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Introduction

An essential ingredient for any family get-together, or party, is a good selection of games to play. With a little thought and planning, games can help to provide amusement for all concerned, and provide a welcome break during the proceedings.

Collins Gem Childrens Party Games is a fascinating, highly illustrated guide to almost 150 games and activities, most of which can be played by children over the age of five, and by adults of any age. Each game details the minimum age group, the optimum number of players, the aim of the game, any preparation required, and the various stages in the game itself. With each activity there are step-by-step instructions and clear, accurate diagrams showing techniques and methods that are easy to follow. The games are arranged under specific categories, such as action, musical, racing, dice or spoken word games, and include old favourites such as Hide and Seek, Pin the Tail on the Donkey, and Tongue-twisters, as well as newer activities such as Aggression, Botticelli and Telegrams. Additionally, to make finding the right game easy, this book includes indexes of games by appropriate age and games defined by a certain number of players, plus sections on organising games and useful equipment.



Collins Gem Childrens Party Games is an attractive companion volume to Gem Card Games.




Advice for Giving a Party

At the best parties everything seems to be spontaneous and fun. Invariably, such parties have been carefully planned and prepared.

As a general rule, the younger the party-goers, the less planning you have to do. Very young children up to five years old dont need much more than a few simple games to keep them happy. Five to 10-year-olds are more demanding and will expect a variety of games and activities. For the over-l0s you will need to choose games and activities imaginatively. Young people are often self-conscious and easily embarrassed.

Choose the games you want to play well in advance, and make sure that you have the equipment you need for each game. It is important to select a good mix of games, bearing in mind the ages and characters of your guests. Try to avoid playing too many active games one after the other  mix active games with quiet games or quizzes to give the guests a chance to recuperate.

Prepare more games than you think you will need, and have a good supply of prizes. If you are planning some outdoor games, remember to prepare extra indoor games in case the weather is against you. Many games, such as Musical Bumps, need to have someone in charge to control the music and settle disputes. And games involving rough and tumble may need supervision to stop them getting out of hand.

HANDY RULES


	Give clear instructions to everyone before each game.

	Dont let any one game go on too long.

	Have plenty of space if players need to move about.

	Consolation prizes for losers are often a good idea.

	Boisterous games are best played before any meal.






Useful Equipment

The equipment required is specified at the beginning of each game. Some of the games require specific equipment, such as dice, spellicans or tiddlywinks, but most of the other things you will need can be found around the house. Each category of game uses similar equipment, but in general the following will be handy.


	A scarf to serve as a blindfold.

	Pencils (one for each player with a few in reserve) and plenty of paper.

	Wrapping paper, blank postcards.

	A cassette player or musical instruments.

	A selection of different-sized balls.

	String and rope.

	Plenty of balloons are essential for any childrens party, and some of the games make use of them.
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Action Games

MY LITTLE BIRD

Age 3+

Players Group

This game is played in countries all over the world. Other names for it include Flying High and Birds Fly.


PLAY


	One player is the leader and the others stand in a row in front of him. Alternatively, everyone sits around a table.

	The leader starts by saying My little bird is lively, is lively, and then goes on to name something followed by the word flyfor example, he might say eggs fly.

	If whatever he names can flyfor example, cockatoosthe players raise their arms and wave them about. If it cannot flyas with eggsthe players should remain still.

	A player who makes a mistake is out. The last player left in the game wins.



DEAD LIONS

Age 3+


Players Group

AIM

The player staying still the longest is the winning dead lion.

PREPARATION

The organiser gets all the players to lie motionless on the ground or floor.

PLAY


	The organiser disqualifies every player who moves until only one dead lion is left lying. This last player is the winner. All disqualified players try to make the others move without actually touching them.



CHARADES

Age 7+

Players Teams

Charades is probably the best-known and most popular of all games involving acting.

AIM

For one team to guess a word with several syllables, or the title of a book or film, that are acted out in mime by another team.

EQUIPMENT

Some dressing-up clothes will add to the fun but are not absolutely necessary.



PREPARATION

It is probably a good idea to prepare some good subjects beforehand if children are involved. Good examples include words such as Bandage, Carpet, Earring and Knapsack, or film and book titles.


PLAY


	The first team chooses its title or word and indicates the type of subject using one of the set mimes shown here.





The team then indicates how many words and syllables the title contains by holding up fingers. It then acts out each word or syllable separately, or the whole word or title together. There are several ways of giving clues, such as indicating a short word, the word the, the word of the title sounds like the one being mimed.


	The second team tries to guess what the word or title is.

	The game is played in turn by the teams, with the team with most correct guesses the winner.








HIDE AND SEEK

Age 7+

Players Group

One of the best-loved and most enduring of all childrens games.

AIM

To get home without being touched.

PLAY


	One player is made seeker and covers his or her eyes and counts to 40 while the others go and hide.

	The seeker then has to try to find players and touch them.

	The players must try to reach home without being touchedbetter still, without being seen by the seeker. The players who are caught are out.

	The last player to be caught is the winner and can take the place of the seeker.



HUNT THE THIMBLE

Age 5+

Players Group

This very popular game is usually played with a thimble, but any other small object will do just as well.

PLAY


	All the players but one leave the room while the player left behind hides the thimble somewhere in the room or on his or her person. He then calls the other players back into the room to look for it.

	The game is won by the first player to find the thimble and take it to the player who hid it. The finder then has a turn at hiding the thimble.



TREASURE HUNT

Age 5+

Players Group

PREPARATION

Considerable preparation is required because the host has to write a story about buried treasure. The story should not be too long and should contain a number of clues as to where the treasure can be found. For example, a reference in the story to the beach could be a clue to a sandpit in the garden. The treasure may be any item and may be hidden indoors or out.

PLAY


	Players are given a copy of the story, or the host reads it out to them. The players then set off to search for the treasure. They must not talk to each other during the hunt. A time limit of, say, 15 minutes should be allowed.

	The winner is the first player to find the treasure, which may double as a prize.



IN THE MANNER OF THE WORD

Age 9+

Players Group

This is an amusing acting game in which players attempt to guess adverbs.

PLAY


	One player chooses an adverb, such as rapidly, quietly or amusingly. The other players in turn then ask him to carry out some action in the manner of the word. For example, a player might say; Eat in the manner of the word, Walk in the manner of the word, or Laugh in the manner of the word.

	The player who chooses the adverb must do as the other players ask, and the other players may make guesses as soon as acting begins.

	The first player to guess an adverb correctly scores one point. If no one guesses the word after each of the players has asked for an action, the player who chose the adverb receives one point.

	The game is won by the player with most points after each of the players has had a turn at choosing the adverb.




MATCHING PAIRS

Age 5-10

Players Group

EQUIPMENT

A number of everyday articles are needed and some wrapping paper.


PREPARATION

The host thinks of a pair of items for each of the guests. Examples might include: salt and pepper, knife and fork, sock and shoe, a pair of gloves, a cup and saucer, a King and Queen (from a set of playing cards). The host wraps up one part of each pair and hides the other somewhere in the room.

PLAY


	Players are given a part of their pair.

	They have to look for what they think is likely to be the other, which has been hidden by the host.

	Every player who matches his pair within ten minutes or so is a winner.



SARDINES

Age 7+

Players Group

This is a type of Hide and Seek (see page 30) usually played in the dark. The more rooms that can be played in the more exciting the game becomes.

AIM

To find and join the sardine.

PLAY


	One player is chosen as sardine to go and hide (preferably somewhere big enough for most of the others to squeeze in, too) while all the others cover their eyes and count to 30.

	The seekers then go off individually to find the sardine.

	When a seeker locates the sardine, he or she joins the sardine in the hiding place. Eventually the hiding place is full of hiders, while fewer and fewer seekers remain.

	There are no winners in this game. The last player to find the hiding place becomes the next sardine.




SIMON SAYS

Age 3+

Players Group

This is an old party game that remains a great favourite.


PLAY


	One player is the leader and the others spread around the room in front of him or her.

	The leader orders the others to make various actionssuch as touching their toes or raising their arms. Whether or not they must obey the orders depends on how the orders are given.

	If the leader begins the order with the words Simon says, the players must obey. If he does not begin with these words, they must not make the action. If a player makes a mistake, he or she is out of the game. The leader can encourage mistakes by giving rapid orders; by developing a rhythm with a repeated pattern of movements and then breaking it; or by making the actions himself for the others to follow.

	The last person left in the game is the winner and becomes the next leader.



TRIANGULAR TUG-OF-WAR

Age 10+

Players Group

EQUIPMENT

A 2-3 m (6-9 ft) length of rope (or cord) and three handkerchiefs are required.

PREPARATION

Tie the ends of the rope together. If indoors, make sure you have a large area clear of furniture. Get three players to stand outside the rope and hold it with one hand behind them to form a triangle. Place a handkerchief on the ground in front of each player.


PLAY


	The players have to hold on to the rope behind them and pick up the handkerchief in front of them. Each should be aware of his opponents though, and pull the rope to make sure they dont get to their handkerchiefs first.

	The player who manages to pick up his handkerchief first, while holding on to the rope, wins.




WHATS THE TIME, MR WOLF?

Age 5+

Players Group

PREPARATION

One player chooses to be or is chosen as Mr Wolf.

PLAY


	Mr Wolf stands with his back to the others, who advance one step at a time towards him from a reasonable distance. At each step, one member of the advancing group shouts, Whats the time, Mr Wolf?

	The time is given by him, and the group takes another step forward.

	At a moment of his own choosing Mr Wolf will, instead, shout the reply, Dinner Time! He then turns rapidly and chases the others. The player whos caught becomes Mr Wolf.











Ball Games

BROKEN BOTTLES

Age 10+

Players Group

EQUIPMENT

A soft ball is needed.


PLAY


	Players form a circle and throw the ball to each other, catching with both hands.

	When a player drops or misses the ball, he or she pays a penalty. The first penalty is to use only the right hand. The second is to use only the left. The third is to have one knee on the floor, but use both hands, the fourth, to be on both knees. The fifth, to be on both knees and use only the right hand, and lastly, sixth, to be on both knees and to use only the left hand. After that, the player drops out.

	The player who survives longest wins.




BUCKET BALL

Age 3+

Players Group

AIM

To get the ball into the bucket.

PLAY


	A plastic household bucket is weighed down with a large stone or brick.

	Players stand around it and take turns to throw a ball into it. Young players can stand fairly close, older ones further back. For players who are good at it, a smaller ball can be used since this makes the game more of a challenge.

	The player who gets the ball into the bucket most often wins.





CIRCLE BALL

Age 5-10

Players Group


This game is best played on a hard surface. It is a fast and energetic game played only for enjoyment.

AIM

Players bounce a ball to each other in turn.

PLAY


	A circle about 1 m (3 ft) across is drawn, and players form a circle around it, standing several metres back.

	A ball is thrown from player to player in order, and must bounce inside the drawn circle. Players must catch it before it bounces again.



FRENCH CRICKET

Age 10+

Players Group

EQUIPMENT

A tennis ball and tennis racket or cricket bat are needed.

PLAY


	Each player takes a turn at holding the racket or bat.

	Another player then tries to get him or her out by bowling and hitting his or her legs below the knees. The batter, meanwhile, protects the legs with the bat or racket and tries to hit the ball. Each time a player hits the ball, he or she scores a point and has another turn.

	If the batter hits the ball, he or she can face the way the ball will be coming from next. If not, he or she has to stay in the same position, making it difficult to protect the legs if the ball is coming from behind.

	The ball must be bowled from where it lands.

	A player who is hit below the knees is out.




GUARD THE GATE

Age 5-10

Players Group

AIM

To roll a ball through the gate formed by the space between players.

PLAY


	Players form a circle, each being one arms length away from the next. The gate is the space to his or her right.

	The ball (a tennis ball would be suitable, or a larger ball for younger players) is rolled by hand players, each trying to send it through any of the spaces between players  the gates. At the same time the players must guard their own gates to stop the ball going through. Players who let the ball through their gates drop out.

	The player who succeeds in defending his or her gate the longest wins.





HOT POTATO

Age 5-10

Players Group

AIM

For the players to keep the ball away from the player in the middle.

PLAY


	The players form a circle and one is chosen to stand in the centre.

	The ball is thrown from player to player, and the one in the middle tries to intercept. He or she may win the ball by touching it at any time, even if one of the other players is holding it, or it falls outside the circle. Whoever makes the mistake that allows the player in the middle to touch the ball takes his or her place.

	The game goes on until all the players have a turn in the middle. The one who holds out longest may be declared the winner.




WALL GAME

Age 5+

Players Group

AIM

To throw and catch a ball quickly.

PLAY


	Each player is given a number. They stand near the wall in no particular order.

	The first player starts the game by throwing the ball against the wall, at the same time calling the number of one of the other players.

	That player has to try to catch the ball after the first bounce.

	If the player succeeds, he or she throws the ball and calls another number.

	If he or she fails, the first player throws again and calls a different number.

	The game can be scored, with points given for every successful catch. The highest score within a time limit wins.









Blindfold Games

BLIND MANS BLUFF

Age 7+

Players Group

AIM

A blindfolded player tries to catch and identify another player.

PLAY


	A blind person is chosen and blindfolded. He or she is turned around three times in the centre of the room and then left alone.

	The other players dance around, taunting the blindfolded person and dodging out of his or her way to avoid capture.

	When the blindfolded person catches someone, he or she has two or three guesses at the name of the prisoner. If he guesses correctly, the prisoner becomes the new blind man. If wrong, he continues to be the blind man and tries to catch another player.



BLIND JUDGEMENT

Age 7+

Players Group

PLAY


	One player is blindfolded and placed on a seat of judgement.

	Another player then stands quietly in front of him, and the player in the judgement seat gives a brief description of whoever he thinks might be standing in front of him.

	If the other players think that the blind judgement was reasonably accurate, the player in front of the blindfolded player becomes the new blind man.

	If his judgement was inaccurate, the original blind man must pass judgement on another player.



THIEVES

Age 7+

Players Group

AIM

A blindfolded player tries to catch players stealing from him or her.

PLAY


	One player is blindfolded and given a rolled paper or other soft implement to hold in his or her hand.

	The blindfolded player sits in the middle of a circle made by the other players, and a pile of treasure  necklaces, brooches, bracelets, etc.  is placed in front of him or her.

	Players in the circle quietly take it in turns to steal a piece of treasure. If the blindfolded person hears a thief, he or she strikes at him or her with the newspaper and calls thief, thief.

	If he or she touches a thief, the thief must return emptyhanded to his or her place to await the next turn.

	The thief who collects most treasure wins the game.



BLIND MANS TREASURE HUNT

Age 7+

Players Group

EQUIPMENT

Parcels of different sizes and shapes, at least one for each player, plus several extra to allow choice for all players, and a blindfold, are needed.


PREPARATION

All the players must be sent out of the room. The parcels are then placed on a table in the middle of the room.

PLAY


	Bring in the guests one by one, blindfolded.

	Lead them up to the table and tell them they may choose one present, but must not open it until everyone has chosen.

	Everyone wins something in this game. The fun lies in the opening of the presents, and guessing what they are from their shape and sound.




PIN THE TAIL ON THE DONKEY

Age 5+

Players Group

AIM

Blindfolded players try to pin a tail in the correct position on a drawing of a tail-less donkey.

PREPARATION

The organiser draws a large picture of a donkey without a tail and fastens it onto a pinboard propped upright. He also makes a donkeys tail out of cardboard or wool and sticks a large pin through the body end.

PLAY


	Each player in turn is blindfolded and turned around so that he is in front of and facing the donkey. He is then given the tail and attempts to pin it on the correct part of the donkey.

	The organiser marks the position of each players attempt.

	The player who pins nearest the correct place is the winner.





SQUEAK-PIGGY-SQUEAK

Age 7+

Players Group

AIM

A blindfolded player attempts to identify another player by getting him to squeak.

PLAY


	One player is blindfolded, given a cushion, and turned around three times in the centre of the room. The others sit down around the room.

	The blindfolded person must then place his or her cushion on another players lap and sit on it, and then call squeak-piggy-squeak. The person he or she is sitting on squeaks like a pig.

	If the blindfolded person recognises the person, they change places. Once the new person is blindfolded, the players all change seats before he or she tries to sit on a players lap.
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