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INGLE CIRC

Flying Dutchman - This is a running game played in a sincle circle.
Everyone in the circle joins hands with his neighbors. Two playcrs erc nyige,
They join hands and walk around the outside of the circle and tag the joined hands
of two pleyers., These players immediately chase the teggers around the circle, '
trying to catch them before they get into the space once occupicd by the couple
that wns tagged. Partners must keep their hands clapsed while running. This gome
is like Slap Jnck cxcept that instend of tagging ono persor, the joincd honds of

two playcrs are togged. Therc are no pertners since a player moy hrve to run with
his neighbor on either side.

Have You Scon my Sheep = This is & running game played in » single
circle. Tie player who is "it" is called the shophord. He taps on gomeonc's back
and snys "Good morningl" The tapped plnyer who is a housckeeper says "Good morn-
ing." The shepherd srys "Have you seen my sheep?" The housckecper soys "How is
it dresscd?" The shephord thon describes as his sheep o pleyer, preferably one
who is stending not for from the housekecpor. As soon ns the shceo recognizes it-
sclf or tho housckeeper knows vho is being deseribed, they bagin to run. The house-
koeper tries to catch the shecp before it gets back to its home. If this h~ppens,
the sheep must go into the centor vhich is enlled "in the soup." = Thether or not
the shoep is crught the houselteener becomos the gshepherd for the next time. The
shepherd does not chaoses When he hos described his sheep he steps into the house-
keeper's place. :

Gome _Along - The plcyers learn the nemes of their neighbors then stand
with thoir left hrnds extended into the circlc. "It" wrlks around tho circle and
tokes someore's hond. That person catches on to someone elsc and so o line con-
timues to grow until the whistle blows whon eoverycne must bustle back to his owm
place nnd greet his neighbors by nome. The lnst man home is "It" for the next
time. If the circle is large several lincs mny be started from different points.
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Four boys mrke o smcll circle inside the big circle of players, During
tho first verse, they mave around in the opposite direction from the big circle.
During the second verse, or~ch boy chocses o sirl and the frur couplcs mnke o cirele,
moving around until the last verse vhen the boys swing the girle ~nd then lerve
them i» the circle to stert the gnme.

Rigen=jip-jis = "Twice 55 Games" - Tune "Rig-a=-jiz-jig"

As I wes wmlking down the street,
Heigh-ho, heigh=ho, heigh-hec, helgh-ho!
A pretty girl I chanced to mect,
Heigh-ho, heigh~ho, heigh-ho.

Chorus:

Rig-a~jig-Jjig, and eway ve go,
Avey we go, away e £0;

Ripg-a=jip=Jjig, and away we go,
Heigh~ho, heigh=ho, heish-ho.

One bor is in the center of the circle. Several mey cnter it if the
cirelc is lorse, He welks about inside the circle looking nt the girls until the
words "n pretty girl I chenced to meet" sre sung. Then he bows to o girl rnd they
gkip off rbout the circle togethor. Both thesc players remain in the circle for
the next time, ond cach selects n new portner. So the geomo continues. If the
geme following this is to be n couple grme, Rigeo=jim-jig should be continued until
everycnc hes a partner.

§lap Jock = The players stend in o circle, ¢lnsping honds. One pleyoer
runs around the outside of the circle rnd tngs anothcr as he runs. The plryur tog-
ged immedintely leeves his plnce nnd runs in the opposite direction. The object
of both runners is to get back first to the voerat place. Whoever guccceds, wins,
ond remains in that place, the onme left cut bocoming rurner the next timo. This
is sometimes varied by heving tho players bow, shake hends ns they meet ond soy
"Good morning: good morning: good morringl"

One, Two, Three, Chanzo - Tho pnrtnors stand back to back with elbews

hooked togother., An odd ployer vho is "It" stends in the center ~nd c~lls "Ore,
two, three, chrnge." Ho gets p portner cnd 8o docs everymne oclse execept one, whd,
bocomes "It" next time. No pair is sofe until both elbows are locked.

This game is not good for o mixod group »f children, et is excellent
for nll boys or all girls.

Third Man - This gome ie o form of thres deen. All 2f the players tmt
two toke partners and scetter in eny irreguler way. The pleyers forming cech
cmple stond facing ench other, with the distrnce of a long step between them, To
make o success nf tho game the distonce between the couples should Do emsiderable.
Of the two odd pleyers, one is runnor and the other choser, the object »f the lat-
ter being to trg the runncr. The runnor mny trke refuge betwocn zny two players
who are standing as n couple. The moment thet he does so, the "Mme towrrd whom his
bnck is turned becomes "third men" snd must try to escope beinz tagzed by the
chaser. Should the chnser tag the runner, they exchrnac vlaces, the runnor immo=
diately becoming chascr and the chnser becoming runner.
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Rye Waltz - The misic of "Coming Throush the Rre," is played in 4/u
time for the first four measures and in woltz time for the next eight measures,
going beck to 4/4 time for the last tvwo measures.

Partners stand in a double circle in waltz position. Ladies extend
risht toe, zentlemen left, touch floor (1), return to position (2), remeat (3,4),
then slide right, close, slide, close and sbep (5=%). Repcat this in the opno-
site dircction. Waltz for eight measures thern touch, close, touch, close anl slide.

This may be used as a progressive game if the nlayers finish the walte
in a circle and the girls move to the next gentleman on their right during the two
sliding steps.

Jump Jim Croy - (Music in "Twice 55 Games")

Jump, Jjump nnd jump, Jim Crowl

Take & little twirl and around we go;

Slide, slide and point your toe,

Then take another pertner and you jump Jim Crow!

Torm double circle, partners facing. 1. Join hands ond take two slow
end three quick jumps in place. 2. Turn pariner with light running steps. 3.
Each playcr takcs two slides to his right snd points., 4. Each pleyer joins 1»nds
vith the new partner he is novw facing end turns hin with four little runninz eteps
finishing turn with three little jumps in place. Ropeat whole dance with new
partnar.
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Chicken erowing on Sourwood Mounteia,
Hoy dey ding denz, diddle, dally, day.
So many protty girls I crn't count thom.
Hey dey ding dang, diddle, dnlly, dny.
My true love she lives in Letcher

Hey dey ding dong, diddle, dally, day.
She won't come = I won't fotcher her,
Hoy dey ding deng, diddle, dally, day.

My true love's o blue eyed daisy,

Hey dey ding, etc.

If I don't get her, I'll go crezy,

Hey dey ding, etc.

Big dog'll bark and the little one will bite you,
Hey dey ding, etc.

Big zirl will court and the littlc one'll glight you.
Hey dey dingz, atc.

My true love lives up the river

A few more jumps and I'1ll be with her.
My true love lives up the hollow,

She won't come cnd I won't follow.
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The pleyers stand in a circle of couples. They are counted off in sets
of four, but all face the same direction.

1l &2, "Walk with your partner" - couples walk about the circls, with inside
hands joined - 16 counts.

3. "Right hand wheel" - the two couples that form a set mcke & right-hand wheel
by Jjoining right hends across the set, the man with the lady in back, the lady with
the man in back - 8 counts.

4. "Left hand wheel" - turn and join left hends across the set - & counts.

Repeat indefinitely.

Brown Eyed Mary - (Tune - Polly Wolly Doodle adapted)

I. If by chunce we should meet on a wild prairie
In my arms would I embrace my darling brown-eved Mary.

II.a.Turn your partner half-wey round and turn the opposite
lady
b.Turn your pnrtner all way round and tcke the forward lady.

I. Partners skip or wall: beside cach other (16 counts)

II. a. The boy gives his right hand to partnor, mckes a half turn (U counts) gives
his le¢ft hand to girl behind, sand mnkes a whole turn with her (4 counts) b. He
then gives his right hand to his partner, turns her all way round, (4 counts) and
walks to girl ahead. (4 counts)

Pire in the Mountain - All the players but one form a double circle,
facing inward, erch Aayor in the outer circle standing directly behind his pnrtner,
The extraplayer, who is "It", stands in the center of the circle. Then he calls
"Fire in the mountoinl Run, men, runl" the players in the outside circle begin
immedistely to jog nround while "it" ond the players of the inside circle clap
their hnnds. When he stops clopping he end the inside players hold their honds
over their hends s 2 sign that "It" nnd the outside players are to try to get in
front of an inside pleyer. The onc left out becomes "It", and the game procoeds.

Tucker - Fast merch masic is pleoyed. If there nre more mon thean girls,
they rre told to go into the center while the girls moke a circle cround them nnd
vice versa. When the music starts the glirls wallr in one direction while the men
go the opposite wny. When the whistle blows, everyone trics to get a portnc. riu
the ones left out walk about in the center. The lender cnlls various commnnds s:ch
as YSkip," "Hop on the right foot," "Sknte," "Slide in, slide -ut." The couples
toke these commends until the vhistle blaws when the gentlemen bow, turn ~nd wrlk
_the other way until the whistle blows agein. This game lenves the group with
portners and is o good one to use at the close of a group of single circle gamos
if portner gamcg are to follow, It is much like Popularity and should not be used
on the same progrom with it.
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tain « (Twice 55 Geames with Music)

1, I'm Captain Jinks of the Horse Marines
I feed my horse sood corn and beans
I dance with the ladies in their teens,
For that's the style in the Armyl

2, I teach the ladies how to skip,
How to skip, how to skip,
I teach the ladies how to skip,
For that'!s the style in the Army!

3. Salute your vertner, turn to the right,
And swing vour neighbor with all your might,
Then promenade on the ladies! right,
For that's the style in the Army!

Partners stand side by side. Clasping inside hands. 1., All walk briskly around
the circle during first verse of the song, man on the girl's rignt. 2., On second
verse all skip around the circle. Partners face ready for third verse on "Army".
3. Man salutes and girl curtseys, both turn diagonally to the right thus facing
crosswise a new partner, Erch girl gets the boy from the couple behind her for
her new partner while the boy takes the lady from the couple phead., 4. Swing
this one with four ekip steps, finishing beside the new partnar. girls on the left.
All merch around the circla.
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A. From the fair there came a farmer
¢ On his back a bag of bran
And the bnd boy shouted ot him,
"Let those pigeons out, old manli"

B, "Let those pigeons out, old mani"
Let those pigeons out, old monl
And the bnd boy shouted ot him .
"Let those pigeons out, old manl" ’

Gentlomen taoke a lody on ench arm snd stend around the room in e cirele. Begin-
ning with the left foot, those sets of three wrlk briskly for 16 steps (thru).

Mon gives right hand to girl on his right nand turns her with four steps. Then in
his left hand he tnkes the left hrnd of the girl on his left ond swings her around
with four steps. During the last two lines of the song, the men stands with his
hands on his hips while the girls run to the men nhend of them and stoart over.
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LINE GAMES

Clothespin Rolay - Form relsy terms of not more thrn 10 plryers ench.
The captain of eanch team holds 15 clothespins. At the signal to start, he nuts
all of them on the floor in front of pleyer next to him. This one must pick them
up, ~nd place them in front of the one next to him. .Eanch ployer must hove all the
clothespins in his hnnds before he can lay them in front of his neighbor. The side
thnt can first pass them dom its line and bnck to its leader wins,

Alphobet Scromble = Eoch team lines up freing o chair upon which “ng
been placed o set of clphabet cards. Then a word is announced such ns "cat" tho
first three ployers (or more, if the word hns more letters in it) dnsh up to the
chrir, serrch out "C", "A", "™ and line up facing the bnse line spelling the word
by holding the letters before them. The team that first gets into correct posi-
tien wins o point, The cords arc replaced on the chnir, the players go to the end
of the line ~nd nnother word is announced.

Alphabet Race - Divide the players into two (or more if there are more
than 52 in the group) teams. Give each person a card with a letter of the alphabet
on it. It is not necessary to use the whole alphabet. Words are given below for
teams of 6, 8, 12 and 15 players., When a word is pronounced by the leader, the
players holding the letters in the word hurr: to the base line where each team
tries to arrange itself in the proper order toc sypell the word before its opponents
can finish. The leader should have a list of words ready so that the same letter

will not be needed in several places in a word. If a2 letter is double, shake it
back and forth.

VWords using all letters in alphabet:
femily nervous lock-step Juicy
zebra children quickly womanly
foxy { sociol education article
urgent paint brush

Spoke Tag - The players stand in n single file facing o common center
like spokes in a wheel. For o smell group there may be 3 lines with 3 or 4 ployers
in a line while & lorge group will adapt the length and number of its lines to the
available space. "It" goes around the rim of the wheel and t ngs the last player
in a line. This plgyer tngs the man in front of him rnd the tng is passed a’n:
until the whole line knows it is to move. As soon as a ployer secs that his line
hes been touched he tegs the mon in front of him, sets off after "It" and tries to
get bnck as frst as possible to his line. The lrst one bock is "It", The fun in
this gnme is in keeping wotch to mnke e quick stert and clso in pushing ond trying
to pass those in front of you on your woy around the circle.

Go g2 Touca - The group is divided into tenms thert stand like spokes
in a vheel, the capteins ferming the hub with their terms behind them. The lesder
commonds "go and touch iron" or "a donr" or ony other object. ZEveryone except the
captains dnshes away to obey the command ond then hurries beck to his line. The
line that is first in place, wins. The last com-and usually is to touch one of the
pleyers who runs away.
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Bundle Reloy = The captoin of ench relay team is given a bnll of cord.
The pl~yers stend shoulder to shoulder. At the commnnd to 8o, the captain winde
the end of the cord around his finser nnd pnsses the Ball dowm the line to the end
men vho turns as does the rest of the teom nnd pnsses it up the other vide so that
the ~hole tenm is bound ~round 7ith cord. The second rnce is the one in vhich the
brll is rewound in passing it trok over the scme route,

Over and Under Relry = The first pleyer in erch tenm is given a bean

bog, ball, potnto or other object. When the whistle blows he prsses this object
over his herd to the second pleyer, who prsses it between his lmees to the third,
qho honds it over his homsd to the fourths Thus the object gnes nlternntely over--
heed nnd botween knees to the lnst bloyer, who runs to the herd of the line ond
storts it back over his herd. The grme proceeds until o line hrs rogrined its
originnl order, with the first pleyer at the hend ngoin., The line finishing first
wina the race.

Fetch and Corry Relay = The first and second plryers in e~ch teom Jjoin
hands. When the whistlo blows they run to the goal line. The first rcmring there
while the second hurriss beck rnd Joins hrnds with the third pleyers These tws run
to the goal 1line, ~nd the sccond Pleyer reomnins vhile the third returns for the
fourth, The tenm thnt first transfors all its members to the gonl line wins the
race.

Put nnd Teke Relay = Players nre lined up in relay farmotion with tho
same mumber in each team. In line with ench team throc cirecles nre drgmm with
chalk; the first, 10 foet from the starting mork, the second 5 feet from the first,
rnd the third 5 feet from the second. Ton foct from the lest circle o buse line
is marked off. A block (stone or sticlt) is placed in cnch zsirele. The lender of
erch tenm is giver a similsr black, On the ward "G ho plnces his block in the
first circle removing the block vhich wrg there, ploces it in the sce nd circle,
picking up the block alrendy there, snd repents the performnnces in the third
circle. This is done with the right h~nd. The plryer then runs to the bose line,
touches it with his font, nt the scme timo changing the block thich he has trken
from the third honp from the right hand t> the left hand. On the return trip he
repleces the blocks with the left hand, gives the oxtrs block t9 the next plcyer
in line, nnd goos to the end of the lincs The gnme Gontinues in this my until
one team finishes. The team finishing first wins,

Hoop Reley - Have a hoop (soe that nnils sre driven in safely) or o §
foot length of rope or clastic with ends fostened togethar for erch teem of € or
10 plnyers. At the signal "Go" the first ployer passes o over his herd, rround
body end ton the ground, stcps out rnd honds it to noxt ployer whod oes the same
thing., First line t» finish wins,

For He's » Jolly Good Fellow

1. TFor he's o jolly grod felloew,

2. For he's o jolly good fellaw,

a. For he's o Jolly zo~d fellow,
« TWhich nobody can denyl

Ropeat 1, 2, 3, 4,

5+ Which nobsdy ean deny,
6. TWhich nsbody con deny.

Repent 1, 2, 3, L4,



The players stand in two lines about 6 feet apart, men in one line,
girls in the other, partners facing each other, This game falls into the follow-
ing five figures:

A. During lines 1 snd 2, clasp hands along the lines and walk toward
each other threec steps. On count four, heve feet together. Three steps back to
place, and feet together.

B. During lines 3 and 4, the line on leader's left drops hands, The
line on the right raises hands to allow the left line to pass under. Both lines
walk forward on seven counts and pass, each player keeping to the right of his part-
ner in the opposite line. On count eight, turn and face other line. (This re=
verses tho nosition of the lines.) |

C. Repecet A and B, but this time thc loft line forms bridgcs and the
right line passes under and turns to face partners. Lines 1, 2, 3, ard 4 are re-
peated for this figure.

D. During lines 5 and 6, cross right foot over left and tap three times
with toe. At the samc time lean left and clap throe times. Pausc one beat and re-
peat at right.

E. Toke partners' hands and turn around while lires 1, 2, 3, nre repeat-
ed. On line 4 the players go back to plrce ready to start again.

Snaotch the Hondkerchief - Playcers stand in two stralght lines facing
cach other, Everyone hes a number., Onc team begins to mumber from one end of the

line, cond the other teom begins at the other end, ns indicnted in the disgrom. A
hendkerchicf is placed on the ground betwecen the lines. The leesder cerlls a number,
for examplc, "No. 7". Each of the two "llo. 7" players triecs to snntch the hand~
kerchief and get bnck to his owm plnce

Tean 1 .k 3 6 K B 7o p &

eessssesnseesenonditerchicef
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without being togged by the other "Fo, 7." The ar~ is scored thvws: If o ployer
gets home with the handkerchief without being tngged, his side mnizes 2 points, if
a pleyer togs his opponent before he is safely nt home with the handkerchief the
tegeger's team melzes 1 point. The Hleyers will find the grme more cxeiting if they
weit, pretond to snatch the handkerchief then quickly toke it off home,

Hanter, Fox, and Gun - Two lines of players stanl on opposite sides of
the room fncing ench otkzr. The end nl-rors of each line docide vhether their line.
srnll represent the "hunters', or the "gons", or the "Joxes". They then run down
tire line whispering to the rest of the line whnt they cre to be. "hen the lender
counis, 1, 2, 3, each line wlks forwnrd 3 steps, fellu into the position ond mekes
tno noise of the objeet it is representing, For axamrie, if o linec has docided to
he "hunters," unon the signnl acch ploysr stands ercct with hands on hips and scys
"Oh", If "guns" all stond in position as though shoovting a gun and say "Bongl!

If they nre "foxes", they put their thumbs in their eers waving their fingers at
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the other line and cry "Yip, yin, yip." Points are scored on the following
basis: Foxes defeat hunters. Hunters defeat guns. Guns defeat foxes. For
example, if one team represents "foxes" and the opposing teem "hunters" one
point is awarded the "foxes". Five or ten points constitute a game.

Crows and Craneg - Players form in two lines, that face each other
with a distance of about a yard between the lines. One line is designated as
"Crows", the other "Cranes". If the leader cells "Cranes," the cranes will
turn and run back of them to a base line, endeavoring to reach this safety
zone without being caught by ony of the "Crows". If any players are ceught,
they return to the side of their cotcher. If the leader calls "Crows", the
crows play in the samc monner as the erancs. The team having the lerger rum-
ber of players at the close of a given time wins. The gnme mey be made more
irteresting if the leader drowls out the "r" in either Crows or Crancs. The
bese line veries in distnnce from the dore line eccording to the space, nge
of players and occasion. Ten yards is frr enough in nn outdoor gnme.

Virginig Reel = ("Twice 55 Grmos with Music") This is a community
form of the old folk dnnce. Couples sirnd in tio single lines, partners fne-
ing each other, ladies in one line and gentlemen in the other, prefernbly with
not morc than six couples in s set. The following movements are performed by
all of the couples ofter the lecrder has given the cnll.

"Up end bov" = overyonc wolks forward 3 stens and bows to partner.
"Right-hnnd swing" - portners join right hends ond turn ecch other.
"Left-hond swing" - portners turn with left honds joined.
"Both hande swing" - prriners turn with both honds joined.

"Do so do, right" - fold nrms on chest and wrll oround prriner pass-
ing right.

"Do so do, left" - fold ~rms on chest cnd wrlk cround portner prss-
ing left.

"Arm right" - portners hook right nrms and swing arcund.

.

"Ara left" - partners heok left erms nnd swing nrourd.
"Hond couples lend your lines rmmy" -

The "lond awny" begins by the hend lady turaing to risht, tho hoad
gontleman to left. The rest of the partners follow them., They march down,
clapping honds in time to the music, to the foot of the sat where partners
- meet. The first couple join honds and form n bridge, the other couples join-
ing honds morch under to their plnces. The second couple becomes the first,
and the donce is repeated until nll have acted ~s first couplc,



QUIET GAMES
Brain Tensers

Likenesses ~ One player is "It". She snys to ench person in turn,
"I em thinking of somcthing; what is it 1liko?" Even though he docsn't know
whnt the thought moy be, ench pleyer nomes some object such as, tree, tigor,
streck of lightning. Wien all have answycred, "It" tolls hor thought. Then
ench plryer must explain vhore the likencss comes in betwecn the object he
mentioned nnd the thing thet wng thought of, TFor exnmple, "It" thought of
her pockotbook. The player who nomed "ireoM may sey they are nlike siace
both sometimes bear useful objeets; the anc vho chose tiger, beeruse they
are covered with hide; the one vhn chose strenk of lightning becruse the g-1d
in them is very trensitory, !

Ri ond Left Spelling - The plovers mry stend in line ns for o
spelling match, or they may be sertod and spell cround the circle, Those vho
miss drop out. The lendor snnounces words that ~Absund in A rnd 7. He ox-
plrins that neither of theso lettors mry be srid tut instend A is indicrted
by raising tlo right hond, while T is shown by roising the left hand., Thus
the word "cat" would be spellad C, right hond rrised, left hrnd rnised. In
a group in which the pleyers nre not too youngz, nther letters mny be indient-
ed br gestures, as follows: A, right hrnd reised, 3T, left hrnd rniged, I,
touch cye; 0, point to mouth, U, point to lerder, R, n brief whistle, S, shnke
hend, -

Proverbs - The player "It" withdraws, The other Ployers decide on
some fomiliar proverb, erch taking o word of the proverb which she must use
" in answoring the questions put t» her by the playor "It", "It" trics to
pick nut the significont word in the rnswers made t> the questions she rsks.
Aftcr she hns discovered the hidden proverd, she ncmes the player whose rns-
wers gnve her the first cluc, who then becomes "I+M,

Snip - The players sit round in a ring, rnd onc tossss n handker-
chief acrnss to another, at the srme timo ~ying « word of three letters,
cnd immedintely beginaing to count up t9 twelve, finishirg--"eleven, twelve,
snipl" The one vho rcceived the hendkerchief tries, before "enip" is scid,
to reply with three words, cach beginning with one of the letters of the
original word, in thoir proper order.

Thus, if "now" ig ealled, the response might be "nmuts, -ut, vhite,."

Ther the reply is given in timo the suceossful rlryar throws thoe
handkerchief himself to aomoone else; but if he fnlls and "enip" cute him
short, he must give the hendkerchiof back ta the sne who threw it to him
that it may be throvm to somecone else.
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My Fathor's s Morchont = The pleyers sit in o ring--some of thom should
know the gama, ~nd some should not--nnd the rounds coatinuc until everyonc h~s dis-
covored tho entch. The secret liecs in mentioning obdbjects vhich the plryers nre
actunlly touching ot the time. Of course, this touching is done in o wny that it
will not be noticed.

The lender turns to his right=hand ncighbor, snd soys: "My fnthor's n
merchant !
"Want docs he sell?" the socord mast inquiroe.

"Collars," the first mny sny, or gyclashes, or chairs, or u-tches.

The sccond player must now hold the same conversrtinn with his noighbor,
and if the second hrns not cnught the sceret he may mentinsn "ten," or s~me other in-
correct thing--incorrect becnusce he cnnnst be touching it ns he specks.

Shopping = The player who is "It" stops before »ne in the circle, saving,
"I nam going to Denver," and then counts ten. If thc playcr cppronched frils t9
name three things beginning with "d" (such as dishes, ducks, rnd d2gs) before the
"Praveler" counts ten, he bec~mes trrvcler. Anv torm may be used rnd the things
bought must nlvays begir with the initial letter of the tomm names.

Mystory Gomes :

Watch Tapping - The group thinks of n number up t* 12. The tropper tells
them to begin with n number they hove thought of nnd count erch tnp he mrkes until
they rench 20, when they rmsttell him., He teps cnywhore on the frce of his wntch,
beginning to count nt 1, When he renches & ho must be touching 12 ~nd from there
an he taps crunter-clockwise until tho zroup snys "20", at which timo he will dbe
pointina t2 the correct number.

Two-Prrt Citics - Two plryere ncrbe that the secernd city nomed nfter a
city with a two-part name such as Los Angeles or Baton Rouge will be the city cho-
gen by the group. One of these players leaves the room and the group selects a
city, for example, "Baltimore." Then the player returns. His partner soys, "Is
it Boston?" The answer is "Mo," "Is it Sioux City?" "Ho." Is it Philndelphio?"
o, "Ig it Baltimore?" "Yes," for thrt wrs nrmed second after Sioux City, the
two=-part city.

Word Choice = Four objects rre placed in a rows A plryer goes oway.
The group select an object. The ployer returns and his pertner indicrtes which ob-
ject 1s selected by the number of letters in the first word of his question., Thus
if the gecond object is chosen, he may say he pointe to any one of the four, "Do
you think it is this?" Since "do" hns two letters, the ployer points to the second
nand says "No" it's this." "I say it's this" indicntes the first; "How nbout this?!
the third, "Whet do you think of this one?", the fourth.

Thig rnd That = Four objects nre placed thus:
L] .

A player ond his prrtner secretly ncme these objects s follows:
This This one-

Thet Thnt one
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The plryer lenves the room vhile the group selects one of the objects.
When he returns his partner will indic~te the object chosen by giving it its right
nome when he noints to it. For exrmple, he mey point to the upmer left object rrnd
grv, "Is it thet?™ Becruse its nome is "This" the player will rnswer "ilo." The
pertner asks, "Then is it this one?" point to the upper right odbject. The player
rcplies "Yos" becruse the correct name wns used in the question.

This geme may be mede more bnffling if the ployer and his prriner raree
thot aftcr o certain number of questions hove been rsked the nomes of the ohjects
shrll be reversed. Still later the object sclected mey be indic~ted by the vrong
nrme instend of the right onc.

Papor ~nd Pencil Gomes

Cugeenhein -

¥ A i b E b
i |
Vegetables !
Cors Ji
Rivers ki
Boys' Nemes i

Direction Cord: Zach player drrws a chnrt like the rbove for himself, fill ench
space with o word beginning with the lotter ~t the top of the column and belonging
to the class of words at the side. Tams, the first line for Mnry might rend:
"mushroom, artichcke, r:dish, yom." Scoro 4 for every entry sclected ty no one
else ~nd 1 for entries chosen by others.

Initin) Tortuncs = Each nlnayer writes his initinls at the ton of theo
page. The papers .ace codllected rnd redistributed so that no mme gets his ovm, Us-
ing the initinls, crch porson enswers the following questions ns the lendor roads
them rloud. Supmosa the intirls were "H.H." tho answors might be like this:

1. Q. Of vhnt doecs che remind you? A. Hoppy Fumbug

2, Q. How cld docs she lock? A. EHnlf (a) Fundred
3. Q. Wnt is her chief charm? A. Hoppy Humning

4, Q. Vhat is her chiof wickedness? A. Hooking Hats

5. Q. That is her chicf hobby? A, Higzhhatting Hugh
6. Q. TWhnt is her chicf hope of heoven? A, Hymns nnd Humility.

Word Buying = Drew o chart like the following:
The letters in the spnces mey be so-
lected on any pnge of nriat or any system.

cost A simple one is to put togcther the fir-t

I ! letter in the first line ~nd the fivst in
orF the socond, then the third and fourth -xd
AC ot the fifth ~nd sixth.
S3 h

_ID The point of the zome is to 2dd as few
PA letters as pnssible before or after the
CL peir to mnke n word. Thus "sit" in sprce
wu ] one nnd "off" in space two would cost one
IR point each while "nsbestos" in space four
AD would cost 6 points,

nte
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1f no word can be thought of the pena'-
ty is 15 points. Proper names end abbre-
viations are prohibited end letters may
not be ingerted between the two that are
given. In this game the player with the
lowest score wins.

Stock-Zxchange - The players sit round a table and ench is given a sheet
of papor and a pencil., Each draws a square and divides it u» sn thet there are
five smnll squarcs horizontslly end o similer number vorticellr. Thus there are
twenty-fiva smell squercs within the large ome.

The gnme begins by somebody colling out a letter of the alphabet. Every-
body hns to put this chosen lctter in one of tho squares. It docs not matter wherc
it goes, and there arc, of course, twenty-five possible positions for it. When oll
the nleyers say "right," which meens that thoy hrve takern dowm the letter, it is
the turn of the person sitting on the lcft of the individusl vho cnlled the first
lottor. He selects nny letter he chooscs, it mey even be the some rs the origiral
one, and everygody hos to put it dowm in one of tho wvnccat squores. The gome con-
tinmues in this wny around the tablo until twenty-five letters have been called ~nd
the vhole of the large squarec is filled.

Tho aim of each player is to arrange the letters chosen 80 thrt words
are formed, both in the horizontrl rows ond in the verticcl ones. Neturally, it
will hardly ever srise that nll the lines will consist of actual words; but the
aim should be to obtrin as mrny ns possible. A lotter moy not be changed once it
is written dowm. Proper nouns are not recognized, nor are mords of less than throee
lottors. Naturnlly the lotters in o row must bo congsecutive in the cnse of iour-
or thres-lotter words. The counting is éone rs follows: ITor e word of five lcttors,
5 points; for a word of four lettors, throe points; for ~ word of throe letters, .
one point. Both horizontal ~nd verticnl rows arc counted, but short words written
within lonkZer ones rro not credited. Thus "ieats" mey notbe "eat" or "ents" nlso.

Words and Things - Ench plaver is provided with o shoot of peper and e
vencil., Someone is rslied to select a word of sixz lottors. ' If preferred, o dic-
tionarvy cnn be opencd at random o~nd the Iirst six letter word on the pege is the
one to be ugad, The word is then printed in o aolumn on tha left=nrnd odge of the
paper and on the right-hand edge it is printod beckwnrde. Thus, if "perted" hap-
pens to be the selected ward, it is put dom like this:

D3P
Wi WA U

Eoch player writes o word beginning with P and ending with D nnd consisting of os
many letters as pessible, "prodicted", for excmple, When P and D ors dispased of,
the lonacst word beginning with A ond ending ir ® must bo thouzht of, Similarly
vith R nd T, TAnd R, Ennd 4, and D oend P. At the ond of the allotted timo every-
body counts up the totrl letters used in mrking tho six words, snd the pleyer with
the highest number wins. il
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Ships - This game is played by two persoms. On a large sheet of paper,
each player drews the following charts: :
DEFGHIJ
ol W iy b {

i i

-

1 i i | 1 2
2 % T O Y i 2 ! ! a
S Gl 0 0 R ]ty
f ;B a' 8 5
R 5 [ ‘) 5 3l ]
1 Sy 6ir . . Score Chart
] kil 7 i " lﬂ
1 M 3 g &
9 T A SR HIE .
10 1] o 10! \a
Enemy port Home port

The two large squares ere ports, the "Enemy Port" and the "Home Port."
In his Home Port eech pleyer draws five ships, a 2-ton, 3-ton, Y-ton, 5-ton, and 6-
ton, each covering the number of squeres indicated by its weight. The ships may be
placed horizontally or vertically. MNeither player knows the location of his oppon-
ents ships. The object of the game is to sink the enemy's ship by placing a shot
in each of the squares it covers. To fire ¢ shot call the number of a square by its
letter and number, 5=J. If the enemy hes a ship over this squarc, o hit hes been
made.

Eith pglayer may start the game by firing three-shots at his opponent.
If he says "A-3", he puts a figure 1 in the A~3 square of his Tnemy Port chart. The
other player puts 1 in hie Home port chart. The next selection may be A=6 gnd the
lest J=9. If his opponent hed the chert given cbove, the first shots would be
marked ns they are given ond shots would be ploced in the 6-ton ond 2-ton ships.
The pleyer who fired the shots would nsk if he hnd hit cnything ond would keep a
rocord of his shots in the Score Chert by putting 1 in the 2 square ond 6 square
lines. Of course, the cnemy does not tcll in which squore the shots hit his ships
since he tries to kecp their loention o secret,

It is now the second player's turn to fire. He does as the first did,
putting 1 in each square he selects inhis Enemy Port end checking his results in
the Score Chart.

For the second volley of shots, 2 is placed in tha sclectod squerve.
If he has mode » hit, the player tries to place his shots nenr the first in nn on-
deabor to locate the ships. When o eghin is sunk by heving o shot in ench square
that it covers, it is customary for the aggressor to drow it in on his Tnemy Port
g0 thnt he will not fire more nmmunition nround it.
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BLELIOGRAPHY

Twice 77 G with ic. C. C. Birchard & Co., Boston, Mnss. Price
25 cents. (A very good small collection of singing gnmes. )

Grmes snd Geme Londership. By Cherles T Smith, Dodd, Mecad & Co.,
New York City. Price $2.50. (Indoor and outdoor social, pienic,
paper and pencil, ond home gnmes ziven with excellent lecdorship
gugrostions.,)

Let's Ploy. By Pauline Reynolds. Frrmer's Wite, St. Prul, Minn. Pricc
25 conts. (A smnll collection of nctive and quict grmes, with and
without misic.)

Indoor and Comrmnit; . By Sid., G. Hedges. Lippincott Comprny,
Philadolnhin, Pa. % .50, (M~ny little known grmes thot mny be

ndapted for use by small groups. )

Homemde Gomes. By Arthur ¥. Lawson. Lippincott Comprny, Philadclphir,
Pa. 00, Directions for makinz snd playing badminton, tether
tennis, shufflebonrd, puzzles, toble ~rmoes, etc.
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