1 BUBBLING OVER

Here's an air-raising experience. Players will float
away, but their feet will remain securely on the

r1oor.

MATERIALS
None

ROOM ARRANGEMENT
| Open space

TIME
5 minutes

DIRECTIONS

1. Push furniture to the edges of the room and divide the group into
groups of three. “Bubbles" are formed by three players holding hands in a
circle.

2. When all the bubbles are ready to take off, they float around the room
carefully, not bumping into any other bubbles. Music adds a light touch to
this game. Something like a Strauss waltz keeps everyone flying high.

3. Bubbles must try to avoid other bubbles as long as possible. They can
spin and twirl gracefully. When bubbles inevitably collide, they pop, then
merge into bigger bubbles.

4. As more and more small bubbles pop, the large group bubble
continues to grow. At the end, the big bubble sadly faces the fate of all
bubbles and collapses with a pop on the floor.

VARIATION
Try this game with eyes closed.
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Z/GHEF’S SALAD

| Here's a salad that doesn't need oil and vinegar
| because the only things that get tossed around
are the players.

MATERIALS
None

ROOM ARRANGEMENT
Chairsin acircle

TIME
15 minutes

DIRECTIONS
1. One person is selected to be the Chef. The rest of the group divides
into pairs.

2. Each pair chooses a single vegetable. No two pairs should be the
same vegetable. If the group is too large, divide vegetables into groups
of four.

3. Form a circle of chairs with the person who is the Chef standing in the
center. People with the same vegetable should avoid sitting close
together.

4. The Chef calls out the name of a vegetable. Those people whose
vegetable is called get up and switch chairs quickly while the Chef tries to
grab one of the vacant places. The person who was not able to sit down
becomes the new Chef while the former Chef becomes the vegetable.

5. When the Chef calls “Chef's Salad!” everyone changes seats. The
player left without a seat is the new Chef.

A safety note: Use sturdy chairs and be sure there is lots of room. If using
chairs seems to be too dangerous, have players sit on the floor in a circle.

\
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?; GET IT TOGETHER

People have countless reasons for why they sort
and group themselves as they do. In this game,
players sort and group themselves and perhaps
learn new things about each other in the process.

MATERIALS
None

ROOM ARRANGEMENT
Open space

TIME
20 minutes

DIRECTIONS

1. Players line up in order, according to a direction you give. After the
direction is given, players must seek information from each other so as to
know how to put themselves in order. Here are some examples of the
kinds of directions you might give:

+ “Line up according to shoe size, from biggest to smallest.”

* "Line up according to birthdays, from January to December.”

+ “Line up in alphabetical order using your last names. Can you
rearrange the group to spell a word using the first letter of each last
name?"

+ “Line up according ta your home address numbers from lowest to
highest.”

2. Have everyone gather into groups that share certain characteristics.
Here are some examples of characteristics you might name:

+ “Gather into groups according to the color of your socks.”

+ “Gather into groups according to the number of brothers and sisters
you have.”

+ “Gather into groups according to your favorite ice cream flavor.”

+ “Gather into groups according to your favorite TV star.”
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42 SOMETHING BAD
P\BOUT SOMETHING GOOD

In this game everyone will investigate the bad
qualities of some very nice things.

MATERIALS
None

ROOM ARRANGEMENT
As is

TIME
25 minutes

DIRECTIONS

1. Ask everyone to think about a favorite thing. It could be a person, a
place, or an object.

2. Now have everyone think of its bad qualities. What are the things it
cannot do? What are its limitations?

3. Give each person aturn to describe a favorite thing in unfavorable
terms without telling the group what the thing is. Encourage players to
make their things sound as awful as they can without lying. For example, if
the thing is a balloon a player might say “You can't sit on it. You have to be
careful that it does not explode. It doesn't last long, and it is impossible to
keep in a room full of porcupines.”

4. If everyone is stumped and the player has run out of bad things,
suggest giving one “good” clue. The first person to guess what it is gets
the next chance to describe something. Try, however, to give everyone at
least one turn.

VARIATION

This game can be played in reverse by describing the good parts of bad
things.
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5/ NO. NO. NO!

In this game, everyone agrees to change a
sentence just a bit, until it makes little or no sense
at all. Rather than making things clearer, each
player gets a turn to make things more ridiculous
in a more authoritative way.

MATERIALS
None

ROOM ARRANGEMENT
As is or open space

TIME
15 minutes

DIRECTIONS

1. Players can be seated in chairs or in a circle on the floor. The object of
the game is to pass a sentence around from person to person, changing
one word each time.

2. To play, the first person begins with a simple sentence. For example,
“The dog went to sleep.” The next person responds in an outraged tone
“No, no, no! The hippo went to sleep,” changing only one word. The next
person might say “No, no, no! The hippo went to Pittsburgh.” And so on.

3. Allow only a few seconds for thought. Have atime limit. If someone
gets stuck, go on to the next person. Encourage the most unusual word
combinations — and don't worry if they don't make sense.
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