword is low, a hop mustbe made or the
legs are removed, as isthe player. All of this
martial manipulation is accompanied by the in-
scrutable yells of the Samurai and groans of
dismay and simulated agony of the players—a
cacophony of oral action and reaction.

This last perronto remain standing is the next
Samurai.

After the basic game has been played a cou-
ple of times, try this kamikaze variation called
Samurai Suicide.

As the game begins, place a second sword on X
the ground in the center of the circle. Asthe

Samurai begins his/her circular sanguinary

forays, anyone in the circle can try to grab the

second sword (boffer) without being hit (actually

hit) by the Samurai's sword. Then, mouthing

whatever challenge or simu!  ed invective comes

to mind, the two adversaries have at one another

ina duel to the finish.

Rules for the Duel:

1. Noslashing strokes allowed—only thrusts to
the torso.

2. A winis achieved by touching your oppo-
nent, with the tip of the boffer, on the torso
only—head and appendages do not count
asatouché.

3. Donot use a rigid pretend sword for this
duel.

[f the Samurai wins, the opponent joins the
other vanquished players and places his'her 45
sword back in the center.
It the sword-snatcher wins, all the previously
truncated players return to the game, and the
new Samurai must begin again against a full circle
of players.

1
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Texas Big Foot*

Need a simplistic task that can't be done
{almost can't be done)? Texas Big Foot takes lit-
tle time to explain or attempt and provides a
humorous low-key task that is apt to fail. lf per-
sonal expectations arer’t paramount and image
is not on self-destruct, it's sometimes fun to
fail—particularly as a group.

Ask the group to form a circle (with you in-
cluded) so that everyone is holding onto partners
on both sides—arms around shoulders. Then an-
nounce that this activity is extremely ditficult to
accomplish and that morphological co-operation
1s essential to success and avoidance of injury.
Indicate that to accomplish the task the group
hasto(in their present arm-over-shoulder con-
figuration) take three giant steps toward the
center of the circle. To be successful, the final
step must end with the group still intact and
standing.

Count off the first step, then stop. Give en-
couragement and praise. Count the second
step—no comments are necessary or useful at
this point because of the laughter and convolu-
tion of the former circle. The final giant step in-
variably results in falling down by some par-
ticipants or complete distiguration of the circle;
1.e., failure to achieve the announced goal.

Admittedly a “lightweight” activity, but a nice
tone-setter toward sharing laughter and
unselfconscious touching.

Tickle-a-Pickle*

This quick laughter-producer is a natural
tollow-up to Texas Big Foot.

Asthe group collapsesat the end of the third
step, ask them to pack closely together (cluster)
and pretend briefly that they are picklesina
small jar. There is only one thing to doin that
type of situation~the instructor initiates a quick
tickle move on someone saying loudly, "Tickle-a-
pickle.” Tickling attempts sweep through the
group as finger forays and guffawed escapes run
rampant.




Shark*

There are innumerable games to try using a
cordless parachute, and many of themareso
simplistic as to be a bit tecious, but this one
plucked my sense of humor and macabre fan-
tasy. It is of the touch me/don't touch me or
humor/horror genre.

Asa group, stand in a circle, holding the
edges of the parachute (is there any other way?)
and sit down on the gym floor, pulling the edges
of the chute up to your waist with your legs
underneath.

Ask a person to act as the SHA 3K. This
nefarious individual scoots under the chute and
begins patrolling the confines of the chute’s
perimeter (the SHARK pool). When the shark
spies a pair of feet that lock delectable, she'he
grabs those appendages and while alternately
sgueezing and relaxing their grip (chewing mo-
tion), the SHARK pulls the victim under the
chute to join as a zombie shark. All thisis ac-
complished amidst much screaming and
thrashing about by the victim. Then, these two
sharks continue patrolling the poal, looking for
more wiggling meat. Continue play until the last
victim becomes the next shark.

Seeing a “shark" slowly approach your feel
produces a surprisingly tense feeling. Being
grabbed, finally, gives you a chance to release
your anxlety by acting like a victim.

Indicate to your sharks that subtly cruising the
pool adds considerably to the activity;i.e., don't
grabevery leg you pass by.

Parachute Possibilities gzgg

Tug-O-War* \r

A parachute guickie that doesn't work if your
chute has holes init—the holes get bigger, @
fast....

If your chute is divided into colors, setting up
the contest is easy. Reds against whites, or reds
against yellows against whites, etc.

Whatever—simply have your group securely
grasp the edge of the chute and pull with their
“team” until one group pulls another group
steadily in one direction. Watching the amount of
tension applied to the rip-stop nylon and the
stitches gives an idea of how wellmade a
parachute must be.

Cat and Mouse*

Position: Group kneels around the perireter of 47
a parachute and grasps the edge.
Object: For a mouse to stay hidden (uncaught)
under the parachute while a cat, crawling on top
of the parachute, tries to pounce on the mouse.
The group tries to help the mouse by rapidly
shaking the folds of the parachute up and down.
Suchirregular wave-like motion gives the mouse
some hiding space and is confusing for the cat.

Where-Am-I[?*

Position: As in Cat and Mouse, except
standing.

Object: For a blindfolded person, standing on
top of and in the center of the parachute, to try
and find the only path out of the parachute. The
path is designated by one or two people holding
their piece of the parachute’s arc to the floor,
while the other standing folks moderately flap
their sections up and down.

Verbal sound effects of a violent storm add to
the realism and make the task more challenging
and fun. If your gym floor is dusty or dirty, for
the sake of everyone's respiratory health, skip
the last two activities or clean the place up a bit.

AO




Balloons

Balloons are fun and they are cheap (com- games. (Quality balloons are considerably less
pared to Earth Balls). Geta gross and try these expensive when purchased by the gross.)




Blow up one of the balloons and tie off the
neck. Ask your group of 4-6 people to join
hands in a circle and try to keep the balloon
aloft (off the floor) by batting the balloon with
any parts of their body, including hands which
must remain clasped. If the balloon touches the
floor, the group loses use of their hands. As
balloons continue to eventually and inevitably fall
to the floor, keep removing parts of the anatomy
that are allowed to strike the balloon; for exam-
ple, elbows, shoulders, head, thigh, etc. The
group that eventually loses use of their {eet is out
and can then recycle to any point of the game
they choose. Watch for high kicks in a small
circle.

Addition to BOOOP

For you trivia butts, the name BOOOP comes
from the sound of an elbow hitting a balloon.

Anocther vanation requires the group to sit on
the floor while boooping the balloons. As a last
means of keeping the balloons aloft, allow ro
body contact, only air pressure; i.e., blowing.
Another approach allows a designated person to
call out EOOOP Commands. For example:
Hands only; heads only (then clockwise &
counter clockwise); sit down and toes only; on
your back and hands only, etc. Continue, using
as many parts of the anatomy as possible. This is
a functional variation in that misses or mistakes
have no consequence except laughter.

Finish by ordering the groups to see how long
they can keep a balloon off the floor by blowing
only.
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® BRAAAAAAACK- WHYTFFFF*

[ Everyone gets one balloon. The balloon should
be purchased in as many different colors as
possible; ecru, vermilhon, puce, etc. Also, buy
decent sized balloons; small ones don't remain

® aloft very long or provide enough action for
these games.

The Game

Ask everyone to stand inside the “key” at the
end of a basketball court (or fabricate your own
round boundary area), and blow up their
balloons jusi short of popping. (Have some spare
balloons available ) Don't tie off the balloon’s
neck, just hold on and get together with other
folks who have the same color balloon as yours.

One player, representing one leam's color
(you can have as many teams as you have col-
ored balloons) and standing within the circle
area, lets go of histher balloon, allowing it to jet
willy-nilly about. As the limp projectile comes to
rest, another team member of the same color ad-
vances to that point with filled balioon and
releases the rubber missile in an atiempt to fur-
ther their team'’s distance from the circle's
perimeter. Try launching your balloon like a
football: it doesn't add any distance, but it makes
you feel like you are doing something.

This sequence continues untll all the balloons
have been released. The team color champion is,
of course, that final balloon which is the furthest
from the circle. (Have a 50" tape measure on
hand for disputed distances.)

There is practically no skill invoived in this
game, sO no one seems to care who wins. The
fun is in the doing.

50
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It's time to put the balloons away—permanent-
ly. You're going to like this! Divide into groups of
3-5.

Place 3-5 balloons between your 3-5 person
group. Position the balloons caretully at about
midtorso level. As in deahng with dynamite
charges, it's the placement that counts. Then, put
your arms about your partners’ bodies and
prepare to squeeze, BUT . . . before mitiating
any gross psycho-motor movement, the group
shouts together, "Fire in the hole”—~that's to warn
any bystanders of the impending explosion(s).
You don't need any further instructions after the

squeeze starts.

It a particular balloon is giving your small
group a problem, ask for help from other
squeezers. I'm sure, volunteers will hurry over to
add their contractions and emotions toward a
final solution. One-on-one Fire-in-the-Hole 1s an
Intense expenience (o be savored with a special
partner.

Fire-in-the-Hole can be used successfully in a
number of hilarious and meaningless ways, n-
cluding: on a dance floor; on rappel; m a pool
and en masee .. a wrestling mat. Truly a game
tor all seasons, and riot many reasons.
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Obijeci: For an unknown killer to “kill” all the
people involved inthe game_ before they
discover who she/he is.

Set-up: There are many ways to pick a killer,
but the easiest and fastest is for the leader to ask
all the players to close their eyes, and then walk
briskly and abviously around and among the
players, tcuching one of them on top of the head
to indicate his/her sanguine role.

Rules:

To kill, the killer must wink at a player. If the
wink (not a blink) is recognized as the gilt of
eternalsleep, that player is dead and must
histrionically die, ending up flailing about or
shuddering on the floor/ground while emitting
outrageous sounds of agony, outrage and defeat:
this is not meant to be a subtle role. DO NOT
die immediately after being killed. Give the killer
a chance tomove away by waiting 15-30
seconds until your terminal sequence begins.

Asthe group mills about the playing area,
eyeing each other carefully (you must keep your
eyes open), and someone thinks he/siie knows
whothe killeris, he/she shouts, "l accuse!” The
accuser must be seconded by another player
within ten seconds or the initial accuser is
eliminated (burnped off) by the referee’s (your)
pearl-handled revolver.

However, if there is a second, you (the
referee) say, "On the count of three, | want you
both to point accusingly at the killer.” If both
players point at the same person and it is, in-
deed, the mass murderer—the game is over. If
the accusers point at different people, you quick-
ly reach for your revolver and polish off the two
maladroits who have so crassly offended the
group’s sensibilities. The game continues until the
killer is caught or until all the players have been
killed; a feat worthy of applause and a couple of
rousing “good shows.”

Variations:

1. Allow the killer to pass on the death knell
by shaking hands and pressing the victim's wrist
with an extended index finger. It is obviously not
necessary to kill every time a hand is shaken.

So then, here we go about the room en-

Basic Killer***

thusiastically shaking hands with everyone and
looking frantically for the deadly digit. All the
above rules for basic killer apply here.

2. If the vibrations of all this noise and
cascading bodies 1s distressing, try this "nice”
variation.

Everyone in the group must go around the
room whispering something nice to each player
encountered. The exception, of course, 1s the
killer, who will whisper something pejorative
having to do with one’s demise. For example, '
sure like your knees,” or "That blouse is out-
standing,” or "Your crew cut is cute.” The kilier
might say, "Here comes the kiss of death.” or
“Tomorrow you die,” etc.

3. If the games are dragging a bit and you
want to speed things up, introduce the plague
variation.

Whenever a player 1s killed, sherhe can (aiter
waiting a few seconds to let the killer move on),
take another player down as she/he falls to the
floor by touching someone (the plague). That -
fected player can then pass 1t on to another poor
soul if she/he 1s slow enough to be caught. The
dying person cannoi run around the room tag-
ging a series of peopls, nor can the inhal person
with the plague fall oa the killer. If the killer
carelessly gets caught in a plaque sequence
then it's either tast-talking time or just keepina a
low profile.

4. I your group is going to be together for
over 24 hours (camp, seminar, warkshop:, ‘ry
“24 hour Killer.” In this variahon of the game.
which lasts a full 1,440 minutes, there are two
new means of ersatz homicide.

a. Since some friendly lolk are turned off by
the violence of kiling, there 1s ancther
means of participant termimation cailed the
“Kiss of Death.” The killer, in this rase,
simply delivers a full-lpped smooch (as 1f
throwing a kiss, but with exaggerated lip
movements) to the vichm The alfectionately
terminated player has the remainder of the
game 1o choose an approypmate death
scene. Some of the macabre sequences that
have been attempted over the years are
unbehevable in scope and imagmation T
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not attempt 1o revive them in writing, as I'm
sure you will see them all if you play the
game often enough.) The lip-kiss-kill is dif-
4-uit 10 conceal, so the killer must be subtle
and sneaky.

b+ The second kilhing sicn is accomplished by

making the OK sign with your index finger
and thumb, and placing that digital symbol
‘your hand} anywhere on your body below
the waist. The “kill" is accomplished if a
player makes eye contact with your hand.
Group killing possibilities are endless.

From previous evpenences, I'd suggest ex-
~luding death sequences from eating areas and
slvo ask the players not! to make their demise so
realistic as toauhate hirst aid attempts; i.e., chok-
ma, apoplexy. convulsions. ete.

At the end of 24 hours, i's worth asking the
qroup to relate humorous or inventive ploys
useal by the killer-~and, also to ask each killer
wnat heshe thought of the role and its ramifica-
tons within the group and structure of the
workshiop

It may seem that everyone gets in on the fun
1 these ‘1ames except you—so here's a way to
i1k e iler and joinin the game yourself.

Everyone 1omns together m a cluster and puts
¢ne hetinto the center with a thumb sticking up.
Y. 11 announce .with everyone's eyes closed, in-
i tna yours! that you are going to squeeze a
rersen's thumb once. That person then will
re-an arsund all the extended thumbs (al! eyes
sty - losedr and squeeze scmeone else’s thumb
‘wire The persen with the double-squeezed digit
v willer Neal. huh?

Flay Killer more than once to discover some of
tho anptieties and straterems that make this
(pame 3¢ popadar

Hands Down*** a}:{%

People generally see what they want to see or
only what is being shown tc them. From the
standpoint of trying to solve an initiative prob-
lem, such tunnel vision results in frustration and
limited success.

This simple problem (demonstration, actually)
is designed to point out that immediately ob-
servable facts are not necessarily the combina-
tion needed for a solution.

Obtain five lengths (about 6”) of any type of
matching material (e.g., pencils, dowels, sticks).
Kneel down on the floor, pavement, ground, and
place the five pencils on the flat area in front of
you so that & pattern is formed—any pattern will
do. For example:

or whatever your imaginaticn produces. Ask the
group surrounding you to indicate the number
from one to ten that this arrangement of sticks
demonstrates. Sef up two or three different pat-
terns so that the group gets to see and guess ad-
ditlonal numbers that you are depicting.

o
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Bang. Youre Dead*

The gimmick—Set down whatever fanciful
€ _.nbination or pattern of sticks your irmagination
m conjures up, placing your hands, palms down,
on the {loor next 1o the sticks with the number of
fingers exposed indicating the number you have
® in mind. The sticks do not indicate anything.
Change the pattern of sticks and change the
number of fingers you extend (two fists on the
ground is zero; two hands down with all fingers
extended is ten).
Someone will eventually figure out what you
are doing. Use that person to maintain group in-
terest by asking him/her to name the number in-
dicated by each new pattern. If no onecatches
on after a few patterns, place your hands closer
to the s*icks or eventually throw the sticks on the
floor and ostentatiously slap your palms on the
areain front of you. People standing behind you
are generally the first to figure out the gimmick.
Be sure to finish up this exercise with a brief

This game and many like it belong to the

o4 statement of what you were trying to accomplish, I-klrlmw‘-there's-a-clue-but-I-can’t-figure-it-out
and what the gimmick was, because inevitably COTECthQ‘ < f i h
there will be a couple of folks still baffled by e object 's lor a group to ligure out why
your covert "digital” display whatever you're saying is true or why their reply
' is wrong.

In this particular game, for example, you say,
"Bang, You're Dead!" and then wait for a
response trom someone n the group indicating
whom they think you shot. The guesses begin
slowly and the frustration level grows apace as
you indicate through yes-no answers, aprarently
without reason, who has been shot. Then you
begin again with another "Bang, You're Dead!”
exclamation, pointing gun finger and headfake.

The clue in this particular game is, whoever
makes the first verbal response to your
"Bang . . . ." is the victim. Too easy? Try the
game and see how long it takes for the group to
figure 1t out. Remember, "Truth is obvious, after
its discovery.”

Other clues in additional games of this type
could be body or limb positions. If the group
becomes adept at spotting clues, try using
“eraser clues”; i.e., body movements or positicns
that indicate just the oppaosite for a clue. Exam-
ple: If your legs are crossed, then an uncrossed
leg position is the key. And then try double
eraser clues . . . .




Passing Crossed or
Uncrossed*

This around-the-campfire game is historically
played with a pair of scissors, but can be as el
lectively played with two pencils, two sticks, etc.

A leader initiates the activity by passing two
pencils to the person sitting to their left or right
in the circle. The leader says one of two things,
“Tam passing these pencils to you crossed,” or 1
am passing these pencils to you uncrossed.” The
leader indicates to the group that each person is
to individually receive the pencils and then pass
them on crossed or uncrossed, also verbally
stating both how they were received and how
they are being passed; i.e., crossed or
uncrossed.

Confusion begins when a player receives the
pencils parallel to one another and the passer
says, 'l am passing these pencils to you
crossed.” The group looks to you for confirma-
tion that this person is bewildered. Your confir-
mation of the passer’s correct assessment and ac-
tionincreases the confusion. Why are obviously
uncrossed pencils being passed “crossed? Asin
all these where-is-the-key problems, the obvious
pencils have nothing to do with the crossed or
uncrossed situation.

The “key" is the leg position of the person do-
ing the passing and the leg position of that per-
son towhom they are being passed. For exam-
ple, the person receiving the pencilssays, "lam
receiving thes. pencils crossed.” (Are the
passer's legs crossed or uncrossed?)and “Tam
passing thern on uncrossed.” (Are the receiver’s
legs crossed or uncrossed ?)

"'l see,’ said the blind man, as he picked up
his hammer and saw.”

I've Got the Beat** 3:}

9
Utilizing any object or even your own finger, ﬁ

establish a simple beat by striking that object on

atable, floor, etc. There should be no more than

8-12 movements to the beat. Perform the

movements of the beat a couple timesin front of @
your group so that they have a chance to

understand what you are doing. After you have
performed the sequence a few times tell them
that, "I've got the beat.” Then offer them the ob-
ject to tap with and ask if anyone else thinks they
have the beat. If your beat sequence is simple
enough you will have a couple volunteers who
think they can duplicate your actions.

Asin all these do-as-I-do problems the key is
not the obvious movement, but is revealed as a
pre or post movement or sound. In this case a
deep breath before starting the beat is the in-
dication or key to a “successful” beat. The key
can be any number of things, but the group
must begin to realize that the answer to these
types of problems (and many initiative type pro-
blems) is often not the visually obvious one.

Predictably the people who think they know
how to duplicate your beat are concentrating on
exactly what your physical motions are with the
beat objects. If, after a few tries, no one has "the
beat,” make the deep breath before starting
more obvious. It is amazing how zeroed in some
people can become to extraneous actions that
they think are the essential movements. As ob-
vious as you think your actions are in trying to
expose the "key,” there will still be some myopic
individuals that say, "Do it one more time.” | can
commiserate, having been that short-sighted
person more often than I'd like to admit.




Nerf Ball

i Knockaround* Tegwar
This game works as well cna field asina Tegwar is an acronym for, That-Exiting-Game-

gym. The use of a nerf soccer ball allows those Without-Any-Rules, and asa game it presents a

@ youngsters who are afraid of the speed and classic mental/physical exercise in logical confu-
momentum of a regulation ball to participate sion. Any obvious lack of rules within crsur-
without worrying about getting bopped on the rounding a game requires a fairly complex set of
nose. The rules are simple, and hocray for that. non-rules or acceptable contusers to make play

Set out two street hockey nets a distance apart possible.

that makes sense for your available area. Divide Forexample, if you are going to plan a
your group into two teams without employing Tegwar variation of soccer, (and you can't realily,
the sociogram technique of choosing up sides. because Tegwar is Tegwar and only alludes to
Then differentiate the teams with pinneys, rolled soccer in order to explain Tegwar) you must ig-
up pants, hat/no hats, blue pants/other color nore all the rules, better yet recognize that there
pants——not male/female, please! Throw out two are no rules, and then establish touchstones of
nerf soccer balls and play regular soccer rules. play; i.e., those gems of illogic points of concen-
When a goalis scored, you record the goal and tration. To score or make a good play is anillu-
throw the ball back in play near the center of sion that lasts only long enough to feel good and
the field. In this way, there is no need to stop the then melds into the next acceptable sequence of
action. If you are part of the action, somuch the physical action. Recognizing that there are no
better. established guidelines and operating meaningful-

ly within a game context without consistent
regulations is the key to understanding how an
unorganized semi-serious potpourri of play can
be exciting and fun without any rules.

've burdened you with all this twaddie to
simply indicate that Tegwar is child's play, which
is probably the best kind. Think of the above as
around-about introduction to an initiative pro-
blem. Take any game and reduce or change the
rules to that point where the structure of the
game remains intact, o/ participants feel gcod
about being pari of the action, and the joy re-
mains or has increased. A formidable task, but
it's worth a try or two, and who knows what
might emerge. It's better than running laps.
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Another esoteric game for the Mensa group.

Divide your group in half and situate them on
opposite sides of a volleybhall net. (Fortunately,
the playing dimensions of a volleyball court ex-
actly duplicate the NCAA Trash Ball specs.) Of-
ter each group an equal amount of dry trash.
(There is a wet trash variation of thisgame
called Garbage Ball, but permssion slips from
parents and custodians are required.) An exam-

ple of dry trash is——wastepaper, cardboard box-

es, light plastic, etc.

Make sure there isanample amount of trash:
trash equals action.

On the GO signal, each team tries to put their
irash over the net. Do not set a time hmit for the
game, rather indicate that you will signal when
the game1s over. This unexpected signal
prevents a team from collecting all the trash and
throwing it over the net seconds betore the time
limit.

The winner is, justly, that team with the least
amount of trash within bounds on their side of
the net. So that the teams won't suspect
favoritism by the referee, the ref must write
down on & sheet of paper the proposed hme
limit for each game.

This melee of low key physical misdirection
and laughter 1s a philosophical breakthroughin
experienhal education, ranking nght up there
with Mud Wrestling.

-
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Trash Ball* %
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Hula Hoops or More Hoops than Hula

t appears that not many folks use "Hula use them for?" as scientists, educators,
Hoops" for hip spinning now-a-days, although mathematicians and recreation specialists find an
keeping that infernal circle above my hips is still increasing number of uses for these simple but
a task that befuddles my lower anatomy. Curious intriguing plastic hoops.

storekeepers now ask, “What are you going to
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Try the following aclivity ona wooden gym
floor (a rubberized gym floor provides toc much
friction). Throw a hoop away from you with an
underhand motion and in the same motion im-
part a backward spin to the hoop. The hoop will
travel—rapidly spinning and gently bounc-
ing—away from the thrower unti} the backward
spinning motion overcomes forward momentum,
causing the hoop to spin in place for a couple
seconds and eve: tually return in the general
direction of the thrower.

Practicing this type of throw is preliminary
training for the next event: the Rodeo Throw.
Try to have lots of hoops on hand to include as
many people as possible.

Two participants stand next to one another at
one end of a gym; one as the runner and the
other as thrower. The thrower spins the hoop on
the floor {as above) and the runner attempits to
sprint out and dive through the vertically spin-
ning hoop without knocking it over. Timing is im-
portant, as the best chance to scamper through
the hoop is when it briefly spins in place. Two
trips through the hoop 1s possible but requires a
good throw, quick feet, and/or a small bod.

Varnations quickly present themselves from this
simple beginning as people align themselves dif-
ferently (opposite ends of the gym for
simultaneous throws and dives) cr try increasing-
ly dithcult tricks (feet first through the spinming
hoop).

Rodeo Throw** ®

X
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Circle the Circle**

Ask the group (15-30) to form a hand-mn1-hand
circle. Place two large hoops together between
two people (resting on their grasped hands). See
how quickly the participants in the circle can
cause the hoops to travel around the circle (over
the peogple) in opposite directions, through each
other (1.e., hoop through hoop) and back to the
onginating point. Use fairly large hoops for this
activity —they are sold in ditlerent diameters.

If's nteresting to see what the group’s response
1s when you ask. "Who won?” after both hoops
have circled the circle. It takes some thought to
realize thal the entire group 1s working as a
leam. No losers. No winners.




Hoop Relay* &

Divide the group into two parts and ask each
halt to queue up facing you. The folks in each
hle should be holding hands tront-to-back; 1e..
reaching backward through their legs to grasp
the free hand of the person behind them. This
relay requires two starters, each standing in front
of aline, designating the start, and each holding
3-4 hoops. Eachstarter, on a signal, begins the
action by placing 4 hoow over the head of the
hirst person in line and as soon as that hoop has
been moved to the third person in line, the second
hoop s starled, ete. If the starters want to
become part of the action they simply start the
last hoop and become the tirst personn line.
When the first hoop reaches the last personin
line, that individual runs to the front of the Iine
with the hoop, grabs the hand of the now second
person and starts the hoor moving toward the
end of the line. Conlinue until the original front
line person returns (o that position.
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Quail Shooter’s Delight*** %‘(ﬁ

It you know you are going to fail, it makes try- o
ing less of a trauma. m
The object of this throw and catch game is to
grab as many of the thrown objects as possible
and hold onto them. The not-so- obv1ous rationale ®
is to provide a low-key vehicle fo
unselfconscious participation.
Ask 2 or 3 people to stand back-to-back in the
center of a people circle that measures about
30" in diameter. The number of people in the
- \h middle and the circle size will vary according to
the numbers playing.
Using easily throwable and comparatively in-
s nocuous objects (frisbees, toldable saucers, nerf
balls, knotted towels, eic.), ask each person on
- the circle’s periphery to pick up one or two ol
the "balls.” On the count of 3, the group
s:mu/taneous/y lofts the throwing object toward
the 2-3 waiting targets. The catchers attempt to
see how many of the llying objects they can hold

‘ ’ onto. The results are predictably bad, and some 63
worse than others, but everyone expects it (after
® the first few tries) and the sequential ineptness
'- ® ? adds to the fun. The people who haven' tried
. think they must be able to do better than their

predecessors. Technigques and attempts abound
with pretty much the same result—much grasp-
ing, no grabbing.

Set daily world records. With 30 people
throwing and two calching, | have yet to see 8
objects caught. It's not uncommon for all 3
catchers to end up empty-handed.
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Here's a last-paced, blatantly competitive
game for 3-6 people, thal | remember develop-
ing with a group of friends on the beaches of
southern California many yearsago. At that
time, we used a football and that's still a good
idea, but with a diverse group you may have
more luck using a {risbee (the 97 gm model, of
course).

The playing area can be any field area that
doesn’t have a lot of obstacles to run into or trnp
over. There are no boundaries. Grass, as in most
active outdoor games, is the best playing sur-
face, unless a beachis handy (and that s ab-
solutely the ultimate barefoot surtace for jump-
around, feel good, land-on-your-head games).

The object is to try and make the person you
are throwing to miss the frisbee; for which slip of
the fingers a point is disawarded. When a player
accrues 10 points, she/he1sout and the re-
mainder of the players continue unhl only one
remains: numero uno, el campion del mundo

The throws are made in keeping with a pre-
game determined sequence (Pete to Jill, to Rod,
to Liz) and continues this way unless a piayer
who has Just missed a frisbee thinks he/she has
been taken advantage o! for one reason or
another and shouts "Challenge.” The offended
player gets to make a standing throw with the
frisbee at the person who made him/her miss,
from a measured distance of 10 yards. In the
event of either a miss or catch, the insbee con-
tinues in the new throw/catch sequence direc-
tion; 1.e., opposite to the way it was going.

(Gentlemen's rules are in effect throughout; 1.e.,

when a throw 1s made, the catcher must exerta
1009% eflort to snare the frisbee, butif thedisc
still drifts beyond hisfingers, the point 1s added
to the thrower's total, and if the catcher obvious-
ly "dogs it” or short-arms an attempt, the
disaward s his.

Catch 10**

Catch 10 strategy—Runnming toward the per-
son you are throwing to is okay and is actually a
good offensive move, but a pursuing player must
throw the frisbee from a distance of at least 10
yards away from the catcher. Trying to keep the
sun at your back 1s another bit of gamesmanship
that works. Try to make it as much a running/
catching game as possible by lotting high throws
well beyond where the catcher waits or by run-
ning to place yoursell, as a potential catcher,
near to the person you will be throwing to. Think
up strategies, add rules, change rules, breathe
hard, sweat!
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I have observed other people trying this
swinging idea n past workshops, but [ recently
tried 1t myself and can now attes! to what [ was
observing-—pe-ple having tun and being
challenged.

Fer ths activity, you will need a floor scooter
(essentially a 12" x 127 sechon of 44" plywood

that has four ball-bearing casters attached on the

bottom of the plywood in each corner) and a
dangling rope somewhere near the center of the
gym. Use of the 20" gymnastic climbing ropes

will work fine. You will also need a person wear-

ing a helmet, and lots of other folks to stand in a
circle around that person. (Brief reference to the
helmet situation, because I'm sure it caught your
attention. In some instances ol adventure pro-
gramming, you are sater with a helmet on, and
this 1s one of those times. The Scooter Swing ac-
hivity 1s not dangerous, but an unplanned fall to
the hard tloor is possible.)

Ask the group to make a large people-circle
around the rope to be used. The chosen parti-
pant stands on top of the scooter and grips the
rope Someone walks m from the circle and
gives the center person a shove, which scools

the rnider toward the tar circumiference of the cir-

cle where he/she 1s pushed back toward the
other side of the aircle. This compassionale
pushing and scooting conhnues until the person
tires of the nde or lalls oft the scooter. As long
as the nder holds onlo the rope, a fall 1s simply
shpping oft the scooter and sliding to a stop. Do
not allow riders to use black-soled shoes, or the
gym tloor will sutfer and so will your relations
with the custodians

As the rider becomes more adept, the cir
cumference of the circle can be expanded
considerably.

Ch

Scooter Swing** G0

This is fun, tolks—qgive it a try. It's a natural for

making up games. Two games 1o try:

]

. Alter each successtul push across the circle,

expand the aircle's circumierence by halt a
step until the rider eventually shps off the
scooter.

. Place a ten pin (or empty tenmis hall can) in

the center of the circle. The rider starts on the
scooter at the edge of the rircle somewhere.
The group attempls to knock over the ten pin
using the rider as the "bowling ball.” The rnder
tries to miss the ten pin by {ool movemenis
and body English. Count the number o
shoves necessary to knock over the pin. The
circle’s circumference remains the same
throughout each attempt. The larger the ¢ircle
15, the more chance the rider has of missing
the pin.

X
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Use the same type of scooter explained
previously in the Scooter Swing You will need a
minimum of two scooters, but having a few more
keeps things moving; 1.e., less standing and
waiting.

This aerobic achivity requires that the students
work 1n pairs. They will be “scooting” throuah a
slalorm course set up on the gym floor i an al-
ternpt to establish a ime. Each additional attempt
offers a chance to betler their record. Emphasize
parr sell-satistaction, because time comparisons
with other pairs 1s mevilable.

The nider sits on a scooter and puls his her feet

on top of a second scooter. The second member
of the pair stands behind the nder and provides
the GO, by pushing The salom cowrse 5 o
ple of Whl(‘h 18 outhned 1n the 1liustration, sheuld
include a tew nght angle turns, & couple “har
pins” and a straightaway--be nventive ttough,
but realstic).

A couple ot people 1n the group with diaitai
watches can be hmers unhl their turn comes up
As the pair attempts to make their lastest trip
through the slalom markers (cones), 1t hecomes
obvious that the pair which works toaether (the
rider uses histher hands as outrigaers to aid
balance and turning), shows the most improve-
ment. There 1s an intechous auahty to this achvt
ty. hecause each pair 1s sure they can “do it
faster next ime

Rule

1. One pair on the course: at a hime.

2. For each pylon or cone touched, a second
1¢ added to the total time. 1t a marker 1s
knocked over, add two secands.

3. [t the nder's teet come oft the front seocter
and tourh the floor, the nde mdy COT e
It the rider's postenor hts the tloor, the ride
& OVET.

Shneshotiing the nder s not allowed

5, Rider and pusher must mamntain physical
contact throughout the e . Partienar
iy over the hngh line.

6 Riders should wear a helme!

o

1

i Hl(i("r.‘i SNk wear cioves ORI I HEH
Py Jannicn Carne

Scooter Slalom**

Try to set up tne slalons conee o e v
aym toor), so that the start e nast o
same end of the avm,

As this achivity o
should he encour
and pnsher This s
recerved by the roslar
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Medley Relay®*

This1s a relay where the group competes
agamnst themseives or, more specihcally, against
a time or distance that they have previously
estabhished. In thie case, lotal distance achieved
by the group 1s the criterion.

Fach member of the relay team must pertorm
his. her best effort toward increasing the team'’s
distance from a starting line. The performances
are done i sequence, 1.e., one altter ancther,
with cach attempt being caretslly marked and
measured.

The evenls to choose from are as follows, but
the sequence 1z up 1o you. | have found that
tineshing with the handstand walk provides an
exciting hnale. All of these events are measured
trom an mnhal starting hne

Medley Relay Evente—il Standing broad
lona’ jump; 12! Standina backward jump; (3
Running lona wmp; (4} Cartwheel; (5) Dive and
Roll, 16) One-leaaed hop (naht and left leai; <7
Front torward thy: from a stand, (& Handstand
veaik Add whatever type of torward mevement
that seems to make sensge, or more appropriate-
Iy that 18 well recerved by the group This 1s an
achivity that becomes more enjoyable throuah
ropetiton

Tree Soccer**

During an adventure curnculum workshop last
summer, a aroup of us aot together belore din-
ner to play a bit of soccer. Teams were quickly
arranged. but no one could agree on how larqe
the goals should be, or where they should be
lorated A suaaestion was made to use two larae
trees as the acals The trees were about 40
yards apart on an olherwise open held Here are
the rules. The chiect (sconna a goal) 1s simpidy to
tut the tree trunk (below 6 teet) with the soccer
ball, all other soccer rules remain the same, with
the tellowinag twe exceptions: 1) There are no
out-ol-hounds 21 Alter a score, the opposite
teamn 1s allowed to make hirst contact with the
ball from wherever it caroms atter htting the
troo Considennag the above s apparent thal
there are oo timeouts or sloppade of play —a
very aerobic aame.

Bump** )

Bump 1s a bizzare indoor or outdoor game
which has unusual co-ed implications associated
with the action that develops. Be restrichve as to
anatomical catching positions if you fee!l that
your group-4s too immature to handle briet but
somelimes suggestive Juxtaposing of their b ties.
Now that I have your interest, here are some
rules and guidelines.

Working in teams ol three, the object 15 to
throw, catch, and transport a knotted towel or
frisbee approximately 50 teet to an empty waste
hasket and deposit the towel into the container
without ietting 1t hit the tloor «On a warm day,
and if your group’s sense oi hurnor allows, hali
hll the container with water !

Divide the group mte srnaller groups of three,
with one individual of the three arhing as a
thrower. Standing about 10-15 feet away trom
the two ratchers, the thrower gently lotts a knot-
ted towel toward his'her ~losely ahgned partner
The two catchers must trap the towei without us.
Ing their hands, arme. or shoulders, thus the
name Bump. Atfter catching it they must
transport (hop. run, shuttle} the towel to the
receptacle and deposit it within If the towel 15
dropped en route to the container, the par-
hripants must run back and re-catch the lowel

After a successtul depoait, the three teammates
run back to the throwing area with therr towel In
hand. and the player roles are .-hanged with one
of the catchers becoming the thrower

Play continues until the tewel has been suc-
cesstully plopped into the wasle basket 3 times.
The hirst group ot three to fimish wing the cham-
plonship. Second, third, and fourth place are
usually easy to judge, hut as the cheenng section
Increases there 1s a proportional dechne in will:
ingness to continte “Bumpina” by the remainina
players No preblem, everybody aets a ribbon

m BUMP
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Looking for a game that blends cooperation,
trust, and communication—here ‘tis

Each team {two teams) tnes to kick a hall past
the end zone; no goal markers, just the hne
marking the end zone. A kick over the hne
scores a goal.

Divide the group into two equal teams (equal
means numbers in this case because there's not
much skili involved in sightless games). Each
team divides nto pairs and one member of each
team puts on a blindfold.

Soceer rules act as a guide {o establish
parameters of play, but skills such as heading the
hall, passing. trapping, are impractcal at best
At this pre-game juncture, allow the pairs some
Prect e danes oy ot e ! tocsetber let
the siohted leader try ieading by attempting to
verbally guide his her blindiolded partner
around the heid

(Game Time! Have both teams line up at op-
posite ends of the hield. The achon beagins as a
referee throws or kicks hoth balls onto the field
In as neutral a manner as possible Shahtly
detlated socrer-sized balls are used to reduce
the distance a bail fravels if kirked sohdiy.

Blindfold Soccer* g:}

X
®

Rules:

]. Only the blindfolded member oi the pair
can make physical contact with the ball. The
sighted member can only offer verbal directions.

2. Members ol the pair or groups of pairs are
not allowed to purpesetully touch one another.
Normal game contact is OK as long as the
touching 1s not of a directional type; 1.e., pushing
a blindiolded player toward the ball.

3. There are no goalies. This rule will make
sense once the aciion begins. The word goahe
and redundant in this case are synonymous.

4.1t a hall 1s kicked beyond the sidelines, a
referee will kick the ball back into play.

5. Do not aliow and constantly warn agamst
high kicks. No one knows when a kick 1s com-
g, so encourage a side-of-the-toot putting
movement. Limiting high kicks 1s essenhal to sate
play. If the players do not comply, stop the
game: someone wifl get hurt otherwise.

6. Heavy boots are not allowed as instruments
of shin destruction.

Considerations

| There are two halls n play, which means
that either ball can produce ¢ goal. It lhe groun
1s particularly large, use 3 balls as this tends o
keep the players separated

2. After one sightless group nas stumbled
around the held for a few minutes (or alter a
goal 1s scored) ask the players to trade roles.
Give the new pair a chance to try out their com-
mand reaction funchons before starting agamn

3. Teach the "bumpers up” postiion =o that the
blindfalded players have protechon for the up-
per ventral part of their body It's hands and
arms up sc that palms are forward and at about
tace height Keep reminding the "thnd” players
to maintain this position
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Tube-e-Cide 15 an exhausting field game that
initally requires careful proctoring by the in-
structor in order to prevent unnecessary
roughness during play. Once the rules are
understood and followed, the game 1s a grand
physical bash enjoyed by all.

The objects of play are two large truck inner
tubes that, co ~1dering the populanty of tubeless
tires, are becoming harder to find. When Tube-
e-Cide is endorsed by the NCAA, I'm sure sanc-
tioned game tubes will become readily available.
For now, check out local tire dhscount stores for
used tubes, even {ubes with holes: patching 1s
easy.

The abject of the game 1s to score a goal by
pushing or kicking your team’s tube past and
through the opposing team'’s goal posts. {Use a
foothall held or your own goal markers.)

Divide the group (the more the better) into two
equal teams and ask the players to go to op-
posite ends of the battle field. Place the two
tubes on the 50 yard line, about 10 yards apart.
Each tube needs an indentifying mark that can
be easily recognized by the two teams. Use col-
ored cloth strips {red and blue for example) to
he around the tubes, or spray pant a section of
the tubes a disinctive color. Each team then
chooses a runner to ke blindiolded and a follow-
up runner to provide directions.

At the signal GO, the two sightless runners
start jogging from opposite ends of the held and,
uhhzing the verkal directions from their follow-up
runner (no physical contact 1s allowed), attempt
to be the first one to their tube. As soon as a
blue runner makes contact with their tube, the
entire blue team, waiting impahently behind their
respective goal line, runs onto the field and at-
tempts to kick their tube toward the blue goal.
The red team must remain behind the goal line
until their runner has touched therr tube After
intial contact 1s made with a tube, that runner
may remove the blindfold.

Tube-e-Cide*

Tube-e-Cide Rules

1. The first team to forward their tube over the
goal line receives a point and all play stops. The
tubes are set up on the mid-field line and play
begins again as above.

2. The tube may be forwarded by any
anatomical means (kick, push, knee) but cannot
be touched with the hands.

3. Hooking is not allowed. (Putting your leg
through the tube and attempting to hold the tube
stahonary.)

4. Ther