GROUP GAMES 

TO INSTILL 

LEADERSHIP, COMMUNICATION SKILLS, ANGER MANAGEMENT, STRESS MANAGEMENT, TEAM-BUILDING ETC

Party Game Balloon Blow

Divide into teams. 

Each team stands in a small circle. 

See which team can keep a balloon aloft the longest using only breath.
Dogs and Cats
Everyone sits in a circle. 

The leader says, "This is a dog" to the player on their right. 

That player responds, "This is a what?" back to the leader. 

The leader replies, "This is a dog." 

That player then turns to the player on their right and the exchange repeats, but the first player repeats the question, "This is a what?" back to the leader and the answer, "This is a dog" from the leader back to the second player. 

The question and answers therefore go all the way around the circle from the leader to each player, through all the players in between. 

Meanwhile, the leader starts "This is a cat" to the left.

Love Your Neighbor
Everyone sits in a circle, one player in the middle, no extra chairs. 

The player in the middle asks someone in the circle "Do you love your neighbor"? 

If the player says "Yes" the two people on either side have to switch places and the player in the middle tries to steal one of their seats. 

The player may also say, "No, I love only... (People wearing white socks, people over thirty, etc.)" In which case the people matching the description all have to change chairs

Fact Finder
Find a little known fact about each player. 

Put all on a list, which is given to all the guests. 

They take the list around and find as many people as they can

Truth or Fiction
A guest tells three things about themselves. 

Two are true.

One is a lie. 

The other guests try to determine which is the lie

Who Am I?
Each guest gets a name tag worn on their back, with the name of a famous sports player, cartoon character, etc. 

They may ask yes or no questions of other guests to figure out whom they are. 

The Word Game
Each guest gets a 3x5 card with a letter of the alphabet (don't use J, K, V, X, Q, or Z). 

Guests join up with others to form a three-letter word. 

One or more people are appointed "Judge". 

When you form a word, link arms and show a judge, who will initial the back of each person's card. After a few minutes, the game is stopped, and the person with the most signatures or anyone with more than a certain number of signatures wins a prize. 

Blindfold Barnyard
Divide into pairs. Each pair secretly chooses an animal sound. Put one of each pair on one side of room or field, the other on the opposite side. All are blindfolded. 

Object:
Each one must find their partner, using only their animal sound to communicate. First pair to unite wins. 

Captains and Pirates
Played in a large hall or on a playing field. 

Pirates line up on one side of field, Captains on another side 90 degrees from the pirates. Each pirate or captain is blindfolded, and has a "navigator" who gives him or her directions from the side. 

Captains try to cross to other side; pirates try to intercept. 

Extra players can be sharks and sea monsters and take positions in the middle. They aren't blindfolded, but cannot move. They reach out to capture passers-by. 

Capture the Flag
Materials:
 a flag for each team. 

Anything-visible works such as bandanas, shirts, etc. 

Players are divided into two teams. 

A good playing area is fairly level, and has lots of rocks and trees to hide behind. The area is divided into two halves, each belonging to a team. Each team chooses a location in their area for the flag, which must be in plain site, and a prison. 

The object of the game is to steal the other team's flag and return it to your area without getting tagged by a member of the other team. 

Players who get tagged in the other team's area must go to that team's prison, and remain there until a member of their own team can tag them and free them. Once a player has reached the prison, and frees their teammates, all get a "free walk" back to their own area. 

For added fun, trying playing this at night, or if you have lots of players, try playing with more than two teams! 

Caterpillar
Best played outdoors, but can be played in a large hall with obstacles set up. 

Several people are blindfolded, form a chain by putting hands on shoulders of player in front of them. The last player in the chain is not blindfolded, and must guide everyone by giving directions "right", "left", "forward", "back". 

Have them go around an obstacle course, up and down hills, around trees, and so forth. You can also have caterpillar races, with two or more teams. 

Find the Tree

Divide group into pairs. 

One player in each pair is blindfolded. The other leads them in a roundabout way through the area to a tree. The player is then allowed to feel the tree, the ground around it, etc. 

They are then led back to the starting place. They then remove the blindfold, try to retrace their steps and find the tree they were introduced to. 

Reverse roles, and repeat. (Large area with lots of trees needed!) 

Around The World
Materials needed: 

A basketball and hoop. 

Lay out a circuit with several point to shoot from (this usually starts near the basket to one side, then moves out and around in an arc past the free-throw line to the opposite side, and in to the basket, then reverses back to the starting point. 

Players take turns shooting. 

If a player makes the shot, they move on to the next spot and shoot again, advancing around the course until they miss. 

When they miss, they stay where they are, and the next person takes their turn. 

When a player gets their turn again, they resume from the point where they last missed. 

The first player to complete the course wins.
Pass the Sand: 

Divide the group into 2 teams and line them up. Have the person in each line grab a handful of sand from a container. They must pass the sand to the next player, who passes it to the next, and so on down the line. When the sand reaches the last player, he/she pours what is left of it on a plate. The team with the most sand wins the game. (You may have to weigh the sand on a food scale if it's close.)

What Time is it Mr. Fox? 

There is one person who is "Mr. Fox", and everyone else is trying to stay away from him/her. (We used to play this from the top to the bottom of a driveway, but it can be played anywhere as long as there is enough room to run.) Mr. Fox usually stands at the part of the driveway closest to the house. Everyone else stands on the designated base and asks in unison, "What time is it Mr. Fox?" As Mr. Fox responds with the time (it can be any time that Mr. Fox would like it to be), each person needs to take the number of steps that correspond with the time toward Mr. Fox. (For example, if Mr. Fox says it's 4 o'clock, everyone takes 4 steps toward him.) It is up to the individual how large they make each step. The group continues to ask the same question, while Mr. Fox replies with different answers as to "what time it is." When Mr. Fox chooses, (it must be before the players actually reach Mr. Fox) in answer to the question "What time is it Mr. Fox," he must turn around and answer, "It's time to eat you!" He turns around and chases everyone until he catches someone, or everyone makes it back to the base safely. If anyone is caught, then they become "Mr. Fox." (There is no winner to this game either.)

Scavenger Hunt: 

This is a game that is usually relatively inexpensive and time-consuming (good for both kids and parents). Give the partygoers clues that take them from place to place. Perhaps this game could begin at the house of the party host/hostess, and the final clue could lead to the party destination. The team that arrives at the final destination first wins! (Or instead of a Scavenger Hunt have kids solve a Detective's Case. Set out clues all over the yard and have kids collect them. Then the kids have to figure out what the clues mean. You might have them find clues to making a pizza, building a scarecrow, or solving a puzzle.)

Keep it Dry: 

Give each player a small object that changes when it gets wet, such as a stone, cotton ball, or a marshmallow. Players must try to swim from one end of the pool to the other without getting their object wet. The swimmer with the driest object wins.

Crazy Olympics: 

Have a Crazy Olympics party and let the kids play silly games, such as the Backwards Crab Walk, Blind (folded) Leapfrog, Impossible Obstacle Course, Frisbee Golf, etc. Add a few ridiculous relay races for extra fun (pass the eggs, carry cotton on a spoon, one-legged race, and so on). The kids can also play Silly Sports. For example, they can golf with their feet instead of a golf club, or play baseball with a broom instead of a bat. They can even run the bases backwards.

 

BALLOON POPPING CONTEST 
Divide guests into two equal groups. About 25 yards away place two bags of inflated balloons in colors to match your theme colors. These balloons should be over-inflated to make popping easier. At the sound of a ringing bell or whistle, the first two relay contestants, one from each team, run to the bag, and remove one balloon. Each must sit on it until it pops. Once the balloon pops, the players run back to the starting line, and tag the next player in line. The first team to complete the course wins. Not a quiet game, but a guaranteed favorite!

GENEOLOGY GAME 
This can be fun and interesting for young children while teach about the history of your family. This takes some time and energy, but can be very rewarding. Basically you are creating cards, so the kids can play the Memory Game. The goal is to create cards of people in your family and give a brief synopsis of who they are, employment, and relationship in the family. If you have a computer you can scan in the pictures, resize them, add text and print out.

Here is a tip: Try and get 1 person from each family to create a group of cards, the paper may be different but then everyone can be involved.

Example: Get a photo of "Jim Smith" resize if needed try to get them all the same size. Under the photo place his name "Jim Smith" and the next few lines mention that here is an Engineer was born in 1971 to Mary and Albert Smith. You can print these cards out on your computer or go to a copy center and have them printed out on card stock. If the paper is thin tape to a piece of card stock, laminate for added protection. 2 cards per person
Once you have 10 or more people in your deck, you arrange the cards face down. The kids take turns flip one card over at a time and then flipping another over that is identical to the first flipped card. If they match remove those two cards, and that player gets to go again. If they do not match the cards are turned face down and the next player goes. This continues until all the cards have been cleared from the game. Then the person with the most set wins that game.

This game is at it's best when their is adult supervision and you can take time to learn and share stories about the person on the card. 

Adult can play too, and after each match share a fun story or knowledge able the person on the card. To learn more about genealogy visit  

Name Game
Provide each guest with 5 small pieces of paper, and a pencil. Ask them to write down the names of 5 famous people, leaders, movie stars, authors, sports figures, politicians, artists, inventors, scientists, etc. Fold the papers, and put them into a hat. Seat guests in a large circle. Each round is limited to 30 seconds, so have a watch with a second hand available. The first player pulls out a name, and tries to get the person beside them to guess the name. After the name is guessed, the clue giver can continue pulling names out of the hat for the full 30 seconds. Here are the rules: They can talk, but can't point to items. They can't spell out the name, but can say the letter the name starts with. They can reference just about anything, but the person's name. As an example, if the name is "Sammy Sosa", the clue giver might say "The guy who had almost as many homeruns as Mark McGuire in the 1998 baseball season." "He plays for the Chicago Cubs", etc. Both the clue "giver" and the clue "guesser" get points for as many names as they guess in the 30-second time frame. Have each participant track his/her own points. The turn then passes to the guesser, who now becomes the clue giver, and his/her neighbor becomes the new guesser. This game is a blast to play, and really is not as difficult as these instructions would make it seem! Give it a try! 

Name Game - Another Version:
You'll need a piece of paper and pen for everyone. Then instruct each person write out as many names as they can of famous people living or dead, cartoon characters, sports heroes, leaders of countries etc. Fold them and put them in a hat or bowl. Divide your group in half. Have one person from a group start by asking their group to guess who it is by giving as much information as they can, even the first letter, if they don't know they person try rhyming the name. They get one minute to see how many they can guess. Then it’s the other person’s turn. Keep track of how many each group get correct after everyone is done the team with the most right answers wins.

Who am I?
A Good game to get people talking together at the start of the party As they arrive each person has a piece of paper pinned to their back. The paper contains the name of a famous person. By asking questions which can only be answered with "Yes" or "No" such as "Am I still alive?” "Am I fictional?", etc. the person has to guess their name. Successful guessers may have another go. 

Bubble Gum Game - Good For Families 

This game can be played as a relay race or be based on individual times. Split your guests into teams of 3-5 people. Get some paper plates, bubble gum, and whipped cream (in a can). Put a piece of bubble gum on the plate and swirl the whipped cream over it until the bubble gum is completely covered. Then have your guests dig through the whipped cream and find the bubble gum. Here's the catch, players must keep their hands behind their backs and dig through the whipped cream with their faces! Once they find it, they must chew it and blow a fairly good sized bubble. Go through until every one has had a turn. The person who blows the bubble first is the winner. You can also do several rounds until you have one winner. *Depending on what your guests wear, you may want to have a towel or garbage bag to use as a bib. 
Two Truths - One Lie - Get To Know You Game 

This is a great game for people who are trying to get to know each other. Everyone sits in a circle and takes turns telling 3 things about themselves, one of them is a lie. 

Example: 

I have been to every continent in the world.

I won't use green towels. 

I once had a ferret but my cat killed it. 

Then everyone else guesses/votes on which is the lie. It's really funny to see what people come up with for there lie and you learn a lot of funny truths too. Have fun! 

Who in the World Am I? 
My game comes from some theatre training in college. Its great for kids and adults. On several strips of paper, write the name of a famous person from history, the music industry, or T.V. and attach a safety pin. Conceal. 

As each guest arrives, have him blindly draw a character and then pin the name on the back of his shirt. For the first hour or so of your party, each guest will give the other characters hints during conversation as to "WHO IN THE WORLD" they are. You can make this a prize game or just use it for mingling. 
Spoon Race - Fun for Adults and Kids

Requires two opposing teams lined up side-by-side, two spoons and two spools of fishing line. Secure the fishing line securely to each spoon and hand it to one of the ends. They drop the spoon down through their clothing onto the floor, pick it up and hand it to the next team member until it has reached the end person who after dropping it has to begin to retrieve the spoon by pulling it back up through their clothing. Do this until the end person who started it has retrieved the spoon. Whoever finishes first, of course, is the winner.  

For more entertainment - place the spoons in the fridge before playing!

Belt Race Game
Adult game: Group splits into partners. Each has a very large belt (or 2 tied together). Place in circle around couple at their feet. They must have their backs to each other. At "go", whoever can get the belt up their body and over their headfirst wins? Two ways to play: with hands, or for a challenge - no hands!

Toothpick - Lifesaver Race
First divide your group into 2 teams; each team will need to be lined up facing the forward. Then take a bunch of toothpicks, give each person a toothpick and then the person at the beginning of the line gets the lifesaver. Before you begin everybody puts the toothpicks into their mouth and then the captain (first person in line) puts a lifesaver on the toothpick. The object is to pass the lifesaver from team member to team member using only the toothpick, no hands! The first team to pass it down to the end of the line wins.

If the lifesaver falls on the floor then you must start at the beginning again. (Another variation that it is easier is straws and pretzels) 

What If - Group Game
Everyone sits in a circle and each person has a piece of notepaper and a pencil/pen. Each person then thinks of a sentence to write on the paper starting with WHAT IF... 

Be creative... (Example: What if John had a tupe? or What if the world was black and white?)

Then each person passes their paper to the right and then each person answers the question they were handed. (Example...I'd use it as a Frisbee, or the world would be a much simpler place.) Once everyone is finished answering their question, start with one person in the circle and go to the right, the first person reads the what if question and the person to their right reads the answer they wrote for their question. (So it would be... What if John had a tupe'? .... The world would be a much simpler place.) Then that same person who just read their answer now reads their question and the person the their right reads their answer and so on until you finish the circle. Then you start over with new what if questions. Try it; you’ll be amazed at how funny some of them are!!! We were laughing so hard our sides were splitting,  

Gift Giving Game - Great for Christmas Parties and Exchanges 

Everyone brings a gift to the party; this is fun for gift exchanges during the holidays. TO BEGIN: Everyone stands in a circle holding the gift he/she brought to the party. Someone reads the story, every time the word RIGHT is read; everybody passes his gift to the right. Every time the word LEFT is read, gifts are passed to the left. The gift that each person is holding at the end of the story is the gift he keeps.  

Story Example: 

The Right Family Christmas Story Christmas was almost here and Mother RIGHT was finishing the Christmas baking. Father RIGHT, Susie RIGHT, and Billy RIGHT returned from their last minute Christmas errands. "There's not much LEFT to be done," said Father RIGHT as he came into the kitchen. "Did you leave the basket of food at Church?" asked Mother RIGHT? "I LEFT it RIGHT where you told me to," Said Billy RIGHT." "I don't have any money LEFT." The hall telephone rang, and Susie RIGHT LEFT to answer it. She rushed back and told the family, "Aunt Tillie RIGHT LEFT a package for us RIGHT on Grandma RIGHT's porch. I'll go over there RIGHT now and get it," she said as she LEFT in a rush. Father RIGHT LEFT the kitchen and brought in the Christmas Tree. By the time Susie RIGHT returned, Mother RIGHT, Father RIGHT, and Billy RIGHT had begun trimming the tree. The entire RIGHT family sang carols as they finished the decorating. Then they LEFT all the presents arranged under the tree and went to bed, hoping they had selected the RIGHT gifts for their family. Now I hope you have the RIGHT present for yourself, because that's all that's LEFT of our story, except to wish you a Merry Christmas, isn't that RIGHT?

Don't Say That Word!
Give each person a sticker to wear on their collar or lapel when they arrive. Then make an announcement that any time the word _____ (could be any word that will possibly be said that evening - the name of the company everyone works for, or a soft drink, or any basic word) then the person who hears another person use the word takes the speakers sticker and puts it on himself. At the end of the evening the person with the most stickers wins. People are vigilant in the beginning about saying the taboo word but they soon forget! 

Famous People Game - Another Version of Who In The World Am I 

The host makes a sheet of well known names (ex: Shakespeare, George Washington, Michael Jackson, Jackie Onassis, Sherlock Holmes, the Wicked Witch of the West, etc) the names can be anyone well known, alive, dead or fiction.

Then cut the names out (make sure there is one for each guest)

Take straight pins and when guests arrive pin a name on the back of each guest. The other guests will look at the name on each others backs, and then ask yes or no questions about there own name. (Ex: Is it a male? Is he alive? Is he a singer? Etc.) Until they are able to guess who they are. This can be done all at once, or you can have a circle where one person goes at a time. This is a good game b/c it can continue until the end of the party when someone has trouble knowing who they are, but it can be done discreetly in conversations held on the side. Also, have a guest write one for the host to have.

Family Reunion - Get To Know You Game
We made up this game at a family gathering because it was a fun way to get to know one another better. Each person writes a paragraph or more about something that happened in his life that no one knows about. The papers are then handed in to one person who reads them all. Each person writes on a piece of paper that they think each story belongs to. It is a great way to learn a lot about each other and get conversation started.

History's Mysteries - Brain Teaser

Play alone, or better yet, invite a small group to participate.
Get a pencil, a piece of paper, and a calculator.
Participants are asked to call out the most famous dates that they can think of in all of history, excluding dates after 1950. For each date, only the year is needed.
Make a list of the dates that are given--at least 10, and no more than 20. This is the "long list."
Participants are then asked to decide which of these dates are the most famous. By this method, reduce the list down to a list of seven dates. This is the "short list."
IMPORTANT: Do not read further until the above steps have been completed.
On the calculator, enter the number 2060, and then subtract 71 repeatedly. (Subtract 71 once, and then just keep hitting the "equals" key to repeat the subtraction.)
On both the "long list" and the "short list" of dates, check off each date that the calculator matches. Continue until the calculator has given 30 dates, and then stop.
Results may vary slightly depending upon the group or the individual.
How many of the seven dates from the "short list" did the calculator match? (Was it between 3 and 5?) How did this happen? Think about it! 
Socks & Gloves:
This is a stunt or game. As a party stunt ask for 3-6 enthusiastic volunteers and for a party set a time limit to see who gets the most socks on. 

The Catch: they are blindfolded and gloved

How to play: Seat participants around pile of socks on floor, give them mismatched gloves and blindfold them. On go, they begin putting as many socks on one foot as possible until the time is called. The amount of time is up to the Game Master, usually when the action begins to slow. You'll need for EACH participant: 1 blindfold, 2 mismatched gloves, at least 6 socks of varying size and thickness. Everyone else gets a kick out of watching. Winner: the person with the most socks on one foot after the time is called.

Cotton Ball Game 

Supplies: Bag of cotton balls, two large bowls, a blindfold and a wooden spoon.

The goal is to move as many cotton balls as possible with three "scoops" of the wooden spoon, from one bowl to the other - - blindfolded. The person that moves the most cotton balls into the other bowl wins. Cotton balls that fall on the ground don't count. In case of a tie, go additional rounds.  

Another Cotton Ball Game
This can be teams or against one another, depending on size of room and number of guests.
Have players hold a plastic spoon in their mouths. While on their knees, and hands behind the back, the players must scoop up cotton balls from a bowl and race to the other end of the room trying to carry the cotton balls and placing them in the bowl at the opposite end of the room. Player or team that transfers the most cotton balls within 1 minute is the winner.

Silent Charades. 
On little pieces of paper, write up a bunch of things to act out in pairs. You will need to know how many people are going to play so that you have the correct number of papers. (2 pieces of paper with the same thing on it--i.e. ballerina, ballerina, elephant, elephant, etc.) Put them all into a hat mixed together and have everyone draw out one piece of paper. When everyone has a charade, say go, and everyone begins to act out the charade on their piece of paper. The object of the game is to find the person with the same charade as yours. When you find the person that has the same thing as you, sit down on the ground. 
After the game is over, have everyone ask their partner what they were, if they were wrong they are out. There can also be a prize for the first pair that sits down. This game is the most fun when you can make each thing pretty difficult to act out.

Shoe Shuffle For large group of people....

Everybody takes their shoes off and places them at one end in a pile. Someone mixed up the shoes so people will have a hard time finding theirs. The large group breaks up into two teams and lines up about 30-40 feet away. When someone says go! , Each person runs down to the pile, finds their shoes, and puts them on, then runs back and tags the next person in line. The team who gets all their shoes on wins. 

Psychiatrist

Psychiatrist is by far the most fun party game I've played. It is best played with a large group of people... the more the better. All players should have a seat of some sort.

All players sit in somewhat of a circle. One person is chosen to be the "Psychiatrist." This person must then leave the room as the rest of the group prepares to play.

With the Psychiatrist out of the room and out of earshot, the rest of the players decide on a fake psychological illness that they will all have. Anything and everything is valid, no matter how obvious, vague, figurative, hypothetical, or stupid.

Example Fill-in-the-blank Diseases:

1)  Everyone believes he is the person sitting _____

2)  When a person _____, he is ______. Otherwise, he is ______

3)  Everyone answers questions in ______ style

4)  People have a certain aversion/obsession with a certain letter/word/object

I'm not giving any specifics because it could spoil the fun if the Psychiatrist knows what you're doing. The best ones are usually the most unusual and creative, especially if they relate to inside jokes.

Anyway, on to playing Psychiatrist...

Once a "disease" is agreed upon, someone retrieves the psychiatrist, who then comes to the center of the circle. It is now his responsibility as psychiatrist to help his "patients" by discovering what is wrong with them. He does this primarily by asking individual people questions about anything, and noticing eccentricities and inconsistencies in the answers.

If a patient answers a question or says or does something that is inconsistent with his disease, another patient MUST yell "Psychiatrist!!!" At this time, the person who said something wrong and the person who called him on it must switch seats. Sometimes such answers are given accidentally, but they can also be given intentionally to throw the psychiatrist off, especially if responding correctly would give away the disease too easily. (Ex., if everyone is pretending to be one specific person, and the psychiatrist asks "What's your name?” a truthful answer would make for an awfully short round)

The game ends when the psychiatrist correctly identifies his patients' ailment. At this point, a new psychiatrist is chosen and a new game begins. Play usually continues until people are too tired to play any more and go home, finally causing there to be too few people for a good game.

 

Though I've written the rules out, the easiest way to learn Psychiatrist is to play with a group who already knows how to play. The extent of instructions most people get is, "Just pretend you're ... You'll figure out the rest as we go."

Presidents
 

For 3~12 Players (best if between 4 and 8)
Requires one full deck of cards, preferably with jokers, per 3 or 4 players; Paper & Writing Implement to score
Seat all players in a circle around a playing surface. Game is more interesting if seating progresses from most comfortable to least comfortable, clockwise, the reason for which will be indicated later.
Presidents are played sequentially, with the outcome of one hand determining seating and advantages in the next.
 

Dealing:
At the start of each round, the "pit" -- the person who came in last in the previous round, shuffles all the cards together and deals out the entire mega-deck out to the players. He may ask for help if he likes, but if nobody volunteers, he must do the job himself. For the first round, since nobody has lost yet, a gracious player should volunteer to be the pit.

After all cards have been dealt into equal piles, everyone grabs a pile for their own (if the pit hasn't done so for them already) and sorts the cards to his liking. If the piles come out unequal, there is no specific rule as to who receives the larger pile(s).

Card Values:
Suit is negligible throughout the game. A heart is just as good in every right as a spade, diamond, or club. The card rankings, from low to high, are 3 4 5 6 7 8 9 10 J Q K A 2. Those cards all follow normal playing rules as will be described shortly. Jokers operate under their own rules, and can be used to beat any hand played. A game can be played without jokers, but they make the game far more interesting.

Object:
The object of each round of the game is to rid yourself of all your cards as rapidly as possible. Those who go out quickest will receive more points and a few perks in the following round, which in turn may help them to score well again and again. The overall object of Presidents is to accumulate the most points, which are awarded for going out quickly. By quickly I mean, "Before anyone else does," not "in less than 60 seconds."

I may not use the best terminology in describing Presidents. So sue me! Presidents, as I describe it, are a "Game," made up of many "Rounds," which are made up of "Hands," which in turn are composed of "Plays" and "Passes."

Seating:
The pit sits preferably in an uncomfortable seat, but more importantly, he sits just to the right of a very comfortable seat. Everyone sits in a circle, and game play will resume clockwise.

Game play:
Each round consists of many hands, which go as follows:

One person begins by playing one or more cards, in a manner that will be described shortly. The person who begins the hand is the person who won the previous hand. If it is the first hand of the round, the pit begins the hand. If it is the first hand of the first round of the game, the person who volunteered to be the pit begins.

The person who starts the hand plays one or more cards of the same numerical value (or a single joker). Then play proceeds to his left. In turn, each player may choose to play or pass. To play, he must play the same number of cards, of a HIGHER numerical value, to beat the previous card(s) played. Or, he may play a joker, in which case he automatically wins the hand. When a joker is played, or when nobody chooses or is able to beat the last card(s) played, the last person to play wins the hand.

When a hand is won, the pit takes all cards played in that hand off the table, and places them into a discard pile. Those cards are not used until the next round. After the cards are out of the way, the winner of the last hand gets to begin the next hand by placing down one or more cards of the same numerical value.

Play continues until people begin to run out of cards. When a person runs out of cards, he is given a score, and is finished with the round. Everyone else keeps playing until everyone has run out of cards. 

When a person runs out of cards, play resumes clockwise without him. If he happens to win the hand in which he runs out of cards, he obviously does not have any more cards to begin the next hand. In this case, the next person clockwise from him gets to begin the next hand, even though he didn't win the last one.

Scoring:
Players are given scores depending on the order they ran out of cards. The first person receives scores equivalent to the number of people playing, times 5, minus 5. ((People x 5) - 5). So if 6 were playing, he'd receive 25 points. Consequent players to run out of cards receive 5 points less. (2nd receives 20, third 15 and so on). The last person to run out of cards receives no points for the round.

Re-Seating:
At the end of each round, the seating arrangement is changed, and all players are given new socioeconomic positions of sorts. The person who scored highest in the last round is declared the President (or King or Queen or Prime Minister or Dictator), and is given the seat of his choice. Players then assume seats clockwise from him according to their performance in the previous round. It is highly recommended for all players to associate titles with their seats... for example, the President may be sitting next to the VP, next to the landowner, the bourgeois, the farm worker, and the peasantry (pit). If you've followed directions correctly, the pit will end up on the President's right.

Card Exchange:
For subsequent rounds, the cards are shuffled, dealt, and distributed as usual. However, the peasantry must now pay taxes to the ruling class. The highest and lowest on the socioeconomic ladder exchange cards as follows:
3 or 4 player game: Highest scorer gives Lowest scorer his one worst card, Lowest gives Highest his one best card.
4 or more players: Highest and Lowest exchange 2 best/worst cards in manner stated above. Second highest and second lowest exchange 1 best/worst card in same manner.

People not on the very top or bottom do not, and may not, exchange cards.

In 4 player games, either method of "taxation" may be utilized.

 

Play continues until people don't feel like playing any more, or until a specified score. In re-seating and exchanging cards, only the ranking of the previous round is taken into account. It doesn't matter if the current President is losing in the long run or if the pit is winning... only the previous round determines where people sit and what they do.

Losing / Gaining Players:
If someone has to leave early or if someone else wants to play, it's no problem. Adjust scoring to accommodate the gain or loss of players. New players begin at the pit. If someone leaves, everyone scoots upward to fill in his spot, though the person on the bottom remains the pit.

