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In memory of three generations of grandmothers


who introduced each of us to their favourite games:
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Analogue Fun in a Digital World 97


￼


Aggression; All Ways; Alphabet Race; Battleships; Boxes; Consequences; Picture Consequences; Crossing Out the Letters; Hangman; Joining Points; Noughts and Crosses; Salvo; Shooting Stars; Sprouts; Word Squares; The Worm; All Square; Columns and Rows; Garden Path; Kayles; Matchboxes; Match-Taker; Maxey; Nim; One-Line Nim; Niminy-Piminy; Odd or Even; Spillikins; Take the Last; Fivestones (Ones; Twos; Threes; Fours; Pecks; Bushels; Claws; Ones Under the Arch; Twos Under the Arch; Threes Under the Arch; Fours Under the Arch; Stables; Toad in the Hole; Snake in the Grass)


4


The Race is On 161


￼


A-Tissue; Balloon Race; Bang Bang Race; Biscuit Race; Blow Ball; Deportment Relay; Doll Dressing; Drop the Lot; Head Space; Knot Race; Map Race; Ankle Race; Back-to-Back Race; Nose Ball; Piggy-Back Race; Three-Legged Race; Newspaper Race; Pick and Cup Race; Potato Race; Spoon Ball; Thimble Race; Tortoise Race; Two-Minute Race
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Einstein & Friends 189


￼


AA; Acrostics; Alpha; Alphabet Story; Anagrams; Arena; Big Words; Botticelli; Bulls and Cows; Categories; Changelings; Clue Words; Crambo; Crossword; Crosswords; Donkey; Guggenheim; Hidden Words; Leading Lights; Little Words; Proverbs; Rhyme in Time; Scaffold; Short Story; Stairway; Stepping 
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Stones; Taboo; Telegrams; Word Power; Vowels; Spelling Bee (Variations 1, 2, 3; Backward Spelling); Vowels Out; The Numbers Game (All the Ones; Amazing Game; Amazing Multiplication; How Old Are You?; Mind-Reader; Trick Multiplication
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Party Games 251


￼


All Change (Blind Postman); Blind Man’s Buff; Cat and Mouse; Chinese Whispers; The Chocolate Game (Thirsty Cat); Clothes Shop; Dusty Miller; Goodies and Baddies; Handshake; Happy Travellers; Hunt the Slipper; Lost Letters; The Mummy Game; Musical Bumps; Musical Chairs; Musical Hats; Musical Statues; On and Off; Pairs Treasure Hunt; Pass the Orange; Pass the Parcel; Plate and Feather Race; Simon Says; Sleeping Lions; Squeak Piggy Squeak; Three Blind Mice; Ad Infinitum; All Lies; Breath Test, Busy Birds; Candles; The Cereal Box Game; Doasyouwouldbedoneby; Guess the Guests; The Judge; Limbo; Match Tower; Never Say It; Over the Sticks; The Pen in the Bottle Game; Personality Swap; The Picture Frame Game; Poor Pussy; What Nonsense!; Wink Murder
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Music & Drama 309


￼


Adverbs; Avoid the Hassock; Balloon Dance; Charades (Variation 1; Variation 2); The Conductor; Corpse Tango; Drama School; Dumb Crambo; Fairy Tales; Fancy Undress; The Common Man Game; Grab; Grand Chain; Group Limericks; Group Poetry; Mimic; Musical Arches; Musical Arms; Musical Islands; Musical Rush; Musical Scramble; Musical Stick; Pandora’s Box; Play Time; Proverbial Pantomime (Dumb Nursery Rhymes); The Railway Carriage Game; ‘What are we shouting?’
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Country House Weekend 349


￼


All Change; Ankles; Balloon Battle; Bluffo; Find the Leader; Find the Proverb; Front and Back Race; The Hat Game; Hide and Seek; Light and Shade; Mafia; Murder in the Dark; Newspaper Quiz; Pan Tapping; Post-it Note Game; Royal Academy (Variation); Sardines; Uncle Joshua; Winking; Yes and No; Zoo Quest; Boat Race; British Bulldogs; Cage the Bear; Lions (Variation); Queenie; Scavenger Hunt; Scrum; Sheepdog Trials; Slapjack; Tag (Chain Tag; French Tag; Hopping Tag); Triangular Tug of War; Tug of War/Oranges and Lemons; Two Dogs, One Bone; Advertisements; Ball in the Bucket; Bun Biting; Guessing Game; Sensory Games (Feelers; Noises Off; Tastebuds; What’s the Smell?; Who’s This?)
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Seasonal Games 417


￼


Circle Talking (aka the Yearly Round-Up); First Footer; Never Look Back; New Year’s Resolutions; Forgotten Love Story; ‘I love my love . . .’; Postman’s Knock; Soulmates; Writing Romance; Bonnet Race; Easter Egg Wobble; Hopping Bunnies; Indoor Egg and Spoon Race (Variation); Paper Bag Piñata; Pin the Tail on the Easter Bunny; Garden Olympics; Apple Ducking; Execution; Ghosts; The Horror Game; Musical Torch; Witch Hunt; A Baby is Born; Cinders’ Slipper; Merry Christmas and Happy New Year; Mince Pie Munch; Santa Packed my Stocking


Index 459


8
Country House Weekend 349
￼
All Change; Ankles; Balloon Battle; Bluffo; Find the Leader; Find the Proverb; Front and Back Race; The Hat Game; Hide and Seek; Light and Shade; Mafia; Murder in the Dark; Newspaper Quiz; Pan Tapping; Post-it Note Game; Royal Academy (Variation); Sardines; Uncle Joshua; Winking; Yes and No; Zoo Quest; Boat Race; British Bulldogs; Cage the Bear; Lions (Variation); Queenie; Scavenger Hunt; Scrum; Sheepdog Trials; Slapjack; Tag (Chain Tag; French Tag; Hopping Tag); Triangular Tug of War; Tug of War/Oranges and Lemons; Two Dogs, One Bone; Advertisements; Ball in the Bucket; Bun Biting; Guessing Game; Sensory Games (Feelers; Noises Off; Tastebuds; What’s the Smell?; Who’s This?)
 
9
Seasonal Games 417
￼
Circle Talking (aka the Yearly Round-Up); First Footer; Never Look Back; New Year’s Resolutions; Forgotten Love Story; ‘I love my love . . .’; Postman’s Knock; Soulmates; Writing Romance; Bonnet Race; Easter Egg Wobble; Hopping Bunnies; Indoor Egg and Spoon Race (Variation); Paper Bag Piñata; Pin the Tail on the Easter Bunny; Garden Olympics; Apple Ducking; Execution; Ghosts; The Horror Game; Musical Torch; Witch Hunt; A Baby is Born; Cinders’ Slipper; Merry Christmas and Happy New Year; Mince Pie Munch; Santa Packed my Stocking
 
Index 459





[image: hyperlink]


[image: hyperlink]


[image: hyperlink]




	  		









	  		









	  		





































Introductions


Gyles writes:


Saethryd and Rory and I were born to write this book. Our family has been in the fun and games business for several generations.


My great-grandmother’s nephew was George R. Sims (1847–1922), the most prolific and highest-paid journalist of his day. Sims made his name writing for a weekly magazine called Fun. Queen Victoria read Fun and was amused. Sims also wrote plays and pantomimes, and a sentimental ballad entitled It is Christmas Day in the Workhouse, which, on long winter evenings in the good old days, the head of the family would recite by heart, with feeling, at the fireside, between a game of Charades and a chorus of ‘My Old Man said “Follow the Van”’ around the piano.


My great-great-grandfather was Benjamin Brandreth (1809–1880), who left England for America in 1833 and made a fortune manufacturing ‘Brandreth’s Pills’ – vegetable pills that claimed to cure everything. Herman Melville, the great American novelist, immortalised Brandreth’s pills in Moby Dick. P. T. Barnum, the circus king, admired Brandreth, above all others, for his extraordinary marketing skills. To help promote his unique medicine, Brandreth published Brandreth’s Puzzle Book, a compendium of his favourite games and puzzles.


I have a copy of that book, and of a dozen and more books of Victorian family entertainment handed down to me by my father, Charles Brandreth (1910–1981). My father was a master of the lost art of having 
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fun. He had a repertoire of parlour recitations he could call on; he was a dab-hand at close-up parlour magic; he was an expert on the rules of all the best parlour games.


Indeed, it is through a game – the world’s best-selling board game – that my father met my mother and that I and Saethryd and Rory are here to tell the tale. In 1936 the American games company Parker Brothers began licensing Monopoly for sale outside of the United States. The first British games of Monopoly went on sale that Christmas. My father, aged twenty-six, bought one of them (at Selfridges department store in London’s Oxford Street) and, looking for someone to play the game with, found himself introduced to my mother, Alice Addison, then aged twenty-two. Twenty weeks later, Charles and Alice ran off together and were married. Thirty-four years later, as the official European Monopoly Champion, I came third in the World Monopoly Championships in New York. I have always done my best to do the family proud.


As a boy, while I was a Monopoly mini-master, a bit of a devil at dom­­inoes, and quite clued-up on Cluedo, Scrabble was really my board game of choice. I went to a boarding school called Bedales where I played Scrabble on Wednesday afternoons with the school’s founder, John Badley (1865–1967). Mr Badley, who had been a friend of Oscar Wilde, among others, was a skilful Scrabble player and, though in his late nineties when I was playing against him, invariably won our matches. I accused him of using words that were obsolete. He assured me that they had been current when he first learnt them.


I founded the National Scrabble Championships in 1971, and am now President of the Association of British Scrabble Players. For some years 
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I was also a director of Spears Games, manufacturers of Scrabble and assorted other great indoor games – two of which, I am proud to say, I invented. (Rory is especially keen on my Alice in Wonderland game.) My mother was also a games inventor and anyone who has played her word game, Haathi (manufactured for a while by my sister, Hester, in South Africa) will know that it is the most challenging – and satisfying – word game of them all.


I hope you are getting the idea. We Brandreths are into games. And the games we are most into are the games you will find here in the pages that follow. These aren’t board games or card games or games requiring special equipment. These are simply our family’s all-time favourites and most of them are, unashamedly, old favourites.


The oldest of all is probably Blind Man’s Buff. You know how it goes? A blindfolded player rushes about the room trying to catch hold of the other sighted players, who dodge out of his way. When the blindfolded player catches his victim, he has to guess who it is, and, if he is right, to change places with him. In its origins the game is connected with the early rites of human sacrifice and dates back to the time of the one-eyed god Odin, chief deity of Norse mythology. Through the centuries it has been known as Billie Blind, Hoodle-cum-Blind and Blind Harrie, but it’s a great game despite its gruesome heritage. Rory (born in 2006) has a particular soft spot for it.


One of Rory’s grandfathers (me) has a special fondness for Charades, another of the oldest games in the book. The name comes from the Spanish charrada, meaning the chatter of clowns. The game came to Britain from the Continent in 1776, but it didn’t come into its own until the mid to late nineteenth century, during the Victorian heyday of home 
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entertainment when no house party was complete without a session of Charades or Sardines – or Apple Ducking, a particular royal favourite. In the 1980s I used to appear in a TV version of Charades called Give Us A Clue. It was a fun show to watch, as I remember, but it was an even more fun game to play.


That’s the point, really. Doing is more fun than watching. And our hope is that this book will guide you and your family and friends as you play these games together and rediscover the lost art of having fun.


Play is important. You don’t need to take my word for it. Friedrich Schiller, the great German poet and philosopher, took time off from writing William Tell to remind us that ‘man only plays when in the full meaning of the word he is a man, and he is only completely a man when he plays’. Johan Huizinga, the Dutch historian and author of Homo Ludens, the definitive study of the place of play in our culture, put it like this:


Play adorns life, amplifies it and is to that extent a necessity, both for the individual – as a life function – and for society by reason of the meaning it contains, its significance, its expressive value, its spiritual and cultural associations, in short, as a cultural function. The expression of it satisfies all kinds of cultural needs.


So there you go. It turns out this book is more significant than any of us realised. Have fun with The Lost Art of Having Fun and do yourself – and society – a favour. 
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Saethryd writes:


Right, well, before Dad lays claim to be the Dalai Lama of dominoes or whatever, I think we should probably get a few things straight.


Games are making a comeback; and that’s a cultural zeitgeist I think even my never-exactly-shy-and-retiring father would probably be hesitant to take credit for. We are not the only family in Britain who are rediscovering our love of a good game. Driven by the recession, and our overwhelmingly materialistic popular culture, the good folk of these fair isles are fighting back. The popularity of shows like The Great British Bake Off and Kirsty’s Homemade Home demonstrate that we are returning to the make-do-and-mend ethos that made Britain great in the first place. There’s been a shift away from buying mass-produced to making our own . . . and that includes making our own fun.


Also, is it just me or are there suddenly children everywhere? It’s a veritable explosion: you can’t escape the little blighters – toddlers running around cafés, babies bawling on buses, pubs doubling up as daycare. I was at a friend’s house the other day and an eight-month-old just emerged from under their sofa – gave me quite a shock, I can tell you. And it’s not just us regular folk that are at it. There were at least three of them in Downing Street last time I checked and a brand new one at Kensington Palace.


Now, just as we Brandreths don’t lay claim to being the progenitors of the Great Games Revolution, neither do we claim to be responsible for the baby boom – though my parents do have six grandchildren and counting, so we are not doing too badly. But what all this means is that there is a whole new generation of parents who are rediscovering the joy 
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of games. The era of all-night parties and responsibility-free Sundays may be long gone, but that doesn’t mean we want to stop having fun, far from it. It’s just that now we are less likely to go out, especially with the cost of the babysitter and the state of the economy, and more likely to have our friends round in the evening for a bottle of wine, a couple of rounds of the Hat Game (page 361) and a late-night Limbo (page 297) before waking up in the morning and playing Sardines (page 376) with the kids. (A nice cosy hiding-spot where you can lie down is recommended if you’ve had a little too much fun late-night limboing.)


One of my favourite chapters in the book is Analogue Fun in a Digital World. I, too, am very much guilty of the ‘Here’s an iPhone now let me talk to my friends for thirty minutes in peace’ school of parenting. And not just out of the house. I’ll share a little, and some may say inconsequential, story with you; one which will never win me the Parent of the Year award but is genuinely the moment I rediscovered the joys of games for every occasion.


Rory is an only child and, if we are being honest here, which I hope we are, I can be a somewhat lazy parent. The thing no one really says out loud about kids, especially young kids, is they can be – whisper it – quite boring. There, I said it. Sometimes the incessant chatter and non-stop demands can be dull, dull, dull, so when it came to mealtimes I had a tendency to just bung Rory, and his fish fingers, down in front of the telly, so that I could get on with the important business of being me, in other words, doing the laundry, checking Facebook and reading Heat magazine.


I started to feel guilty. I’ve read the books. I know family mealtime is important, so I made a conscious decision to rectify this. Even if it was 
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just going to be me and Rory, and he was the only one eating, we were going to sit down at the table together and have some quality time, gosh darn it.


The first day, there we are: him sat there pushing his peas around his plate; me with my packet of peanuts and half a glass of corner-shop cava to add to the sense of occasion. By the third time I’d asked him how school was that day, my cava disappearing a little more quickly than it really ought to have, Rory’s staring at the TV like it’s a long-lost lover about to be deported back to Mexico.


Then it happened. I, being a master of dinner party conversation, asked (again), ‘How’s the fish?’; to which he replied ‘Chips’; then I said ‘Peas’; then he said ‘Potatoes’; I said’ Mash’; he said ‘Monster’; I said ‘Truck’; and, all of a sudden, we were playing this quite surreal but actually really enjoyable word association game. All of a sudden we were having fun! Okay, we are easily entertained, but it was that moment, that shift from two people being there but not really being present, to two people genuinely being absorbed in what was going on and really enjoying each other’s company that was important.


So that’s what this book is all about: having fun with your family and friends. That’s why there are no solo games included. (Perhaps Fun for One should be our next book?) It was also important to us that the games be accessible, which is why we haven’t included games that need specialised equipment, such as cards or board games. (We’ll move on to card games and board games when we have sorted the solo games.)


This book does not claim to be a definitive work. It is simply a collection of our favourite games, all tried and tested, with enough of a range 
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included to enable you to find the right game for the occasion, age and temperament.


Each family has its own traditions (I’m yet to meet another family who enjoy a game of Denk-Fix on Christmas Day) and we would love to hear yours. So, in the spirit of mixing old with new, the analogue with the digital, we’d love it if you would visit the Lost Art of Having Fun Facebook page or Twitter and let us know all about the games you play in your family. It is the perfect place to upload photos of a round of ‘Are you there, Moriarty?’ (page 15), share your car journey classics and wrangle over the correct rules for Charades (page 318). We’ve got some classic footage of my granny playing Bun Biting (page 408) which may yet see the light of day . . .


Of course, no one is saying you have to be some sort of all-singing, all-dancing, all-games-playing super-family. Sometimes there is nothing better than shoving an iPhone in the kids’ direction or turning on the telly for a couple of hours’ peace. Playing these games, we all really enjoy ourselves and each other’s company. And, because I know I’ve had that time when I’ve been really present and genuinely enjoyed myself, and my child, and our time together, I don’t feel guilty genuinely enjoying taking some time out of motherhood to play the Post-It Note Game (page 373) with my friends, or going out to dinner or work, or reading a trashy book or whatever takes my fancy. It’s all about balance, living in the moment, being present, forgetting your worries and remembering that, for all its trials and tribulations, life is meant to be fun.


Actually, maybe Dad’s whole Dalai Lama of the dominoes schtick wasn’t so off after all . . .
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Rory writes:


Ah, Dalai what? Er, Dalai who? Yes, it is true, I do like playing the games with Mum. And with Granddad. I’ve not really written a lot of this book. Mum keeps telling me I have, but I’m pretty sure she’s lying. What I have done is played lots of the games and let you know the ones I really like.


Plus I’ve made a couple of really awesome jokes.
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Ah, Dalai what? Er, Dalai who? Yes, it is true, I do like playing the games with Mum. And with Granddad. I’ve not really written a lot of this book. Mum keeps telling me I have, but I’m pretty sure she’s lying. What I have done is played lots of the games and let you know the ones I really like.
Plus I’ve made a couple of really awesome jokes.







	  		





	  		







Rainy Day Games
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￼


Here are some games to play on a wet Wednesday in the school holidays. They are also ideal for when the family is gathered together on a Sunday afternoon after a mouth-watering medley of all things roasted (‘Extra bread sauce over here, please; thank you very much’). The fire is burning brightly, Granny is dozing in the corner, and it would be criminal to turn on the television when you could be having some good old-fashioned fun instead. So, without further ado, let the games begin!
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‘Are you there, Moriarty?’


￼


This game has been a rainy day favourite for more than a hundred years, since the heyday, in fact, of the great detective Sherlock Holmes and his arch-enemy, the elusive Professor James Moriarty, the ‘Napoleon of Crime’.


It is a game for two players and an audience; and everybody can take a turn, if they dare!


Once you have your players and your audience, all you need are two blindfolds and two rolled-up newspapers . . . The scene is set for a duel to the death (well, almost).


The two players are blindfolded and made to lie flat on the floor, face down, each grasping the other’s left wrist with his left hand. In their right hands they hold their weapons: the rolled-up newspapers.


On the command ‘Go!’ the first player calls out ‘Are you there, Moriarty?’ to which the other player must reply ‘Yes’. As he does so, the first player will attempt to wallop him with a single well-aimed blow from his rolled-up newspaper, judging the second player’s location by where his voice is coming from. To avoid the attack, of course, an artful player will cry ‘Yes’ in one place and quickly roll to another (without letting go of his opponent’s left wrist).


Players take it in turns to do the asking and walloping and the replying and rolling. The player with the greater number of direct hits after a set time is the winner.
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This game has been a rainy day favourite for more than a hundred years, since the heyday, in fact, of the great detective Sherlock Holmes and his arch-enemy, the elusive Professor James Moriarty, the ‘Napoleon of Crime’.
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The two players are blindfolded and made to lie flat on the floor, face down, each grasping the other’s left wrist with his left hand. In their right hands they hold their weapons: the rolled-up newspapers.
On the command ‘Go!’ the first player calls out ‘Are you there, Moriarty?’ to which the other player must reply ‘Yes’. As he does so, the first player will attempt to wallop him with a single well-aimed blow from his rolled-up newspaper, judging the second player’s location by where his voice is coming from. To avoid the attack, of course, an artful player will cry ‘Yes’ in one place and quickly roll to another (without letting go of his opponent’s left wrist).
Players take it in turns to do the asking and walloping and the replying and rolling. The player with the greater number of direct hits after a set time is the winner.







	  		































The Balloon Bashing Game


￼


For this game you will need a blown-up balloon, a rolled-up news­paper, a blindfold and at least four players.


The players stand in a circle and, one at a time, take it in turns to put on the blindfold and stand in the middle. The blindfold player is given the rolled-up newspaper to hold and the blown-up balloon is placed on the ground somewhere inside the circle. The blindfold player is then twirled around three times and told ‘Bash the balloon!’ He can then have three goes at bashing the balloon. If he manages to hit it the first time, he scores 3 points. If he hits it the second time, he scores 2 points. If he tries three times to bash it but misses every time, he scores nothing.


After each player has had two chances to be the blindfold balloon basher in the centre of the circle, the player with the highest number of points is declared the winner and gets given the balloon as a prize.
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Catch the Keys


￼


For this game you need a large clear room, a large jangly key ring and at least four players.


Blindfold two of the players and get them to stand facing each other about three metres apart. Now somewhere in between them throw down the key ring. As soon as the players hear the key ring clatter to the ground they can move towards it and try to pick it up. The first player to find the key ring wins a point. The players take it in turns to be blindfolded and to try and catch the keys. After a set number of rounds the player with the highest score is the winner.


Catch the Keys
￼
For this game you need a large clear room, a large jangly key ring and at least four players.
Blindfold two of the players and get them to stand facing each other about three metres apart. Now somewhere in between them throw down the key ring. As soon as the players hear the key ring clatter to the ground they can move towards it and try to pick it up. The first player to find the key ring wins a point. The players take it in turns to be blindfolded and to try and catch the keys. After a set number of rounds the player with the highest score is the winner.







	  		





































The Crocodile Game


￼


This game is named after the famous crocodile in J. M. Barrie’s wonderful story and play, Peter Pan. The story of the crocodile goes something like this. Once upon a time, the crocodile, who lived in Neverland, ate the hand of Peter Pan’s arch-enemy, Captain Hook. He found the hand so tasty he was eager to eat the rest of the rascally pirate and pursued the Captain everywhere. However, Captain Hook could always tell when the crocodile was coming because the animal had also swallowed an alarm clock. And it was a clock with a very loud tick. Whenever the crocodile got near, the Captain was forewarned by the sound, which is how he managed to survive for so long. He survived, in fact, until the day the clock stopped.


When you play the Crocodile Game you must make sure the clock you use is well wound up, has an audible tick, and doesn’t stop.


Begin by sending one of the players out of the room and, while the player is outside, let everyone else decide on somewhere clever to hide the clock: behind the curtains, under a cushion, behind some books, in the piano stool, under the sofa, anywhere, in fact, so long as the clock’s tick can still be heard.


When the clock is well hidden, the player who has been outside returns and has to find it. He will be led, of course, by the ticking. When he finds the clock, another player leaves the room, the clock is hidden again, and the second player then returns to find it. Time each player who looks for the clock and the player who manages the task in the shortest time is declared the winner.
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Dead-Pan


￼


This game is all about getting the giggles; or rather, it’s about trying desperately not to get the giggles.


The players sit or stand in a circle, and one of them is chosen to be the leader.


The leader nudges the player on his left, who nudges the player on his left, who nudges the player on her left, and so on round the circle back to the leader.


The leader now tweaks the ear of the player on his left, who tweaks the ear of the player on his left, and so on round the circle once more.


For the third and subsequent rounds the leader shakes his neighbour’s hand, or tickles him under the chin, or blows in his ear, or pulls his nose, or does whatever amuses him, and the other players do the same round the circle.


The idea is that the players should perform all these actions without showing any sign of amusement. Anyone who smiles, let alone sniggers, smirks, giggles, has hysterics or cannot contain even the tiniest of tiny chuckles is immediately disqualified and leaves the circle.


Whoever laughs last, laughs most, as they are declared the winner.
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Do This! Do That!


￼


This game is a variation of the classic children’s game Simon Says (page 281), and will be enjoyed by the young and the young-at-heart alike.


One player is chosen as the leader and she stands out in front of all the other players who must face her. She will then call out ‘Do this!’ or ‘Do that!’ and perform an action at the same time. When the leader says  ‘Do this!’, the players must do whatever she is doing; and when she  says ‘Do that!’ they must not.


So when the leader says ‘Do this!’ and claps her hands, the players must all clap their hands; when she says this ‘Do this!’ and scratches her ear, the players must all scratch their ears. But when she says ‘Do that!’ and puts her hands on her hips, nobody must move. Anyone caught obeying an order on the command ‘Do that!’ drops out. Anyone who does not move quickly enough on the command ‘Do this!’ retires as well.


The last player in is the winner.
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This game is a variation of the classic children’s game Simon Says (page 281), and will be enjoyed by the young and the young-at-heart alike.
One player is chosen as the leader and she stands out in front of all the other players who must face her. She will then call out ‘Do this!’ or ‘Do that!’ and perform an action at the same time. When the leader says  ‘Do this!’, the players must do whatever she is doing; and when she  says ‘Do that!’ they must not.
So when the leader says ‘Do this!’ and claps her hands, the players must all clap their hands; when she says this ‘Do this!’ and scratches her ear, the players must all scratch their ears. But when she says ‘Do that!’ and puts her hands on her hips, nobody must move. Anyone caught obeying an order on the command ‘Do that!’ drops out. Anyone who does not move quickly enough on the command ‘Do this!’ retires as well.
The last player in is the winner.







	  		





























































Fanning the Kipper


￼


A fun and silly racing game which is not as easy to play as it sounds and which brings out the competitive spirit in even the most mild-mannered of souls.


In our family the game is played every Christmas Eve and the winner is awarded the much coveted Kipper Trophy, which takes pride of place on the recipient’s mantelpiece until the following year.


The game works like this. Each player is given a ‘kipper’ – a piece of flimsy tissue paper, about twenty centimetres long and ten centimetres wide, cut in the shape of a fish – and a folded newspaper to use as a ‘fan’.


The ‘kippers’ are lined up at the starting-point of the course, with each player standing behind his fish, fan at the ready. In our family, we race along the hallway, but you can race from one side of the sitting room to the other or around the kitchen.


‘On your marks, get set, go!’ Players have to fan their kippers along the course by waving their newspapers just behind the kipper’s tail. The first player whose kipper crosses the finishing line is the winner.


Anyone caught touching their kipper will be disqualified immediately. You have been warned!


￼


Rory says: I love this game.
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A fun and silly racing game which is not as easy to play as it sounds and which brings out the competitive spirit in even the most mild-mannered of souls.
In our family the game is played every Christmas Eve and the winner is awarded the much coveted Kipper Trophy, which takes pride of place on the recipient’s mantelpiece until the following year.
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Anyone caught touching their kipper will be disqualified immediately. You have been warned!
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Going Through the Motions


￼


The players form a circle. The first player performs any action he chooses – tapping his foot, twitching his nose, winking one eye, closing the other, bobbing up and down, or whatever.


The second player must copy the action of the first player and at the same time perform an additional action of her choice.


The third player must copy the actions of both the first and second player and then add an extra action of his own. And so the game progresses on round the circle, with each player copying all the actions of the previous players and adding an extra action.


Any player who fails to add an action, or misses out an action, or falls over in a state of confusion and exhaustion, is out of the game. The last player left tapping, twitching, winking, nodding, bobbing, hopping and waving, is the winner.


Going Through the Motions
￼
The players form a circle. The first player performs any action he chooses – tapping his foot, twitching his nose, winking one eye, closing the other, bobbing up and down, or whatever.
The second player must copy the action of the first player and at the same time perform an additional action of her choice.
The third player must copy the actions of both the first and second player and then add an extra action of his own. And so the game progresses on round the circle, with each player copying all the actions of the previous players and adding an extra action.
Any player who fails to add an action, or misses out an action, or falls over in a state of confusion and exhaustion, is out of the game. The last player left tapping, twitching, winking, nodding, bobbing, hopping and waving, is the winner.







	  		





































Grab the Bell


￼


To play this invigorating rainy day game you will need one Leader, one Victim, at least four other players, a blindfold and a small hand-bell.


Gyles says: Victorians, of course, kept small hand-bells in their parlours: they used them to summon the servants. These days they are in short supply in many modern houses. You could always replace the hand-bell with another object that could be noisy if picked up wrongly – a football rattle, a jar of beads, you get the idea.


The players sit on the floor in a circle with the blindfolded Victim sitting in the centre. The Leader stands outside the circle. The hand-bell is placed on the ground just in front of the blindfold Victim.


When everyone is in position, the Leader will point silently to one of the seated players, who must get up and creep as quietly as possible towards the Victim and try to grab the bell. If the Victim hears a noise, he will point to the direction from which he thinks the player is coming. If he’s right, the Leader will say ‘Well done, you’ve caught him’, and the player who was creeping towards the bell has to return to her place. The Leader will then point to another player, who will also try to creep silently towards the Victim and grab the bell without being caught. If the Victim points in the wrong direction, the Leader says nothing and the 
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creeping player can carry on creeping. As soon as a player manages to grab the bell, the round is over and the Victim takes off his blindfold, joins the circle and the clever player who got the bell becomes the new Victim.


￼


Rory says: I love this game.
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￼
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Horseshoe


￼


For this parlour game, you don’t need horses and you don’t even need horseshoes. All you need are four ordinary upright chairs and sixteen old shoes.


Position the four chairs in a small circle, blindfold the four players and get each of them to sit on one of the chairs. Now put the sixteen shoes on the floor somewhere in the middle of the circle. On the command ‘Go!’ the players must get off their chairs and scramble on the floor for a shoe. Once they have found a shoe, they must return to their own chairs and place it under one of the four legs. They must then go back and find a second shoe, return to their chair with that, put it under the second chair-leg, go back for a third shoe, and finally, of course, for a fourth.


The first player to have placed four shoes on the four legs of his or her chair and then be again seated on the chair is the winner.
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Position the four chairs in a small circle, blindfold the four players and get each of them to sit on one of the chairs. Now put the sixteen shoes on the floor somewhere in the middle of the circle. On the command ‘Go!’ the players must get off their chairs and scramble on the floor for a shoe. Once they have found a shoe, they must return to their own chairs and place it under one of the four legs. They must then go back and find a second shoe, return to their chair with that, put it under the second chair-leg, go back for a third shoe, and finally, of course, for a fourth.
The first player to have placed four shoes on the four legs of his or her chair and then be again seated on the chair is the winner.







	  		































Hunt the Ring


￼


How long is a piece of string? Well, for this game it needs to be as long as necessary to form a loop of string that can be held by all the players standing in a circle. To play the game, you will need the right length of string, a simple finger-ring and a minimum of six players.


Begin by threading your long piece of string through the ring and tying the ends of the string together to form one large loop. Arrange the players in a circle and give them the string to hold, but first put one player in the centre of the circle. On the command ‘Go!’ the players in the circle must run the string through their hands, which means that the ring will be constantly on the move. The ‘man in the middle’ has the unenviable task of finding the moving ring. To do this he has three chances to touch one of the player’s hands. When he touches a hand, it must be opened and if the ring is underneath then the man in the middle is victorious and changes place with the player who was hiding the ring. If the man in the middle fails to find the ring after three attempts, he drops out of the game.


No one wins this game, but if the string and the ring are circulated at speed a lot of fun can be had by all.
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Hunt the Thimble


￼


A classic Victorian parlour game if ever there was one, Hunt the Thimble is played less often today – if only because there seem to be fewer thimbles about than once there were. Not to worry; any small object will work just as well. It can be anything you like, but it shouldn’t be smaller than a sugar lump or larger than an egg cup. You will need at least three people to play this game, but the more the merrier.


A room is selected, and a player is chosen to ‘hide’ the thimble while the other players are outside. The thimble should be placed in a spot where it is completely visible but not immediately noticeable.


The players then come back into the room and begin to hunt for the thimble.


Each player, as soon as she spots the thimble, must sit down without saying a word and without drawing attention to the thimble’s location. The last player to spot the thimble – and you’ll marvel at how long it takes some people to notice something that’s staring them in the face – is the loser. It is their turn to hide the thimble next . . . but it adds to the fun if they have to perform a forfeit first.


Hunt the Thimble
￼
A classic Victorian parlour game if ever there was one, Hunt the Thimble is played less often today – if only because there seem to be fewer thimbles about than once there were. Not to worry; any small object will work just as well. It can be anything you like, but it shouldn’t be smaller than a sugar lump or larger than an egg cup. You will need at least three people to play this game, but the more the merrier.
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Kaleidoscope


￼


All the players but one stand in a line facing the remaining player. In turn they tell her what ‘colour’ they are. If there are three players, they might be red, white and blue. If there are six, they might be black, blue, red, pink, yellow and turquoise. All the colours of the rainbow, and every colour besides, are allowed, but each player must choose a different colour.


Once all the players in the line-up have declared their colour, the remaining player, who is facing them, has to close her eyes. While her eyes are shut the players in the line-up all switch positions, and when the player facing them reopens her eyes, she has to identify their colours.


Sounds simple? Try it and see.
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Kim’s Game


￼


This game takes its name from Rudyard Kipling’s much-loved novel, Kim. The story’s eponymous hero, an orphan growing up in India at the end of the nineteenth century, plays the game as part of his training to become a spy. The game, a true classic, is essentially a test of memory and observation. It requires two or more players and a bit of preparation.


The preparation. Prior to the game, gather up twenty or more different objects and place them on a tray or a table. The objects can be anything that is small and recognisable – an apple, an orange, a cup, a saucer, a thimble, a sugar lump, a ten-pound note, a pen, a pencil sharpener, an egg cup, a bar of chocolate, a playing card, a xylophone hammer, a potato, a copy of this book – anything will do. The items are placed at random and then the whole assemblage is covered with a cloth.


The play. When the preparation is complete, everybody gathers round and the cloth is removed. The players have just thirty seconds to study the collection of objects in front of them before the cloth is replaced. Each player is then given a pencil and some paper with which to list all the objects that they can remember.


A player scores 1 point for each object remembered, but loses a point if he or she lists any object that was not there.


The player scoring the highest number of points is the winner.
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Gyles says: I love this game and played it first when I was in the Cub Scouts almost sixty years ago. The game was a particular favourite of Robert Baden-Powell, Rudyard Kipling’s friend and the founder of the Boy Scouts and Girl Guides movements. Baden-Powell based a lot of his ideas on Kipling’s writings and had a good philosophy of life. On 4 July 1911, in a letter to a friend, he wrote: ‘I know my weak points and am only thankful that I have managed to get along in spite of them! I think that’s the policy for this world: be glad of what you have got, and not miserable about what you would like to have had, and not over-anxious about what the future will bring.’
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