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Introduction


‘We do not stop playing because we grow old, we grow old because we stop playing.’


Benjamin Franklin


The suggestion of playing a game will divide any room in two quicker than the Marmite debate. There are those who leap gleefully from their seats with suggestions and pointy elbows and others who hide behind cushions quaking at the potential humiliation.


Once everyone has been bullied into submission, the next hurdle game players always face is one of memory. It starts with the inevitable quandary of which game to play, extending into a parliamentary session on how to play it. You can be pretty sure that your brother can’t really remember the details of the game that Simon with the dreadlocks showed him on the beach in Phuket, and inevitably everyone groans as Uncle Barry gets his way and you all end up playing Charades for the fifteenth consecutive year. Don’t get me wrong, I’m not knocking a classic, but everyone needs variety.


When it comes to games, I probably fall into the pointy-elbow category. As a feral child with three siblings who ran amok in my aunt’s field, my memories abound with homespun fun. From sailing cardboard boxes across the lawn to husky-racing my sisters down the lane, my garden dictatorship meant my siblings were always on hand to facilitate my entertainment plans. University was probably where this really blossomed. I remember spending much of this crucial academic time leading nightclub dance floors to aerobic routines, and there was always a demand for developing novel ways to fill lecture-free hours.


That is why I’ve written this book: to put an end to the days of, ‘How does that game go again?’ and to provide a spot of inspiration as to the wealth of game-playing ideas out there, if only to prevent Uncle Barry truly killing off organised fun for future generations. After all, the family that plays together stays together. It’s a reminder of how the Victorians had it right. It’s both stimulating and fun to entertain ourselves just by talking, adopting strange poses and co-opting household items for props.


Herein lies the beauty of organising your own fun: it’s free. In these frugal times, homespun fun definitely receives a gold star from the thrifty-living contingent. Our dependence on television, cinemas and computers has meant we’ve forgotten that we’re also capable of doing the job ourselves. Before you know it, there will be cries of, ‘Who needs a television when we have ourselves?’, as fears and insecurities disappear and everyone remembers how much they enjoy a spot of organised fun.


A Potted History of Organised Fun


The enduring appeal of games can be traced back through time. Our innate ability to entertain ourselves has provided a rich tapestry of historical frivolity. It’s this desire to engage our brains with purposeless diversions that stands us apart from the animal world.


The classical era was a period rich with game-playing heroes. The ancient Egyptians were among the earliest recorded gamers (1). My favourite from their repertoire involves spinning your friends around to create a human whirligig before collapsing in a heaving heap (see Human Whirligig in Chapter Three: Organised Fun for the Beach or Campsite, for full game details). This glittering civilisation of mystery and power was also the inventor of Leapfrog and an early form of Skittles, both represented in finds from recent archaeological digs.


The ancient Greeks were powerhouses of competitive spirit. At the esteemed Greek Games, heroic contenders would demonstrate speed and strength in Chariot Racing or Boxing, while the scholarly pitted their wits against rivals in poetry and philosophical duels.


Then there were the Romans, who were the consummate pioneers of organised fun, with their gladiatorial battles and prestigious games famed for delivering entertainment on a Goliath scale (2). The Romans were also the demons of the board game. These avid stonemasons left rich architectural finds of game boards carved into doorsteps and floors, and even into the bench of an amphitheatre. There must have been a lot of hanging about, trying the patience of game-lovers who were waiting for a favourite slave to enter the pit as lion food.


If you managed to avoid the torture, hangings and witch-burnings that were meted out to allegedly dodgy individuals, life in the age of chivalry was also one rollercoaster of fun. Wealthy children in medieval times were blessed with an impressive toy box. From skipping ropes and rattles to kites and spinning tops, these dandies were never short of ludic diversions. Sadly, such objects of delight were confined to the rich kids. If you were a lucky peasant child, you might be flung a dead baby chick to play with, but only if you were past the age of five and had impressed your parents with surviving so long.


Fortunately, these peasant kids were a tenacious bunch and were able to style their own fun without the need for gimmicky equipment. Stick Fencing (see Chapter One: Organised Fun for the Great Outdoors) and Piggy Back Fighting provided popular distraction, while the more earnest favoured a game of Let’s Pretend to Plough the Field with This Stick (3).


The Middle Ages was a period polarised by the feudal system, but widely prone to disease – and to outbursts of wild pleasure seeking. While the ruling classes filled their time with hunting, fishing and drunken orgies (no change there), the peasantry indulged in an early form of football, gambling games and cockfighting. As the towns of Europe thronged with jongleurs, mime troupes and troubadours, closer to home a constant battle simmered between Church and people over the immorality of recreational pursuits, with ecclesiastics condemning any such frivolity as the work of the Devil.


In 1560, Pieter Breugel painted a magical world of games and tomfoolery devoid of adults and named it simply Children’s Games. The painting swarms with children engrossed in a variety of gaieties and provides a bountiful insight into the games and pastimes of the sixteenth century. One group plays a game of Trip-Up, where a long line of pairs waggle their legs in the air for their friends to pilot through; another shows a trio racing with a small child carried in a seat created from their hands; and a further depicts a novel game of war where two teams of two mounted on each other’s backs pull on a circle of rope to dismount their rival.


Fun wasn’t confined to the kids in Tudor times, however, with games for grown-ups becoming ever more organised. Festivals were an antidote to a period rigid with discipline and social control. From Midsummer’s Day celebrations to the birthday of the village patron saint, it didn’t take much to get the Tudor dandy reaching for his glad rags. Such events were embraced at every opportunity, offering a wealth of outlets for lighthearted play and hedonistic giddiness. There would be Bowls and Skittles, Leapfrog and Blind Man’s Buff, High Jump and Long Jump, as the cities turned themselves into Meccas of indulgence and excess (4).


The eighteenth century saw the Church’s influence settle into the homes of the masses. In this era of high morality, entertainment was permitted as long as it had an educational or moral objective. The jigsaw puzzle, invented during this time, was a reflection of a period of great British exploration and discovery. It featured newly drawn maps and was used to teach the geography of recently discovered worlds. Other board games were created by dominant Protestant publishers, whose teachings focused on reward for goodness and condemnation of evil. One published in 1818 is the snappily entitled The New Game of Virtue Rewarded and Vice Punished, for the Amusement of Youth of Both Sexes (5) – it sort of trips off the tongue, doesn’t it?


However, it is the Victorians who can be credited for shaping the modern-day format of organised fun among family and friends. The Industrial Revolution saw the emergence of a generation of young men and women who were better off than their ancestors. With so much time on their hands they invented an impressive collection of indoor or ‘parlour’ games to amuse themselves at intimate gatherings.


It’s hard to associate the stiff-upper-lipped Victorians with such revelry, but many of their kooky inventions have lasted through to today. Even with the arrival of the radio and television supposedly marking the near death of self-made fun, these inanities are what people still recall fondly from childhood. Almost everyone has been cajoled into a game of Charades, and Squeak Piggy Squeak has endured as a top-ten children’s party favourite.


But the Victorians can’t take all the credit for the games that grace the drawing rooms, dinner tables and gardens of today. Generations of families and friends have continued to invent, develop and adapt their own ideas for tomfoolery and fun. From the downright daft to the thoroughly entertaining, homespun fun will always be a unique way to connect us and remind us of our kinship bonds.


Over time, like playing a game of Chinese Whispers, these games have been adapted and refined, tweaked and personalised, to create a diverse and fascinating collection that is in part presented in this book.
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How to Use This Book


This book has been structured in such a way that whatever you’re up to, you can easily find your way to some ideas and inspiration for creating your own entertainment. The games have been presented in the same format throughout to allow you to quickly grasp the idea and get you stuck into organising some fun.


A word of warning: some of the games in this book could be regarded as a little bit dangerous. Players and parents are advised to exercise caution. In this crazy, nanny-state world, all games are played at your own risk.


Warnings aside, I hope you find the book as much fun to read as the games are to play.
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I’m one of those rather frustrating people who embrace the great outdoors whatever the weather. You can often find me striding out heartily on a country walk as the hail draws blood across my cheeks and my extremities begin to frost over. It’s not to everyone’s taste, but I’m a staunch believer that if you get out there, the world isn’t as cold as it looks from the kitchen window. A muddy field or sodden woodland can in fact offer a veritable playground of pleasure.
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Frolf, or Gisbee


What’s the game?


Some friends devised this game while on a long walk through the Monmouthshire countryside. They thought they’d stumbled on a way to bring golf into the twenty-first century, but soon found it to be a recognised sport in the United States. It’s a great way to provide added entertainment to a long walk and requires nothing more than a frisbee and some friends.


If you don’t have a frisbee to hand, you can always use a round plastic lid or even a sun-dried cowpat (see the end of this chapter for Ultimate Cowpat Frisbee).


What do I need to play it?


One frisbee per player, some friends and a large area to play in. If you’re getting serious about it, you could craft some large, chain-like hoops to mark the holes around the course, as they do in the States.


How many friends?


As many or as few as you like.


How do I play it?


•   Each player takes it in turn to pick a marker to be the next Frolf target on the course. Before taking a shot at each target, players must agree on the par (a realistic number of throws that it will take to reach that tree, bush or bin). For example, if you agree a par of three and reach the target in two throws, you are one under par.


•   The objective of the game is to travel around the course to each target in the smallest number of throws. The winner is the player with the fewest total throws.
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Fruit Croquet


What’s the game?


A blissful, bizarre way to spend an afternoon. There’s a certain art to directing a croquet ball using only a stuffed stocking swinging majestically between your legs. You’ll be pleased to hear that it looks every bit as rude and ridiculous as it sounds.


What do I need to play it?


A stocking and an apple or orange for each player. You also need something lighter to be the ball. A tennis ball or a light football is ideal. Finally, you need something to create hoops or mini-goalposts with. We’ve always used pebbles to mark them, but if you’ve got some time you can create large hoops by bending garden wire into shape and sticking them in the ground.


How many friends?


A minimum of two and a maximum of eight per game to prevent it going on too long.
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How do I play it?


•   Each player creates their own croquet ‘mallet’ by putting a piece of fruit in a stocking and then dangling it between their legs by attaching it to their belt.


•   Hands are not allowed, and players must swing their hips to create a pendulum-like momentum which propels the ball towards the hoops.


•   Mark out the route by creating hoops or mini-goals around your designated pitch – ideally five or six hoops. You can use pebbles to mark out the hoops, or you can create garden wire hoops as described above.


•   Players then play Croquet following the traditional rules. In summary, the object of the game is to get the ball through the appropriate sequence of hoops. Players take it in turns to hit the ball around the course. You only get one go at hitting the ball, unless you go through a hoop and then you get an extra go. If you ‘roquet’ another player (if you hit their ball with yours), you also get another go. You can only roquet your fellow players’ balls once in between each hoop.







Human Croquet


What’s the game?


Another novel alternative to the traditional game of Croquet, without the fuss and bother of getting the proper kit. This time the game is played blindfolded, with players adopting the role of the mallet, ball and hoop.


What do I need to play it?


The only equipment you need for this game is people. To make it work properly you actually need quite a few friends – erm, twenty-two, in fact.


How many friends?


Ideally you need twenty-two players: ten pairs to be the hoops, one for the ball and another to be the ‘mallet’. It is workable with far fewer players, it just means a lot of running around: those who are the hoops have to manoeuvre themselves into a different position once their hoop has been cleared.


How do I play it?


•   Ten pairs of people position themselves around the course facing each other, with their arms raised in the air, clasping each other’s hands to create a ‘hoop’. If you’re playing the game with fewer people, just ask hoop players to move themselves into another position once their hoop has been cleared.


•   The ‘ball’ is then blindfolded and their partner, the mallet, must direct the blindfolded ball through the ten hoops in sequence.


•   The mallet moves the ball by standing behind them, turning them in the intended direction, then saying ‘Go!’; no further commands can then be given (or contact made) except for a ‘Stop!’ command.


•   Teams take it in turns to play and the usual Croquet rules can apply (see Fruit Croquet above for full details). If you get your ball through a hoop in one go (i.e. from ‘Go!’ to ‘Stop!’), you get another turn. If your ball hits an opponent’s, they stay where they are while you get another go. If your ball hits the hoop your go ends and it’s the turn of the next player.


•   The goal of the game is to get through the hoops in the right sequential order. The first team to make it around the course wins.







Chipping Campden’s Olympick Shin Kicking


What’s the game?


Chipping Campden is a small village in the Cotswolds that’s been hosting its ‘Olympick Games’ since 1612. The games provide a colourful and eccentric vision of traditional England, with Punch and Judy shows, sword fighting and an array of comedy sporting events.


Shin Kicking is one of the highlights of the games. In the early nineteenth century the activity became rather brutal, with contestants hardening shins with coal hammers and wearing boots tipped with iron to outdo their rivals. If played without too much violence, it provides as much entertainment for viewers as it does for the players.


What do I need to play it?


Some friends with strong shins, and some straw or something similar for padding.


How many friends?


As many as you like.


How do I play it?


•   Contestants hold each other by the shoulder and try to kick the shins of their opponents to bring them to the ground.


•   The champion is the winner of the best of three challenges in the final bout, having kicked their way successfully through the early rounds.


•   A ‘stickler’, the original name for the Olympick judge, makes sure that shins are hit before a fall can count.


•   NB: A note on bruise prevention. Game rules allow for shin protection using straw or similar padding. I’d also recommend a good dose of arnica cream as a post-game treatment to prevent a blossom of bruises on your shins.
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Frozen T-Shirt Competition


What’s the game?


Definitely one for the summer. This game involves racing to be the first to put on a frozen T-shirt.


What do I need to play it?


A T-shirt for every player and a freezer to prepare them in.


How many friends?


As many as you like.


How do I play it?


•   T-shirts are thoroughly soaked the day before and either screwed up and tied into a tight ball or folded up as if to be put away. They are then placed in the freezer overnight. The more water left in the T-shirt the harder it is to put on, so it’s up to you whether you want to wring it out or not.


•   Players line up with the frozen T-shirts on the floor in front of them. On the signal, players race to put their T-shirts on.


•   The first to get their T-shirt all the way on wins.
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Gate Vaulting


What’s the game?


A long country walk can be made far more interesting when turned into an equestrian-style event. Contestants are awarded points for creativity in clearing gates, fences and stiles. Young, lithe urbanites have been jumping on the bandwagon of this game and can be found hurling themselves over buildings (well, small walls at least) and running up lamp posts across the city streets of the world. Parkour is a sport that’s exploded in popularity among the energetic youth and has even been immortalised in the James Bond film Casino Royale.


What do I need to play it?


An athletic disposition and sporty footwear are both an advantage.


How many friends?


Can easily be played on your own, though an element of competition with a friend makes it far more entertaining.


How do I play it?


This one needs very little explanation. While on a country walk, players are awarded points for their creativity in clearing whatever obstacles they come across. Some jumping styles and high-scoring suggestions are shown opposite. The person with the most points wins.
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The Classic Flip
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The Rabbit
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The Gymnast
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The Cachango




Broom Polo


What’s the game?


As a horse-loving, city-living kid I spent much of my childhood cycling around car parks on my trusty rusty bike, imagining it was a noble chestnut steed galloping through the countryside.


After coming across the game of Polo in one of my well-worn pony books, my bike–horse game was soon adapted to include our kitchen broom and I persuaded my younger sisters to join me in a game of Broom Polo. We revisited it as adults one gin-soaked summer afternoon and it proved to hold its magic.


What do I need to play it?


A ball, a bike and a broom per player, with tin cans for goalposts.


How many friends?


You can play it with two of you, but two teams of four (as in a real game of Polo) is the ideal scenario.


How do I play it?


•   If there are more than two of you, get yourselves into teams.


•   Players mount their bikes and grasp the broom as if it were a polo mallet, with the sweeping end used to hit the ball.


•   Each ‘chukka’ (period of play) lasts seven minutes and you can choose to play between four and seven chukkas, depending on how much time you’ve got.


•   The object of the game is to score goals to win. Hitting the ball across the line with your broom scores goals. If a ball is knocked by your bike rather than your broom, this is also counted as a goal.


•   The team with the most goals at the end of the chukkas wins.
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Cow Sniffing


What’s the game?


Much to my mother’s fear and loathing, my three siblings and I used to play this the minute we arrived at our aunt’s house in Devon. Please play with caution and it’s totally at your own risk. You’ve been warned.


What do I need to play it?


A field full of cows.


How many friends?


As many or as few as you like.


How do I play it?


•   Find a field of cows. Make sure there are no bulls or bullocks (baby bulls) in there. Young heifers (female cows) are the best as they’re intensely curious without the bullishness of the male variety.


•   Lie down next to each other, or on your own if you’re playing solo, in a cowpat-free area and close your eyes.


•   The natural curiosity of a cow means that within a few minutes (or hours, if it’s a hot, lazy day) you will attract the attention of the majority of the herd.


•   You must now lie as still and quiet as possible. The player who is brave enough to lie there the longest while twenty dewy slimy muzzles are pushed in their face wins.


•   The perceived saving grace of the game is that the minute someone moves, the herd scatters – hopefully away from you.
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Easter Lindt Bunny Lamping


What’s the game?


We invented this one Easter at a friend’s house in Wales. It’s best played with those gold foil-wrapped Lindt bunnies, though anything with a reflective surface works just as well. Kids love it and it’s a great way to make a traditional Easter-egg hunt a lot more exciting.


For those not versed in the ways of the country, bunny lamping is a method that’s used to catch rabbits to keep populations in check. Hunters go out with torches and shine them into rabbit-infested areas. When the light hits a rabbit, their eyes light up like bulbs, similar to when they’re caught in car headlights.


What do I need to play it?


A strong torch and some foil-wrapped chocolate treats – the larger the better – and at least one for every player. Oh, and a night sky.


How many friends?


This requires at least one person to plan and manage the game and as few or as many as you like to play it.


How do I play it?


The organiser needs to go into the garden or on a well-known walk when it’s still light, and strategically hide the foil-wrapped goodies in positions where they’ll shine when the torchlight hits them.


Next, write a set of creative clues to mark out the trail. You might want to be cryptic about it, for example if the foil-wrapped chocolates are hidden in the daffodils, your clue might allude to Wordsworth’s famous poem. Alternatively, and especially if you’re playing with young kids, you can be fairly literal, for example the clue might read: ‘Under a heavy green object ten paces from the front door.’


When everything is set up and it’s dark enough outside, hand a copy of the clues to each of the hunters, who then compete to find the foil-wrapped treasure by shining their torches around the directed area until a burst of gold flashes out.







Tin Can Horseshoes


What’s the game?


This is a traditional English village game honed by the young farmers of Britain. As horseshoes aren’t found in abundance in the city, you can also play using empty tin cans or anything that has a ring-like shape.


What do I need to play it?


For the traditional game, you’ll need horseshoes and a metal or wooden stake (or even a sturdy stick) that can be firmly hammered into the ground. If not easily accessible, then clean out some old tin cans and open at both ends. The standard 400g tin cans are in fact pretty tricky to loop over so you might want to use the wider ones or even manufacture yourself a ring using rope or string.


How many friends?


As many or as few of you as you like.


How do I play it?


•   Get yourself set up by hammering a stake into the ground.


•   The object of the game is to get your horseshoe or tin can over the stake.


•   Players have three shots to try to hoop it over the stake in the ground to win a prize.
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Tug of War


What’s the game?


For those whose childhood isn’t blemished with memories of a village fête, a Tug of War is where people split into two teams and demonstrate their superior strength by yanking each other over a line on the ground.


What do I need to play it?


A very long piece of rope and a handkerchief, though if you decide to do it Egyptian-style, i.e. by pulling on each other’s hands, then no equipment is necessary.


How many friends?


A minimum of two, or as many as you like.


How do I play it?


•   Split into two teams, ideally with someone acting as the umpire.


•   The umpire makes a mark in the ground and ties the handkerchief around the middle of the rope. The rope is then placed on the ground with the handkerchief laid over the line.


•   The two teams go to either end of the rope and get in line behind each other, each holding the rope firmly.


•   On the judge’s signal, contestants ‘Take up the strain!’ and on the next bellow of ‘Pull!’ the challenge begins.


•   The winning team is the one who drags their opponents across the line.


•   I’ve also seen it played across a stream where the losing team get dragged into the water. The prospect of sitting in cold water on losing the contest might hinder your recruitment ability, so I’d suggest keeping it as an option to cool down an overly testosterone-charged crowd.







Emily’s Foraging Game, or the Scavenger Hunt


What’s the game?


This is my dear friend Emily’s favourite game which involves sending your friends out into the forest, garden or patio in a race to find all the nature items on the game list. We once played it when a friend brought his new girlfriend along to meet us all. Her true colours were quick to come to light when she literally pushed one of the other players over to reach a mushroom that was growing in the undergrowth. I think the relationship ended soon after.


As entertaining for adults as it is for kids, it’s particularly brilliant for persuading reluctant young walkers that there’s more to a country walk than dragging your feet.


What do I need to play it?


A pen and a piece of paper for each team.


How many friends?


As many or as few as you’ve got.


How do I play it?


•   Players choose to play individually or in teams.


•   Each team is given a matching list of natural finds or other landmarks that they’re likely to come across on their walk. You might choose to put an oak leaf or a lichen-covered twig on your list. Alternatively, depending on the location of your walk, you may opt for a more urban-themed list which involves collecting beer mats from specific pubs or camera-phone pictures of road signs or markings found on your amble.


•   The first team back with a completed list wins.


•   An extra layer of competition can be added by scoring items depending on how hard they’ll be to find.







Schnitzeljagd


What’s the game?


This is a popular German variation of the Scavenger Hunt (see here). Great to instigate when you’re setting off on a country stomp but you are at that rather frustrating stage when half the group is still faffing around making sure their hairclip matches their wellies. Those who are ready can set off on their merry way, leaving a trail for the others to follow.


What do I need to play it?


Stones, sticks and other bits of nature that can be used to mark a trail.


How many friends?


At least two of you – the ‘hunter’ and the ‘hunted’ – though bigger teams make it more fun.


How do I play it?


•   Before you start, agree on where the game will finish, and ensure the hunted have a collection of sticks, pebbles and chalk to leave their trail.


•   Split into two groups, with the hunters being slightly larger in number. The object of the game is for the hunted to reach the designated place before they’re caught.
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•   The hunted are obliged to leave clues along their way to lead and mislead the hunters. The clues must always lead the right way, but you can set false routes as long as they end in a clearly marked X. A selection of other signals are:




Directional arrow made out of twigs.


A star of twig arrows to show different possible directions (false and true).


A chalked X on a tree.


A ribbon tied to a tree to show you’re on the right route.





•   If the hunted reach the designated point before being found then they’re the winners. If the hunters find them before, then they become the winning team.







Slurry Worry


What’s the game?


It’s amazing how the simple things in life can entertain you for hours. This game came out of last New Year’s Eve when we spent the evening at a hog roast field party in an idyllic Cotswold valley. The evening was marked with campfires, guitars and some terrible singing. As the ground got increasingly muddy we came up with this game as a way to get out of the mud.


What do I need to play it?


A muddy field and a long log or fence post laid down flat in the mud.


How many friends?


As many or as few as will fit on the log.


How do I play it?


•   Ideally you’ll have one player per log, but you can play with multiple players on a long one.


•   The object of the game is to stay balanced standing on a log while it sits in a muddy, slurried field. Depending on the consistency of the mud, it can be a lot harder than it sounds.


•   On the word ‘Go!’ players mount their logs and try to balance on top as the log swims and slips in the mud.


•   Last man standing wins.







Splat the Rat


What’s the game?


This used to be a staple of any country fair. Probably because my attendance at such quintessentially English occasions has dwindled, I haven’t seen it in action for years. It requires a bit of preparation but the reusability of the equipment makes it worth the invested time.


What do I need to play it?


A toy rat, a long tube or piece of drainpipe, a plank, something to fix the two together (such as gaffer tape), a stepladder, and a rolling pin or rounders bat to do the splatting.


How many friends?


However many you like.


How do I play it?


•   First of all, you need to manufacture your apparatus. Take a long tube about two metres in length – a piece of drainpipe is ideal – and a slightly longer plank of wood, and strap the two together using gaffer tape or similar.


•   You need to ensure that the edge of the plank of wood and the drainpipe are aligned and that there’s an extra length of wood extending beyond the end of the drainpipe – around 50 centimetres is ideal. This is to provide a ‘splatting’ area for when the rat shoots out the end of the tube. You then need to set your game up by resting the plank, with the pipe on top, on your stepladder.
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•   Once set up and ready to go, the first player positions themselves kneeling down at the bottom of the pipe with the rolling pin gripped in hand.


•   The toy rat is then sent scuttling down the tube and the player scores a point if they manage to hit the rat with the rolling pin when it comes out the other end.







Walkie Talkie


What’s the game?


My boyfriend and I enjoyed this one on a recent wet and rainy holiday in Wales. As the storm clouds and sheet rain were obscuring any pleasure that could be taken from our scenic coastal walk, we decided to entertain ourselves. It’s essentially Consequences (see Chapter Four: After-Dinner Organised Fun: Short Games), but you use your voice instead of pen and paper.


What do I need to play it?


Imagination is a considerable advantage.


How many friends?


At least two of you.


How do I play it?


•   Each player takes it in turn to create their own sentence or chapter that builds on the previous idea.


•   Slowly a story is constructed, inspired by combined ideas and thinking.







Pooh Sticks


What’s the game?


Pooh Sticks were a much-anticipated feature of my childhood holidays in Devon. There’s a small stone bridge over the river in the bottom field that we used to hang over to play. We spent hours assessing the water for the fastest flow, nudging each other along to get the prized spot as we steered ourselves for the ‘off’.


Pooh Sticks originated from A. A. Milne’s tales of Winnie the Pooh. The game can be found in The House at Pooh Corner when Christopher Robin and Pooh play on a bridge, throwing fir cones in the water.


Ever since the publication of Milne’s book in the early 1900s, the endearing magic of the game has ensured it is passed on through generations. Its popularity is such that since 1984 a World Pooh Sticks Championship has been held at Day’s Lock in Oxfordshire each year.


What do I need to play it?


A river with a bridge and some sticks or similar items that you might find lying around.


How many friends?


As many as will fit on your bridge.


How do I play it?


•   Players hunt out their chosen stick and memorise what it looks like.


•   Next, players must all position themselves along the side of the bridge with the water flowing towards them.


•   On the word, everyone drops their sticks into the water, turns and races to the other side to see whose gets there first.
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Stick Fencing


What’s the game?


Popular with children in medieval times, Stick Fencing provided a thoroughly satisfactory means of entertainment using equipment that could be fashioned from the family apple tree. Quite simply: fencing rules played with sticks.


What do I need to play it?


Sticks – one per player.


How many friends?


A minimum of two or as many as you like.


How do I play it?


•   A line is drawn in the ground and the duelling pair take their weapons.


•   Each ‘bout’ consists of three rounds of three minutes each, with a minute’s rest in between each round.
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