Games from Europe

Corkscrew

Origin: England

Equipment: Cones

How to Play:

Create two to four teams of 4 to 10 members each and have the teams line up 8 to 10 feet apart. The team members stand in single file approximately 4 feet apart, arms at their sides, facing away from a chair or cone. Place the chair or cone as far away as possible at the opposite end of the room directly behind the team line. Number the members of each team, designating the player closest to the cone as player number one. On the whistle, player number one runs a zigzag pattern through all the team members. At the end of the line, the player runs along the line, around the cone, and back into the starting place. While player number one is completing the circuit, number two starts running as soon as number one has passed number three. When number two has passed number four, number three starts running, and so on. In other words, each player begins running when the person behind him has been passed by the person who was in front of him. Many people will be running at the same time. No runner can pass anyone in front of him. When players reach their own spots after running the whole circuit, they must stand still so others can run around them. Continue until all players have run the circuit and returned to their places. The team who returns to their starting position first wins. 

Hopscotch

Origin: England

Equipment: Chalk or floor tape, flat stone or other marker. 

How to Play:

The game of hopscotch can be traced to England. Many variations of the game exist, but the rules are basically the same for all.

In this version, each player has a small, flat stone to use as a marker. The object of the game is to toss the marker onto the number 1 square, hop on one foot onto the square, kick the marker back over the baseline (using the free foot), and hop back out. If the player accomplishes this, he performs the same sequence with the number 2 square, first hopping onto the number 1 square before hopping on the same foot to the number 2 square. The sequence continues through number 10. 

A player’s turn is over if:

· The other foot touches down when hopping or standing still

· He hops on a line

· The stone toss does not land in the correct number square

· The kicked stone fails to go over the baseline. 

When the player misses, the next player begins from the point the miss happened. The winner is the first player to complete the tossing and kicking sequence from 1 to 10. 

Adaptations:

1. To make the game longer or more difficult, the player who completes the tossing and kicking sequence back down from 10 to 1 first is the winner. 

2. Another popular way to play is to hop on one foot in the single squares and straddle the double squares, placing one foot in each square. The foot in the box kicks the marker. 

Skyros

Origin: Greece

Equipment: Playground ball or volleyball, tape/chalk to mark the court, pinnies or colored T-shirts. 

How to Play:

Divide the group into two teams. Mark off two baselines approximately 75 feet apart and a middle line halfway between the base lines. Line up the teams on opposite baselines. On the signal to begin, all players rush to get the ball, which was placed on the middle line. The object of the game is to move the ball down the field and over the other team’s baseline. The only way the players may move the ball is by passing-no dribbling or running. A player must intercept the ball during a pass in order for it to change team possession-no push other player or grabbing the ball from a player’s hands. Each time the ball is passed to a teammate behind the opposing baseline, a point is scored. Following a point, the teams line up on their starting baselines and begin as before. Use a referee to monitor the action, especially the level of body contact. 

Triangle Game

Origin: Greece

Equipment: Chalk, small stones or markers (Different colors for each player)

How to Play:

Draw a triangle on the pavement

Players, who each have three small, colored stones, stand behind a line 10 to 1 feet from the base of the triangle. They may take turns tossing or toss all three stones, one at a time, in one turn. Stones may be knocked out of the triangle or into another section by other stones. When the players have tossed all the stones, they total their scores. Stones count for one, two or three points, depending upon which sections of the triangle they landed in. Stones on the line earn the lower points. (The stones must be completely inside an area for the higher points to count.) Play rounds until one player reaches 50 points. 

Ribaki (Fishermen)

Origins: Russia

Equipment: Heavy string, corrugated cardboard cut into the shape of fish, felt tip markers, hole puncher, scissors. 

How to Play:

Each child decorates a fish using the markers or crayons. Attach a long string from a hole punched in the front of the fish. Tuck the end of the string of the fish into the back of each child’s pants or skirt. Be sure the fish drags behind the players on the floor. On the signal to begin, players attempt to step on the other player’s fish. Players gather the fish they step on. Players who lose their fish leave the playing area until all fish are captured. No one may use the hands at anytime except to pick up the captured fish. The player capturing five fish first wins. Be sure the playing area is clearly marked to prevent players from running too far away. 

Hallihallo

Origin: Switzerland

Equipment: Soft rubber ball or bean bag

How to Play:

All players sit in a single line with the leader first in line, holding the ball or beanbag. The leader states a category and letter, having chosen the answer before beginning. The example, the leader might say, “It is a flower beginning with the letter C.” After the challenge, she hands the ball over her shoulder to the next player in line who then guesses. If the player guesses right, she changes places with the leader. The old leader goes to the end of the line. But if the player guesses incorrectly, she passes the ball back to the next player. The passing continues until someone gets the correct answer. The person who guesses correctly becomes the leader and sits at the front of the line. If no one guesses the correct answer, keep the same challenge category and use the next letter of the alphabet (e.g., a flower beginning with the letter D.) The same leader chooses the correct answer. Keep the ball moving quickly to keep the game flowing. It is helpful to prepare a list of challenges in advance to secretly share one at a time with each leader. 

To prevent the person presenting the challenge from changing the correct answer, have them whisper the solution to the adult leader before stating the challenge aloud. 

