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WELCOME TO THIS BOOK


Dear Reader,

Circus games have primarily spread through our community by people playing them. There is something sacred about this experiential game history, passed down from generation to generation, from mentor to student, from master teacher to apprentice, from workshop to workshop. While it may never be possible to document every single iteration, variation, and extension of the games that circus educators use, this volume aims to be a valuable resource: a practical and inspiring book of games for you to use.

Much gratitude is owed to the entire lineage of individuals and organizations that have preserved and developed these games. Wise Fool Basics, a practical and playful handbook, was a huge inspiration for this collection of work. Despite best attempts, it is likely that full credit has not been given at various points in this book– please let us know if you have additional information about the history of any of these games so that we might integrate the information in the future.

Thanks also particularly to the incredible original core team: Lucy Little, Amy Cohen, and Claire Dehm. Lucy, using her background in social circus, initially made a compilation of games for a separate project aiming to give social workers and clinicians creative and effective tools to work with youth while providing trauma-informed care. Amy, then the executive director of AYCO/ACE, incubated the dream of creating a resource of games for circus educators and spearheaded the challenge to expand Lucy’s compilation. As Games Book intern, Claire Dehm worked with dedication and speed along with additional volunteer editors to add to the collection, obtain permissions, review, revise, format, design, and print in time for release at the August 2014 American Circus Educators Conference!

Since its original printing, nearly 350 copies of Games for Circus Educators, Organizers and Innovators have been sold, and demand for this great resource continues. We are delighted to partner with Modern Vaudeville Press, and honored to be part of their vision of publishing high-quality nonfiction books in juggling, circus, and the variety arts. Now, thanks to Audrey Spinzola, current AYCO/ACE Program Manager, even more games have been added to this latest version you hold, along with a new “non-contact” tag.

While this book serves as a concrete resource, the intention in its creation was for it to be a living document that will grow and evolve with our collective knowledge and experience. Each game has space for you to add notes and variations, and the back of the book has empty pages for you to fill with new game discoveries. Please share your findings and contributions for future editions of this book on the online submission page at americancircuseducators.org/gamesproject!

Enjoy!

Tara Jacob

Executive Director of the American Youth Circus Organization/American Circus Educators Association


EXPLORE



FORWARD, or how to use this book


This book contains games for a myriad of populations, age ranges, and skills sets. We firmly believe games should be played with all ages, and that they are at the core of circus education. Choosing the right game for a teaching session or group can be challenging, which is why we’ve devised the system below to help you choose the games you use in different scenarios.

You will notice that each workshop is assigned a WHEN TO PLAY designation– either BEGINNING, MIDDLE, or END. These timing suggestions are included to help you as you scaffold your teaching sessions.

Timing designations are based on the type of energy the activities require and the role they have regarding group dynamics. For example:

•BEGINNING activities help participants get to know each other, warm them up, or break the ice for new groups or environments.

•MIDDLE activities bring focus to the main contents of a teaching session. These activities create a sense of individual and group focus and promote group cohesion.

•END activities help foster a sense of togetherness and calm. They invite conclusion and resolution.

You will also notice that each workshop is assigned related key words or THEMES. These themes and subthemes are broad on purpose, and are there to help you choose games that are appropriate for your students, curriculum, and learning/teaching environment.

Games are listed by theme in the Themed Index.

ENERGIZING:

•Warm-up, or active

FOCUS:

•Concentration

•Timing

ICEBREAKER:

•Gets participants talking and listening

•Get to know participants and each other

RITUAL/COOL-DOWN:

•Calming, or low-energy

GROUP-COHESION:

•Trust building

•Relationship building

•Belonging/Acceptance

•Cooperation

•Teamwork

•Communication (verbal and non-verbal)

•Responsibility

•Respect

NON-CONTACT:

•Games that do not require physical contact

AWARENESS:

•Spatial awareness

•Body-awareness

•Self-awareness

•Self-confidence/esteem

•Coordination

•Character development

•Quick thinking (improvisation)

•Skill awareness

•Leadership


PLAY


“It is a happy talent to know how to play”

– RALPH WALDO EMERSON


5 THINGS


OVERVIEW

A classic improv game working on spontaneity, reducing self-judgment, and thinking on you feet.

TIME

5 min.

WHEN TO PLAY

Beginning of session

# OF PARTICIPANTS

3+

AGE

9+

THEMES

ICEBREAKER, FOCUS, ENERGIZE, NON-CONTACT

MATERIALS NEEDED

None.

NOTES

When listing items or showing movement, it is not important that the responses be “right” or “good.” It is more important that players commit to what they’re saying, take the risk of opening their mouth and saying something without fully thinking about it, and that creation-fluency is practiced.

SEQUENCE

Learned from: Unknown

Adapted by: Claire Dehm, Audrey Spinazola

Stand in a circle. One person turns to the next and states either: Tell me five things… (you can wear on your head, you could take to school, you could do with a pillow, you could mix with sand etc.) Or show me five…(things you could do with your hands, dance moves, ways to move your mouth etc.)

The group then altogether states “uhhhhhhhhhh” (as if we were going up in a roller coaster) in preparation for the person who has been challenged to answer.

The person who has been challenged will then begin to list (or show) things that meet the stated requirement. In between each item listed (or shown), the group will collectively count.

For example: Person A: Tell me five things you can wear on your head. Group: Uhhhhhhhhhhh! Person B: A hat Group: 1! Person B: A cat Group: 2! Person B: A ponytail Group: 3! Person B: a phone Group: 4! Person B: hair Group: 5!

We all clap for that person and then they choose someone else in the circle to name/show five things until everyone has gone at least once. This game could also be played in small groups or pairs.


ACROBATICS, AS FAST AS YOU CAN!


OVERVIEW

This activity helps to teach the group about basic partner acrobatics structures, while adding a fun “race-like” energy to the activity. This game is also known as “Ham & Cheese.”

TIME

10 min.

WHEN TO PLAY

Middle of session

# OF PARTICIPANTS

5+

AGE

7+

THEMES

ENERGIZING, GROUP-COHESION, AWARENESS, CONCENTRATION

MATERIALS NEEDED

•Optional: Mats

NOTES

This game requires that the participants understand the basics of weight sharing, and are able to safely form these basic acrobatics positions. Only start playing the “racing” portion of the game once you feel comfortable with the group’s level of understanding of these positions.

SEQUENCE

Learned from: Alison McDermott (Middleton Children’s Circus); Rebecca Stronger @ NECCA

Adapted by: Tara Jacob

Go over three or four basic, simple weight-sharing positions with a clear base and clear flyer. For example:

-“Ham and cheese” (aka hands and knees): base on all fours, flyer on all fours on top of them

-“Bunk beds”: base lying on back with knees bent. flyer puts hand on base’s knees, base lifts flyer’s shins up into a plank position.

-“Charge!”: flyer on standing base’s back, one arm up in the air like riding into battle

-“Baby’: standing base holds flyer in their arms like a baby then have the group walk around the space and call out various positions.

-Feel free to add as many of these as you’d like!

Once you’ve gone over these positions, have participants start walking around the room in a neutral walk.

Call out any of the named positions you went over with the group.

Everyone has to find a partner and get into the position as quickly and safely as possible! Tell them to hold for 3 seconds, then go back to neutral walking, before calling out another position.

Play for as long as you’d like.

Variation:

If you are working with an uneven number of participants, the person left without a partner gets to call the next position and then enter back into the game.


AERIAL ROSHAMBO / AERIAL ROCK / PAPER SCISSORS


OVERVIEW

A version of rock, paper, scissors played on two aerial fabrics. Great for conditioning inversions.

TIME

5 minutes

WHEN TO PLAY

Middle or End of session

# OF PARTICIPANTS

2+

AGE

8+

THEMES

AWARENESS, FOCUS, NON-CONTACT

MATERIALS NEEDED

•Two aerial fabrics, each with landing mats underneath

NOTES

Players should have already been taught how to invert on the fabrics from standing on the ground and be able to do so without a spot. (‘Tagging’ the fabric with toes to complete the inversion is acceptable). Players may wrap for better grip or put on ‘wrist locks’.

SEQUENCE

Learned from: Natalie Keller, Illuminar Aerial (shared on Aerial Instructors and Studio Owners’ Facebook group)

Adapted by: Tara Jacob, Audrey Spinazola

Two players stand underneath their own aerial fabric, with a landing mat underneath. They both chant, “Rock, Paper, Scissors, Hup!” On ‘Hup’, both players invert into the position of their choice:

-tuck (rock)

-straddle (scissors)

-straight/hollow body/arrow (paper).

Rock beats scissors, scissors beats paper, paper beats rock. If tied with the same position, repeat. Can play for a single round or ‘best of three’.

Variations:

Don’t have aerial equipment as part of programming? Create your own rock/paper/scissors for juggling, unicycle, or German Wheel! You can have students come up with the movements and what beats what!


AFFIRMATIVE FOLD UPS


OVERVIEW

This activity asks each participant to write something nice about another participant.

TIME

5– 10 min.

WHEN TO PLAY

Beginning or End of session

# OF PARTICIPANTS

10+

AGE

All ages!

THEMES

GROUP-COHESION, AWARENESS, COOL-DOWN, NON-CONTACT

MATERIALS NEEDED

•One piece of paper for each participant in game

•Writing utensils for each partcipant

NOTES

None.

SEQUENCE

Learned from: Unknown

Have the group sit in a circle.

Each participant is given a piece of paper and asked to write their name on the top.

Each participant places their piece of paper in the center of the circle.

Each participant then grabs a piece of paper (one with someone else’s name on it).

Ask the participants to each write one positive word or sentence at the bottom of the sheet.

Once they are done, ask the participants to fold the bottom of the page so that what they wrote is not visible.

Everyone places the papers back in the middle.

Ask the participants to again pull a different piece of paper from the circle (again, not with their name or the name of the person who they just wrote something positive about).

Continue with this until the papers are folded to the point where the only thing showing on the paper is the original name on the top.

The facilitator gathers all of the papers and hands them back to the original owners.

Give each participant a moment to read what nice things people had to say about them.

It’s up to the facilitator to decide whether or not to ask the group to share some of the nice things that were written about them. Each participant can be asked to read one word or sentence that surprised them, or that makes them happy to have read, etc. It’s fine for each participant to keep these papers and their writings private as well.


ALL ABOARD


OVERVIEW

The goal of this activity to get every member of the team into the “boat,” which is a 1- to 3- foot area taped out on the floor, in a particular order. The team has to work together to make sure that everyone fits into the “boat” without falling out.

TIME

10 min.

WHEN TO PLAY

Middle of session

# OF PARTICIPANTS

5+

AGE

All ages!

THEMES

ENERGIZING, GROUP-COHESION, AWARENESS, FOCUS

MATERIALS NEEDED

•Masking Tape (or non-clear tape)

NOTES

This game will inevitably require that the participants are very close to each other. It is integral that you only play this game if the members of the group are familiar with each other, and comfortable with the notion of touch.

SEQUENCE

Learned from: Unknown

Adapted by: Lucy Little

(Depending on the age of the group, a fun way to introduce this game is to talk about how the squares represent a boat– anything outside the marked area is shark-infested water, or lava, etc.)

If the group is large, break the group up into teams of 5-15 participants.

Depending on the size of the team/s, mark off a 1-foot to 3-foot square of on the floor with the masking or duct tape.

Each participant gets a number (starting from 1).

The goal is to get each participant in the group/team into the squared off area.

-The participants must enter the square according to their number (and in increasing order).

As the number of people in the square increases, members will have to work together and get creative to get everyone aboard.

-Anytime a member of the team steps/falls out of the boat, they have to step out and start over. OR,

-Anytime a member of the team steps/falls out of the boat, the whole team must start over.

-If you think the participants are able to handle it, you can add a “competitive edge” to the group by seeing which team can get their team members into the square first.

Further Variations:

-Try repeating the game but in silence, so no one in the team can talk.

-Try the game where only one person in the team can talk/“act as the leader.”

-Try the game where the team choses which person will act as the leader.

Additional Notes:

The facilitator can debrief with the teams/group afterwards about what makes a good leader, and how the participants felt about the different aspects of leadership that develop in the game.


ANTS & FROG TAG


OVERVIEW

This is a tag game that requires people to form spontaneous teams to help each other during the tag game.

TIME

5 min.

WHEN TO PLAY

Beginning or Middle of session

# OF PARTICIPANTS

14+

AGE

12+

THEMES

ICEBREAKER, ENERGIZING, GROUP-COHESION, AWARENESS, FOCUS

MATERIALS NEEDED

•Mats

•A large, cleared space

NOTES

This game requires touch and some degree of arm strength. It’s important to play this game with a group that seems capable of working in pairs to slightly lift someone off the ground. Before playing the game, ask each participant to get into groups of three and practice the lifting portion of the game. Here, you can instruct them on proper lifting and gripping technique.

SEQUENCE

Learned from: Cirque du Monde 2012/2013 USA Teacher Training Participants

Adapted by: Lucy Little

Introductions:

While introducing this game, discuss proper grip of the wrists and ankles:

-When one participant lies down on their back, two participants come to either side of them, in front of the head and feet of the participant on the floor.

-The participant who grabs the participant on the floor’s wrists should not grab hands, but rather the “standing ant” and the “downed-ant” should grab at the wrists.

-The participant who grabs the participant on the floor’s ankles should grab the ankles so that their thumbs are pointing away from them and their pinkies are closer to them, as if lifting a box.

-The two participants who are lifting the third should lift by bending their knees and then standing up, rather than lifting with their backs. Make sure they don’t lift the third participant very high– just enough to carry them over to a mat in the corner.

Rest of game:

Set up a mat in each corner of the space.

Explain to the group that the “it” person is the frog. Everyone else is an ant, and the frog is chasing all of the ants. Throughout the game the facilitator can chose different frogs.

If an ant is tagged, that participant has to lie on their back and flail their arms and legs in the air (like they’re an overturned insect who can’t roll over). This movement helps to notify the other ants that one of their fellow ants is in trouble!

In order for the tagged ant to get back in the game, two ants have to go over to that ant, and carry them over to a mat in one of the corners of the room. Imagine “EMT” ants helping take their friend the ant out of harm’s way.

The frog cannot tag any ants that are in the process of helping an ant to safety. Once the downed-ant has been carried over to the mat, they can get up and join the game again.


BACK TO BACK DRAWINGS


OVERVIEW

The goal of this activity is for participants to try to replicate a drawing that is being described to them by another participant, only by listening to how the drawing is being described.

TIME

15– 30 min.

WHEN TO PLAY

Middle or End of session

# OF PARTICIPANTS

2+

AGE

8-10+

THEMES

GROUP-COHESION, FOCUS, COOL-DOWN, NON-CONTACT

MATERIALS NEEDED

•Drawing paper (at least a few sheets per participant)

•Drawing utensil (markers are best)

•Copies of the “drawings” that each team will work to re-create. At least one copy of each drawing per team.

NOTES

This game can get frustrating, especially during the level when the person drawing cannot ask questions. It’s important that in facilitating this game you discuss these issues of frustration if they come up, and maintain a positive outlook. Walk around and continue to encourage the participants, making sure they know that the game is not about being perfect, but rather about trying listening, concentrating on what they are hearing, and remaining lighthearted about how similar or different their drawing may look from the original.

SEQUENCE

Learned from: Cirque du Monde 2012/2013 USA Teacher Training Participants

Adapted by: Lucy Little

Level One:

Have each participant find another person to pair up with and then have them all spread out in the room as much as space allows.

Have each pair sit on the floor back-to-back.

-You can have them leaning against each other or not, just make sure they are close enough to be able to hear each other.

Explain that one person will start as the describer while the other will draw. The person drawing







Level Two:


Level Three:








Level Four:








Apache License
                           Version 2.0, January 2004
                        http://www.apache.org/licenses/

   TERMS AND CONDITIONS FOR USE, REPRODUCTION, AND DISTRIBUTION

   1. Definitions.

      "License" shall mean the terms and conditions for use, reproduction,
      and distribution as defined by Sections 1 through 9 of this document.

      "Licensor" shall mean the copyright owner or entity authorized by
      the copyright owner that is granting the License.

      "Legal Entity" shall mean the union of the acting entity and all
      other entities that control, are controlled by, or are under common
      control with that entity. For the purposes of this definition,
      "control" means (i) the power, direct or indirect, to cause the
      direction or management of such entity, whether by contract or
      otherwise, or (ii) ownership of fifty percent (50%) or more of the
      outstanding shares, or (iii) beneficial ownership of such entity.

      "You" (or "Your") shall mean an individual or Legal Entity
      exercising permissions granted by this License.

      "Source" form shall mean the preferred form for making modifications,
      including but not limited to software source code, documentation
      source, and configuration files.

      "Object" form shall mean any form resulting from mechanical
      transformation or translation of a Source form, including but
      not limited to compiled object code, generated documentation,
      and conversions to other media types.

      "Work" shall mean the work of authorship, whether in Source or
      Object form, made available under the License, as indicated by a
      copyright notice that is included in or attached to the work
      (an example is provided in the Appendix below).

      "Derivative Works" shall mean any work, whether in Source or Object
      form, that is based on (or derived from) the Work and for which the
      editorial revisions, annotations, elaborations, or other modifications
      represent, as a whole, an original work of authorship. For the purposes
      of this License, Derivative Works shall not include works that remain
      separable from, or merely link (or bind by name) to the interfaces of,
      the Work and Derivative Works thereof.

      "Contribution" shall mean any work of authorship, including
      the original version of the Work and any modifications or additions
      to that Work or Derivative Works thereof, that is intentionally
      submitted to Licensor for inclusion in the Work by the copyright owner
      or by an individual or Legal Entity authorized to submit on behalf of
      the copyright owner. For the purposes of this definition, "submitted"
      means any form of electronic, verbal, or written communication sent
      to the Licensor or its representatives, including but not limited to
      communication on electronic mailing lists, source code control systems,
      and issue tracking systems that are managed by, or on behalf of, the
      Licensor for the purpose of discussing and improving the Work, but
      excluding communication that is conspicuously marked or otherwise
      designated in writing by the copyright owner as "Not a Contribution."

      "Contributor" shall mean Licensor and any individual or Legal Entity
      on behalf of whom a Contribution has been received by Licensor and
      subsequently incorporated within the Work.

   2. Grant of Copyright License. Subject to the terms and conditions of
      this License, each Contributor hereby grants to You a perpetual,
      worldwide, non-exclusive, no-charge, royalty-free, irrevocable
      copyright license to reproduce, prepare Derivative Works of,
      publicly display, publicly perform, sublicense, and distribute the
      Work and such Derivative Works in Source or Object form.

   3. Grant of Patent License. Subject to the terms and conditions of
      this License, each Contributor hereby grants to You a perpetual,
      worldwide, non-exclusive, no-charge, royalty-free, irrevocable
      (except as stated in this section) patent license to make, have made,
      use, offer to sell, sell, import, and otherwise transfer the Work,
      where such license applies only to those patent claims licensable
      by such Contributor that are necessarily infringed by their
      Contribution(s) alone or by combination of their Contribution(s)
      with the Work to which such Contribution(s) was submitted. If You
      institute patent litigation against any entity (including a
      cross-claim or counterclaim in a lawsuit) alleging that the Work
      or a Contribution incorporated within the Work constitutes direct
      or contributory patent infringement, then any patent licenses
      granted to You under this License for that Work shall terminate
      as of the date such litigation is filed.

   4. Redistribution. You may reproduce and distribute copies of the
      Work or Derivative Works thereof in any medium, with or without
      modifications, and in Source or Object form, provided that You
      meet the following conditions:

      (a) You must give any other recipients of the Work or
          Derivative Works a copy of this License; and

      (b) You must cause any modified files to carry prominent notices
          stating that You changed the files; and

      (c) You must retain, in the Source form of any Derivative Works
          that You distribute, all copyright, patent, trademark, and
          attribution notices from the Source form of the Work,
          excluding those notices that do not pertain to any part of
          the Derivative Works; and

      (d) If the Work includes a "NOTICE" text file as part of its
          distribution, then any Derivative Works that You distribute must
          include a readable copy of the attribution notices contained
          within such NOTICE file, excluding those notices that do not
          pertain to any part of the Derivative Works, in at least one
          of the following places: within a NOTICE text file distributed
          as part of the Derivative Works; within the Source form or
          documentation, if provided along with the Derivative Works; or,
          within a display generated by the Derivative Works, if and
          wherever such third-party notices normally appear. The contents
          of the NOTICE file are for informational purposes only and
          do not modify the License. You may add Your own attribution
          notices within Derivative Works that You distribute, alongside
          or as an addendum to the NOTICE text from the Work, provided
          that such additional attribution notices cannot be construed
          as modifying the License.

      You may add Your own copyright statement to Your modifications and
      may provide additional or different license terms and conditions
      for use, reproduction, or distribution of Your modifications, or
      for any such Derivative Works as a whole, provided Your use,
      reproduction, and distribution of the Work otherwise complies with
      the conditions stated in this License.

   5. Submission of Contributions. Unless You explicitly state otherwise,
      any Contribution intentionally submitted for inclusion in the Work
      by You to the Licensor shall be under the terms and conditions of
      this License, without any additional terms or conditions.
      Notwithstanding the above, nothing herein shall supersede or modify
      the terms of any separate license agreement you may have executed
      with Licensor regarding such Contributions.

   6. Trademarks. This License does not grant permission to use the trade
      names, trademarks, service marks, or product names of the Licensor,
      except as required for reasonable and customary use in describing the
      origin of the Work and reproducing the content of the NOTICE file.

   7. Disclaimer of Warranty. Unless required by applicable law or
      agreed to in writing, Licensor provides the Work (and each
      Contributor provides its Contributions) on an "AS IS" BASIS,
      WITHOUT WARRANTIES OR CONDITIONS OF ANY KIND, either express or
      implied, including, without limitation, any warranties or conditions
      of TITLE, NON-INFRINGEMENT, MERCHANTABILITY, or FITNESS FOR A
      PARTICULAR PURPOSE. You are solely responsible for determining the
      appropriateness of using or redistributing the Work and assume any
      risks associated with Your exercise of permissions under this License.

   8. Limitation of Liability. In no event and under no legal theory,
      whether in tort (including negligence), contract, or otherwise,
      unless required by applicable law (such as deliberate and grossly
      negligent acts) or agreed to in writing, shall any Contributor be
      liable to You for damages, including any direct, indirect, special,
      incidental, or consequential damages of any character arising as a
      result of this License or out of the use or inability to use the
      Work (including but not limited to damages for loss of goodwill,
      work stoppage, computer failure or malfunction, or any and all
      other commercial damages or losses), even if such Contributor
      has been advised of the possibility of such damages.

   9. Accepting Warranty or Additional Liability. While redistributing
      the Work or Derivative Works thereof, You may choose to offer,
      and charge a fee for, acceptance of support, warranty, indemnity,
      or other liability obligations and/or rights consistent with this
      License. However, in accepting such obligations, You may act only
      on Your own behalf and on Your sole responsibility, not on behalf
      of any other Contributor, and only if You agree to indemnify,
      defend, and hold each Contributor harmless for any liability
      incurred by, or claims asserted against, such Contributor by reason
      of your accepting any such warranty or additional liability.

   END OF TERMS AND CONDITIONS

   APPENDIX: How to apply the Apache License to your work.

      To apply the Apache License to your work, attach the following
      boilerplate notice, with the fields enclosed by brackets "[]"
      replaced with your own identifying information. (Don't include
      the brackets!)  The text should be enclosed in the appropriate
      comment syntax for the file format. We also recommend that a
      file or class name and description of purpose be included on the
      same "printed page" as the copyright notice for easier
      identification within third-party archives.

   Copyright [yyyy] [name of copyright owner]

   Licensed under the Apache License, Version 2.0 (the "License");
   you may not use this file except in compliance with the License.
   You may obtain a copy of the License at

       http://www.apache.org/licenses/LICENSE-2.0

   Unless required by applicable law or agreed to in writing, software
   distributed under the License is distributed on an "AS IS" BASIS,
   WITHOUT WARRANTIES OR CONDITIONS OF ANY KIND, either express or implied.
   See the License for the specific language governing permissions and
   limitations under the License.
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PERMISSION & CONDITIONS
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1) Neither the Font Software nor any of its individual components, in Original or Modified Versions, may be sold by itself.
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5) The Font Software, modified or unmodified, in part or in whole, must be distributed entirely under this license, and must not be distributed under any other license. The requirement for fonts to remain under this license does not apply to any document created using the Font Software.

TERMINATION
This license becomes null and void if any of the above conditions are not met.

DISCLAIMER
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