
1. THE MOST FAVORITE. ( For adults only.) 

The player who manages in a fixed time to get as many kisses as possible is "the most 

favorite". The kisses are counted by the signs of lipsticks left on the players. 

2. REAL MAN. ( For adults only.) 

A player who manages to tie a kerchief on the lady's neck using only one of his hands 

may be called "the real man". 

3. ROLL A BALL. ( For adults only.) 

Usually several pairs take part in this game. Each pair is given 2 ping-pong balls. The 

gentleman must roll the ball from one sleeve of the lady's dress to the other. The lady 

rolls the ball through the gentleman's trouser-legs (from one trouser-leg to another). 

4. PUTTING OF AN EGG. ( For adults only.) 

In each pair the partners stand with their backs to each other. They have an egg between 

their backs (or a little bit lower). The object is to put an egg on the ground, so as not to 

break it. The pair which succeeds in it wins the game. Instead the egg you may a small 

rubber ball. In this case the object of the game is to put the ball on the ground so as it 

doesn't roll. 

5. LIFT A BALL TO A CHIN. ( For adults only.) 

In each pair the partners (the lady and the gentleman) stand facing each other. They hold 

a small rubber ball between their bellies. The object is to roll this ball to a chin of the 

shorter partner by rotatory movements.  

6. RESOURCEFUL QUESTS. ( For adults only.) 

Several pairs take part in this game. Each player is blindfolded. Then the leader puts 

some clothes-pegs on different parts of the players' clothes. At the leader's command the 

players must take the clothes-pegs off the partner's clothes. The pair which copes with the 

task the first wins the game. 

7. WHERE TO INVEST? ( For adults only.) 

The instructor asks 2 pairs to participate in this game (in each pair there is a lady and a 

gentleman). 'Try to open the network of banks as soon as possible. You deposit only one 

banknote in each bank. Receive your entrance fee! (the instructor gives the money candy 

covers to each pair). You may use pockets, lapels and other secluded places for the banks. 

Try to register your deposits and open the greatest number of banks as soon as possible. 

Now get ready, begin! The instructor helps the pairs to fulfil the task. In a minute the 

instructor sums up: How many banknotes do you have? And you? Great! All the money 

is profitably invested. Good! And now I ask the ladies to change the partners. Your task 

is to take all the money away from the banks. Get ready. Begin! (The music is playing. 

The ladies are looking for the money at their rivals' partners). 

8. ALCOHOLOMETER. ( For adults only.) 

When you're in the close company suggest 2 slightly tight men to get to know who of 

them is tighter. Give a felt-tip-pen to each of the players. Put "a scale" with the grades 



20o, 30o, 40o etc behind them. The scale is drawn on the large piece of thick paper. The 

object is to mark the grades on the scale. To do it the participants must bend down and 

pass their arms between the legs. Of course, the participants want to seem sober. That's 

why they try to reach the least number.  

9. THE WORST TIPPLER. ( For adults only.) 

One of the philosophers said: "Do not drink more than your head can bear". We shall not 

drink but we shall measure the size of the head of each player so as to find the player of 

the greatest endurance. 

10. MERRY TAILOR. ( For adults only.) 

Line up into 2 teams. In each line men and women take their turns. In each line the 

players choose a tailor. The tailor takes a wooden stick ("a needle") with the thick thread 

in it (you'd better wind the thread into a ball). At the command the tailors begin "to sew". 

The tailor "sews" the gentlemen's trouser-legs (passes the thread from one leg to another) 

and lady's sleeves (passes the thread from one sleeve to another). The tailor who "sews" 

all his te11. LITTLE CROCODILE. ( For adults only.) 

In each team 5-6 players form up a line. Between each player in the line there is a ball. 

The players hold the balls with their backs and chests. They mustn't touch them with the 

hands. Their task is to run the distance as fast as possible. 

12. PASS THE BALL. ( For adults only.) 

Line up into 2 teams. In each line ladies and gentlemen take their turns. The first person 

in each team is given a ball to place under his/her chin. He/she must pass the ball to the 

next in line but neither may use his/her hands. The players can use all the parts of their 

bodies to pass the ball but it's forbidden to drop it. The first team to get the ball all the 

way to the last person is the winner. 

13. HORROR FILM. ( Joking.) 

On the table there are 5 eggs. The leader says that one of them is uncooked. But others 

are hard-boiled. The players must break the eggs against their foreheads. The player who 

gets an uncooked egg is considered to be the bravest. In fact all the eggs are hardboiled 

and the prize is given to the last player because he deliberately ran risks to become a 

laughing-stock.  

14. TAKE A SMALL BOX. ( Joking.) 

The leader suggests the player to sit on a stool and to cross his/her legs. The task is to 

take a small box with the teeth, not touching the floor with the hands and feet. The small 

box is placed upright at one of the hind legs of the stool. The players may turn on the 

stool as they like. 

15. WITH THE HELP OF A SONG. ( Joking. ) 

Ask the players to recollect and write down several lines of 6 of their favorite songs. 

After that give them a key to solution. 

1. The first song - your feeling after the first kiss; 

2. The second - your memory of the first night together; 



3. The third - reminder of your honey moon; 

4. The fourth - in a year after the marriage; 

5. The fifth - Now when we are together I think about it. 

6. The sixth - in 50 years of the life together. 

16. WHAT? WHERE? WHEN? ( For married couples. Questionnaire.) 

Ask 3-4 married couples to take part in this game. At first ask the gentlemen to leave the 

room for a while. And during this time ask the lady's the following questions (one lady at 

a time) 

1. What kind of weather was on the day of the registration of your marriage? 

2. What day of the week was it? 

3. What did your husband wear that day? 

4. When is the birthday of your mother-in-law? 

5. What is the favorite dish of your husband? 

6. What is the name of your husband's chief? 

7. How long does it take your husband to get to his work? 

8. Name the favorite clothes of your husband. 

9. Name the favorite singer, composer, writer, actor of your husband. 

10. When did your husband give you the flowers last time? 

Then ask the husbands to come into the room and ask them the same question. Collate the 

answers of the wives with their husbands' answers. 

17. DUMMIES. ( While dancing.) 

It's a variant of the well-know children game "Day-Night" for grownups. As the music 

suddenly stops the people who are dancing stand still in the pose they are. The person 

who cannot keep his/her balance must pay a forfeit (fulfil the leader's task). 

18. LET'S INTRODUCE OURSELVES! ( Icebreakers.) 

All the guests (many of them) get into 2 circles: the ladies are in the inner one, the 

gentlemen are in the outer one. The ladies and gentlemen are facing each other. The 

number of ladies is equal to the number of gentlemen. As the music plays both of the 

circles are moving in the opposite directions (the inner circle is moving clockwise, the 

outer one is moving counter-clockwise). In 20-25 seconds the music stops. The circles 

stop moving. There form the pairs. The ladies and the gentlemen introduce themselves to 

each other. The ladies introduce themselves the first. Then they let the gentlemen know 

of their 2 hobbies and of 2 things they don't like. Then the music plays again. The round 

dance moves to the next pause etc. 

19. DETECTIVES. ( While dancing. Icebreakers.) 

At the party some girls secretly fill in the questiomairies. In these questiomairies the girls 

indicate their distinctive marks: height, color of the eyes, dress cut, jewelries. The leader 

put all these cards into the box. In the pauses between the dances the leader asks the most 

attentive youths to act as Sherlock Holmes or Hercule Poirot - to find a girl with help of 

the description given in the card. The youths take the cards and begin to search for the 

girls. The youth who finds the girl the first is the winner. Then the youths have a dance 

with the girls they have found. 



20. CHOOSE A PAIR. ( While dancing. Icebreakers.) 

The instructor holds a bundle of many-colored ribbons by its middle. The ladies come to 

one end of the bundle, the gentlemen to the other. Each of them takes an end of the 

ribbon. The instructor lets the bundle go. All the partners are now connected by the 

ribbons. There ar21. DRESS A LADY. ( For adults only.) 

Each lady holds a ball of ribbon in her right hand. The gentlemen take a tip of the ribbon 

with the teeth and wind it round their ladies (not using their hands). The gentlemen who 

is the first in "dressing" the lady or whose "dress" is the best is the winner. 

22. COMPETITION FOR LADY'S. ( For adults only.) 

Being blindfolded the ladies must recognize their boy-friend's (husband's) hand to the 

touch. 

23. FINAL. ( For adults only.) 

Divide up into 2 teams: one team consists of gentlemen, another consists of ladies. At the 

signal the players of each team begin to take off their clothes ( any items they like ). The 

players put their clothes in one line. Each team has a line of its own. The team which has 

the longest line is the winner. 

24. "TOUCHING" COMPETITION. ( For adults only.) 

The gentlemen are blindfolded. The task is to identify the lady by touching her knees. 

25. APPLE. ( For adults only.) 

Each dancing pair holds "an apple" - a little rubber ball - between their fore heads. The 

music changes from slow to energetic one. The task of the players is not to drop the ball 

while dancing. 

26. BEING BLINDFOLDED. ( For adults only.) 

With the thick mittens on the hands try to identify the person which is in front of you. 

The girls try to identify the youths. The youths try to identify the girls. It's permitted to 

touch the whole person. 

27. STEAM-ENGINE. ( For adults only.) 

The instructor asks 2 men and 1 woman to participate in this game. They from up in file 

sideways to the spectators. The instructor says: 

- This is a steam-engine team. The first man is an engine driver. The woman is an engine-

driver's mate (she stands between the men). The second man is a stoker. They are in the 

steam-engine. Usually the steam-engines keep to the following signals while shunting: at 

one whistle they move forwards, at two whistles - backwards, at three - stand still. The 

instructor rehearses with the steam-engine team. 

- Now let's begin to play. I ask you to act quickly and precisely, according to the signal. 

The instructor gives 2 whistles. The engine driver makes a mistake: he makes one step 

forwards.  

- It's bad. You mustn't mistake. So you must become a stoker. This is our rule. 

The instructor leads him to the end of "the steam engine". 2 other players - the engine-

driver's mate and the stoker move one step forwards. 



- This is a new steam-engine team. The game begins anew. On finishing the game the 

instructor says: with the help of this game we checked how attentive our players are. The 

shunting is over. The steam-engine may be come in at. 

28. EVENING DRESS. ( For adults only.) 

The instructor asks 2 pairs to take part in this game. He/she suggests their making the 

evening dress, using only newspapers, pins and scissors. The winner is chosen by the 

spectators. 

29. SUVOROV'S VODKA. ( For adults only.) 

Suggest the players to manufacture Suvorov's favorite vodka. It must be of 47o strengeth. 

Each participant is given a half of the glass of water. They must manufacture vodka of 

47o by tasting it. The instructor checks the correctness of the strength with the help of the 

alcoholometer. 

30. STOMACH DANCE. ( For adults only.) 

All the players who wish may perform "the stomach dance". Each participant must move 

the wooden sticks (both ends of them are passed through the string) with the help of the 

stomach. The players do it to the music without using the hands. Each participant has 

his/her own strip of sticks. The fastest and the most artistic participant is the winner. 

31. SNIPER. ( For adults only.) 

Fasten the belt on the waist of each player. Tie the string with the apple at its end to it. In 

front of each player there is a plank with the nails. The object is to pin the apple on the 

nail. 

32. BREAD-WINNERS. ( For adults only.) 

Scatter some peas on the stool. Put a bowl near it. The players' task is to sit on the stool 

so as to move the peas into the bowl (don't use the hands!) The player who manages to do 

it is the winner. The instructor counts the number of the peas in the bowl of each player. 

33. SUMO STRUGGLE. ( For adults only.) 

The players divide into pairs. They hold the balloons between their stomachs. The task of 

each pair is to burst the balloon between the stomachs. 

34. FIRE EXTINGUISHERS. ( For adults only.) 

Tie strings to the belts of the players. At the end of each string there is a small box or a 

piece of wet cotton wool. In front of each player there is a candle. The task is to put out 

the candle with the help of the small box or a piece of cotton wool as fast as possible 

without using the hands.  

35. TRIO. ( For adults only.) 

It's a relay race game. It's common knowledge that all the tipplers are divided into 3 

groups: those who drink little, those who can go only leaning against the walls and those 

who cannot go at all when drunk (they are usually carried away by the drinking 

companions). In each team there are 3 participants - the participant who "drinks little", 



the participant who "leans against the wall when going", the participant who "is carried 

away by his drinking companions". Those who "drink little" must devastate the bottles 

(drink the remains), those "who lean against the walls" must make a diagonal wall out of 

these bottles (the bottles must be at some distance from each other), those who are carried 

away" must gather all the bottles into the shopping bag. The players must do it as fast as 

possible. 

36. HIT A PURSE. ( For adults only.) 

There are several pairs in this game. To the ladies waists tie big sham purses. To the 

gentlemen's waists tie big sham banknotes. The object is to put the banknote into the 

purse. (While doing it the players mustn't touch purses, banknotes and strings with the 

help of which the purses are tied to the waists). 

37. WILD BEACH. ( For adults only.) 

The players are divided into pairs. The instructor invites all the players to visit "the wild 

beach". At "the wild beach" the instructor announces the dancing party. Ladies and 

gentlemen in the pairs are given the gramophone records (ladies-3, gentlemen-1) to cover 

their "nudity". The pairs begin to dance. They mustn't drop the records. That's why they 

have to lean against each other very tight. 

38. LOVE STATUE. ( For adults only.) 

The instructor asks some couples to participate in this game (preferably married ones). 

The couples are asked to leave the room. Then the instructor asks one couple to return 

and "to create" "The love statue". After that the instructor asks one of the gentlemen (of 

those who are among the couples behind the door ) to come into the room. His task is to 

change something in this "statue". The gentlemen changes the poses of the couple. Then 

the instructor suggests him to take the place of the gentleman in "statue". Then the lady 

(one of those behind the door ) is asked to come in. She is also asked to change 

something in the statue and to take the place of the girl in "the statue". This game goes on 

until all the couples took part in it. 

39. FOOTBALL. ( For adults only.) 

2 men take part in this game. They put on the belts and tie thick strings to them from 

behind. To the end of the string there tied an apple. It must be 30-35 cm. above the floor-

level. Each player is given a ball (or a balloon). At the distance of 10-12metres from the 

start-line there are "the goals" (made of chairs). Swinging the apple between the legs the 

players move the balls (balloons) towards "the goals". The player who copes with the 

task the first wins. 

40. ROULETTE. ( For adults only.) 

6 players participate in this game: 3 gentlemen and 3 ladies. Each player is given his/her 

own number. The first player throws a dice. The number on the dice ( from 1 to 6 ) stands 

for the part of the head the player must kiss: 1 - lips, 2 - nose, 3 - forehead, 4 - cheek, 5 - 

ear, 6 - crown. Then the player throws a dice for the second time. The number on the dice 

stands for person whom he/she must kiss ( the number on the dice corresponds the 



number of the player ). As the first player has fulfilled the tasks, the second player throws 

a dice etc. 

41. DRINK WITH HORS - D'OEUVRE. ( For adults only.) 

The player must drink a tumbler of any alcohol beverage with any hors - d'oeuvre without 

using the hands. 

42. PRESS-BACKS. ( For adults only.) 

The male-participants of this competition put on the black fillets on the eyes. The task is 

to make as many press-backs as possible. As the players have tested the strength the 

leader suggests to put big stripes of paper on the floor, because it is not clean. ( The 

participants don't move the fillets away yet). On these big stripes of paper there drawn the 

naked women life-size. So the participants continue to do their press backs over "the 

naked women". Then the leader asks the participants to move the fillets away. The 

participants continue to do their press - backs over "the naked women" without the fillets. 

The supporters count the number of the press-backs, encourage the participants. 

43. KISS. ( For adults only.) 

The youths are given the cards with the figures. The girls are given the cards with the 

letters. All the players get into a circle. They choose the leader. The leader is not given a 

card. He is in the center of the circle. The leader names the figure and the letter. The girl 

whose letter was named must kiss the leader. But it's not easy! Because the youth whose 

figure was named tries to prevent the girl from kissing the leader. He tries to kiss the girl 

himself. If the youth manages to prevent the girl from kissing the leader, he gives the card 

to the leader and becomes the leader himself. 

44. STREAMLET. ( For adults only.) 

Put a long stripe of paper on the floor for "a streamlet". Ask ladies to walk along "the 

streamlet" with their legs apart: one leg is on the right side, another is on the left side of 

"the streamlet". After that ask the ladies to repeat it being blindfolded. All the ladies are 

in the neighboring room at the beginning. They are asked to go along "the streamlet" one 

by one. Having gone along "the streamlet" blindfolded, the lady takes a kerchief from her 

eyes and sees a gentleman lying on "the streamlet" with his face upwards. (The 

gentleman lies down on the paper "streamlet" after the lady's going along "the streamlet", 

but before she takes off the kerchief). The lady is confused. Then the following lady is 

asked to go along "the streamlet", then the third and the fourth… The game goes on in the 

presence of the Ladies who have already passed "the streamlet". They laugh at a joke. 

Everybody is having a good time. 

45. ON A DESERT ISLAND. ( For adults only.) 

Usually two or more couples play this game. Each couple is given a large sheet of paper 

and explained the rules. The leader asks them to imagine that there is water around and 

that they can save themselves only on the little island (standing on the paper). At first the 

couples stand on the sheet, then it is folded in two, then again in two and so on. The 

couple who is the first to "stumble" into the water (to touch the floor) looses the game. 



46. APPLE OF DISCORD. ( For adults only.) 

Each pair holds an apple between their foreheads. The leader gives the commands: 

"Three steps to the left!", "Three steps to the right!", "Squat!", "Jump!" etc. The pairs 

fulfill them. If the apple drops, the pair is out.  

47. LET A BALLOON BURST. ( For adults only.) 

Each gentleman sits with the balloon between his knees. The ladies have to sit themselves 

on the knees of their partners so that the balloon is burst. 

48. RACE. ( For adults only.) 

3-4 players take part in this game. The players put the hobby-horses between their legs 

and take the mugs of beer or any other beverage. The players are blindfolded. At the 

command the players race to the circles drawn on the floor. As they reach the circles they 

put their mugs in them. If they succeed in doing it they drink the content of the mugs 

themselves, otherwise they give the mugs to the spectators. 

49. TO ROLL UP - TO UNWIND. ( For adults only.) 

As the instructor pronounces "to roll up" he/she stretches the hands wide as though he/she 

wants to embrace the whole world. He/she asks everyone to do the same. As the 

instructor pronounces "to unwind" he/she embraces the player next to him/her. Everyone 

does the same. The tempo is raising gradually. This games is a good warming-up at 

discos or parties. 

50. TIPPLER. ( For adults only.) 

The object of the game is to fill the glasses with the help of the teaspoon. The player who 

manages to do it the fastest has an opportunity to propose a toast and drink the contents 

of the glass. 

51. RUNNING WITH THE BALL. ( For adults only.) 

Each pair holds a big ball between their foreheads. Their task is to run the distance as fast 

as possible and not to drop the ball. (One of the players in each pair runs with his back to 

front). The pairs may hold a ball between their shoulders, ears or backs. 

52.ACQUAINTANCE. ( Icebreakers. ) 

All those who wish to learn the names of the new friends get into the circle. The players 

hold each other by the hands. The host (ess) names him/herself the first. Then all the 

players pronounce the names of the players who named themselves before and at the end 

say their own names. The last player names all the players in the circle one after another. 

As a rule the players learn the names of all the players during the game. 

53. GATHER IN THE HARVEST. ( Icebreakers.) 

On the sheet of paper there printed the following text: "You're given a sheet of paper with 

the 15 notes, with the names of cereals, vegetables, fruit printed on them. Exchange your 

14 notes (tear them off the sheet) for the notes of other players, so as to have a complete 

set of notes with the following names: wheat, rye, oats, barley, millet, flax, corn, potato, 

cabbage, beetroot, carrot, pumpkin, cherries, apples, pears. The player who has the 



complete set of notes the first is given the prize. "On each sheet of paper there printed the 

same 15 names. One of the players is given, for example, the notes with the name of 

"flax", the other with the name of "corn" etc. The players are given many complete sets 

(the number of them must be a number divisible by 15): 15.30 and more (it depends on 

the number of players). 

54. WITHOUT A PAIR. ( Icebreakers.) 

The players make 2 circles: the inner one and the outer one. In the inner circle the number 

of the players is more by one than in the outer circle. As the music plays all the players 

walk to the right. As the music stops the players must make pairs. The player who hasn't 

pair fulfils any task. Then the game continues. 

55. WHO IS HE (SHE)? ( Icebreakers.) 

As the guests enter the hall, they are given the envelopes. The youths are given blue 

envelopes, the girls white ones. In all the envelopes there are halves of the cards and 

leaflets with the following text: "In the envelope there is a half of the card. The missing 

part of it has someone who is present here. Try to find him/her. The first 3 pairs get 

prizes. Good luck!" it's better to use cards with the pictures of flowers in this game. Cut 

the cards in zigzag line. Then put the halves - one into the white envelope and another 

into the blue one. You may manage without the envelopes. In this case put a poster with 

the rules of the game on the wall. 

56. MAKING ACQUAINTANCE. ( Icebreakers.) 

The instructor says: "Dear guests! We set out. Take your seats. We start up an engine - 

everybody claps the hands. Come along! We are stamping our feet, we are gradually 

gathering speed - 50km/h, faster - 60km/h, faster - 80km/h, 100km/h, 120km/h. Turn to 

the left - shake hands with the person next to you on the left. Go along! Our speed is 

150km/h. Now we turn to the right - shake hands with the person next to you on the right. 

We continue going. Now we are breaking. We are rubbing against the nose of a person 

next to. 

We are breaking … breaking … 

At last we arrived. 

How did you like our trip?" 

57. ABSTRACTION. ( Icebreakers.) 

The leader thinks of one of the present persons. All the rest players ask him/her the 

questions in turn: e.g. 

1.What is the color? 

2.What kind of character? 

3.What kind of music instrument? etc. 

The questions must be abstract. You must take into account that different people describe 

one and the same person in different ways. You may invent questions for ever and ever. 

The more interesting and various are the questions the more interesting is the game. 

58. THE TRUTH. ( Icebreakers.) 

The number of the players is more than 2. All the players put their both hands with the 



palms down on the table (the left hand goes first, the right one the second). The players 

make a pyramid of their hands in the center of the table. The player whose hand is on the 

top of the pyramid (the player who puts his right hand on the pyramid the last) names any 

number, e.g. 5. The players begin to count from the hand on the top of the pyramid: the 

player whose hand is on the top moves away his/her hand-1, then the next player-2 etc. 

till 5. The player whose hand is number 5 must answer the leader's question. The players 

must give true answers to the questions. If the answer is not true the leader doesn't accept 

it. This game is suitable for making acquaintance. If the answer is accepted the game 

begins a new. Everybody tries to put the hands in the middle of the pyramid so as not to 

be a leader. 

59. WHO ARE YOU? ( Questionnaire. ) 

Get ready some sheets of paper, pens or pencils for your guests beforehand. While your 

guests are still at a table suggest their playing a very interesting and funny game. Each 

player writes down the list of 10 domestic animals in a column on his/her sheet of paper. 

Then the leader asks the first question and the players must read the answers which they 

wrote on their sheets of paper under the figure 1. The players read their answers in turn. 

Then the leader asks the 2nd question and the players must read the word which is written 

under the figure 2 etc.  

The leader's questions may be as follows:  

1. Who are you at home?  

2. Who are you in private?  

3. Who are you in public?  

4. Who are you without clothes? 

5. Who are you after dinner? 

6. What do other people think of you? 

7. Who are you at nights? 

8. What do you think about yourself? 

9. Who are you with your friends? 

10. Who are you in fact? 

60. QUESTION - ANSWER. ( Questionnaire. ) 

Get ready 60 cards (10cm long 4 cm high). On 30 of them write the questions on 30 

others write the answers. Hold the cards with the questions like a fan in one hand and the 

cards with the answers in the other. Ask the first guest whom would he/she like to answer 

his/her question. The guest answers that he/she wants to ask, c.f., Anna, draws out a card 

with the question and reads it aloud. Anna draws out the card with the answer and also 

reads it aloud. Then Anna says whom would she like to ask the question. She draws the 

card out and reads out the question. The person who is asked, draws out the card with the 

answer and reads it out. The game goes on until all the questions are asked and answered. 

Questions: 

1. Would you like to be a millionaire? 

2. Would you like to find yourself in a harem? 

3. Do you often visit restaurants? 

4. Do you go to work with pleasure? 

5. Can you give birth to an athlete? 



6. Do you wear a wig? 

7. Have you any shortcomings? 

8. Do you like music? 

9. Are you always so polite as today? 

10. Are you able to love? 

11. Are you fond of the bottle? 

12. Do you like to dance? 

13. Would you like to sit next to me? 

14. Do you love children? 

15. Can you be faithful? 

16. Do you often have appointments? 

17. Do you love me? 

18. Do you behave decently while drunk? 

19. Are you jealous? 

20. Do you always eat so much? 

21. Do you believe in miracles? 

22. Are you sorry that you are married? 

23. Would you like to get drink today? 

24. Do think of free love? 

25. Are you modest? 

26. Would you like to have many new friends? 

27. Do you often tell lies? 

28. Can you flatter? 

29. Can I rely upon you? 

30. Do you often smoke? 

31. Can you be tender? 

Answers: 

1. No, once I tried, but nothing turned out. 

2. This is my hobby. 

3. Being on the verge of despair only. 

4. We are not angels. Things happen. 

5. Who is sinless? 

6. Yes, rather! 

7. I do it with the greatest pleasure. 

8. Only in a weak moment. 

9. I'm not capable of such a stupid thing. 

10. This is my dream. 

11. No, I'm well bred. 

12. I'll answer you in private. 

13. I'd better keep silence. 

14. Only in the bathroom. 

15. Every other day. 

16. By no means! 

17. While being sober only. 

18. If it's cold outdoors. 

19. Systematically. 



20. In a pay-day. 

21. It's quite necessary on Saturday. 

22. To while away the time. 

23. Only while having a rest in the health resort. 

24. If you have much money. 

25. People don't speak about it aloud. 

26. In a lunch hour. 

27. When it's advantageous. 

28. I dream about it after dinner. 

29. It would do no harm. 

30. Towards evening. 

61. INTERVIEW. ( For married couples. Questionnaire. ) 

Ask 3-4 gentlemen to take part in this game. Ask them the following question:  

In what season did you meet your wife for the first time? 

What color are the eyes of your wife? 

What kind of flowers does your wife like? 

What kind of perfume does your wife like? 

What color suits your wife? 

What is the favorite book of your wife? 

After that ask the wives to confirm the answer of their husbands. 

62. TELL ABOUT YOURSELF. ( For married couples. ) 

This is a joking test for married couples. At first the married gentlemen write on the 

sheets of paper 10 names of animals, insects or reptiles in a column (they do it in secret 

from their wives). Then their wives do the same. After that the leader asks the married 

couple to look at the column with 10 names of animals, insects or reptiles, written by the 

husband. So he is a husband… 

tender like… 

sociable like… 

independent like… 

neat like… 

brave like… 

strong like… 

authoritative like… 

smiling like… 

amorous like… 

beautiful like… 

Then they read the names written by the wife. So, "Your wife when…" 

in transport is like… 

with the colleagues is like… 

at home is like… 

with the chief is like… 

with the relatives is like… 

in the shop is like… 

in the cafe or restaurant is like… 

in the company of friends is like… 



in bed is like… 

at the doctor's is like… 

63. HAS IT THE PLAYER NEXT TO YOU? ( While dancing.) 

This game is played at the dancing party. The participants get into 2 circles. The circles 

are moving clockwise. The instructor asks: "Have the players next to you shoulders?". 

The players answer: "The Have!". The instructor asks the players to put their hands on 

the shoulders of the players next to them and to continue moving. The questions of the 

leader: "Have the players next to you noses?", "Have the players next to you ears?", 

"Have the players next to you waists?", "Have the players next to you knees?", "heels" 

etc. 

64. POST. ( While dancing. Icebreakers.) 

At big parties and discos, in large halls it's very interesting to have "a postman". The 

guests ask him/her: "Give a note (a letter) to the girl in white dress". This girl writes her 

name on the sheet of paper and gives in to "the postman". All the guests communicate 

with the help of "the postman" until all of them learn each other. This game may continue 

for several days in camps, sanatoriums etc. 

65. WITH THE CALENDAR'S PAGE. ( While dancing. Icebreakers.) 

As each player enters the hall he/she is given a calendar's page. The girls receive even, 

the boys - odd numbers. During the party the possessors of the pages are suggested 

different tasks:  

1. To gather according to the months.  

2. To gather according to the days of the weeks.  

3. To make up the number 1998.  

4. To make up teams of Tuesdays, Wednesdays, Thursdays etc.  

5. To find the yesterday (for example "the 25th of December" looks for "the 24th of 

December" etc.)  

6. To choose the pair. The last game is played while dancing. Before every new dance the 

leader announces any number from 35 to 55. The players must form the pairs so that the 

sum of their numbers is equal to the announced number. For example the leader 

announced number 37. So, the pair may consist of the players with the numbers 30 and 7, 

or 18 and 19 on their pages. In all the tasks win the players who are the first to do them. 

66. EXCUSE ME! ( While dancing. Icebreakers.) 

Gentlemen ask ladies to a dance. 2-3 gentlemen are given special cards with the phrase 

"Excuse me!" written on them. With this card the gentleman may come to any of the 

pairs, give it to the gentleman and begin to dance with his lady.. 

67. DOMINOES. ( While dancing. Icebreakers.) 

As the players (youths and girls)enter the hall, they are given dominoes cut out of 

cardboard. They pin it to their clothes. There are 2 complete sets of these cards (28 pieces 

in each set). The cards of one set are given to the girls, the cards of the other set are given 

to the youths. If there are more than 56 persons at the party you may take 2,4, 6, 8…more 

numbers of the complete sets. Before the dance begins the players at the leader's signal 



make pairs according to the principle of dominoes. C.f. the youth with the card 5-2 may 

ask to a dance a girl with the card 2-6; 2-4; 2-3; 2-0 or 5-6; 5-4; 5-3; 5-1; 5-0. Sometimes 

the leader may announce the change of the partners. (In this case the leader gives advance 

notice to the guests about his/her intentions while they are dancing). Then all the pairs 

change, make the pairs according to the same principle. 

68. GAMES TO PLAY WHILE DANCING. ( While dancing. Icebreakers.) 

Ladies ask gentlemen to a dance. The master of ceremonies announces that during the 

dance ladies may ask the gentlemen, who are dancing with their ladies, to a dance. On 

coming to a dancing pair, the ladies clap their hands. On having received this signal, the 

gentleman begins to dance with this lady. While his lady asks any other gentleman to a 

dance in the same way. 

69. CHOOSE A PAIR! ( While dancing. Icebreakers.) 

The youth or the girl is blindfolded and led to the center of the room (hall). He/she is a 

leader. Any player takes a little bell and pass by him/her with it. The leader's task is to 

choose a partner for dance at random. If the leader (girl) chooses a girl, the latter becomes 

the leader. If the leader (girl) chooses a youth, they both make a pair for a dance. The 

fillet is given to the other person, chosen with the help of the reckoning. This game 

continues until there are 10-12 pairs. After that the master of ceremonies announces the 

pair dance. 

70. ENDLESS DANCE. ( While dancing. Icebreakers.) 

All the players are dancing in pairs. The leader is in the center. He/she holds a stick in 

his/her hands. The leader throws the stick and all the dancers change their partners. The 

leader tries to take up somebody's place. The player who has no pair is a leader. He/she 

takes the stick and does the same as the previous leader. 

71. FIND YOUR OWN PEOPLE. ( While dancing. Icebreakers.) 

The cards with different pictures are cut into 4-5 parts. The teams must find their own 

people. There is one more variant: to cut the cards into 2-3 parts. One part is given to the 

girl, 2 other parts are given to the youths. The youth who finds the girl the first asks her 

for a dance. 

72. PEOPLE DON'T DANCE WITH THE HAT ON. ( While dancing. Icebreakers.) 

One of the participants is given a hat. As everyone is dancing, this participant comes to 

any of the pairs, puts the hat on the gentleman's head, saying "people don't dance with the 

hat on" and begins to dance with the partner of this gentleman. The gentleman with the 

hat on can come to any other pair and put the hat on the gentleman's head so as have a 

chance of dancing with his partner etc. 

73. SNOW-SLIP. ( While dancing. Icebreakers. )  

This game will help you "to warm-up" shy people. As the music plays, one pair begins to 

dance. At the instructor's signal this pair asks to a dance 2 more partners. At the next 

instructor's signal these 2 pairs ask to dance 4 more partners etc. The number of dancing 

pairs grows like a snow-slip. 



74. AUTOGRAPH. ( Joking. Icebreakers.) 

All the participants are given the sheets of paper and felt-tip-pens. They must sign their 

names, draw ( but very quickly) an imp, to print a finger-tip, a lip stick or a shoe-sole on 

the sheet of paper-so as "to leave their autograph" on it. Then all the sheets are gathered 

together. 2 of the players are "the detectives". Their task is to guess whose autographs 

these are. ("The detectives" must give their variants at once.) "The detective" who 

guesses the greatest number of the autographs wins. 

75. BLUFF-CLUB. ( Joking. Icebreakers.) 

All the players tell theirs stories in turn. (Before the telling the story The player puts a 

coin under the hat (all the rest players mustn't see in what way he/she puts it. Heads mean 

that the story is true, tails - that the story is fabricated)). As the tale-teller finishes his/her 

telling the story all the players express their opinion in turn: true or fabricated. After that 

the leader lifts the hat and all the players see - whether they were right or not. The player 

who is right gets a point. The player who is mistaken looses a point. The tale-tellers take 

their turns around the circle. As every player has told the story, the players count the 

points. 

76. QUESTION TO A NEIGHBOUR. ( Joking. Icebreakers.) 

All the players get into a circle, the leader is in the center. He/she comes to any of the 

players and asks the question (c.f. "What is your name?", "Where do you live?" etc.) But 

the questions must be answered by the neighbour on the left of the asked person. If 

answers the asked person, he/she must give a forfeit (a piece of clothes, watches etc.) to 

the leader. When the game finishes the forfeits are raffled. To get their forfeits back the 

players must fulfil any of the tasks. 

78. THE BEST ONE. ( Joking. ) 

At the party You may suggest Your guests to find "the best" guest. The criteria may be 

different - the tallest, the heaviest, the longest plait, the greatest shoe-size etc. "The best 

one" gets the prize. 

79. THE SADDEST. ( Joking. ) 

The object of the players is to keep from laughing. The players get into a circle facing 

each other. One of the players says: "Ha!". The following says "Ha-ha!", the third 

continues "Ha-ha-ha!" and soon. If someone pronounces the wrong number of "ha" or 

laughs, he/she is out. The players who are out of the game try to make all the rest players 

(those who are still in the game) laugh. The player who laughs the last is the winner. 

80. DO YOU LIKE GIRLS, BOYS? ( Joking.) 

The leader and 5-15 girls make a line. At a distance of 1 meter behind them there are 

some boys. At the command all of them run. While running the leader asks: Do you like 

girls, boys? The boys must altogether answer "No". The leader asks the question for 

several times and all the times the boys answer - "No". At last the leader says: "Well, 

why do you run after girls, if you don't like them?" 



81. MYRSHIM. ( Joking.) 

10-12 players are invited to take part in this game. Then they are explained the rules: One 

of the players moves away and turns his/her back to all the rest players. In this time one 

of players is given a candy. But the player mustn't eat it, he/she just puts it in the mouth. 

Then all the players including the player with the candy, begin to pronounce one and the 

same word "myrshim" (in Kazakh it means "to chew"). The task of the 1st player (the 

player who stands with his back to all the rest players) is to guess who of the players has 

a candy in his/her mouth. If the player guesses he receives the prize and chooses the 

leader, if he doesn't guess all the players say to him "oh-oh-oh!" So the game begins. The 

leader moves away, turns his back to all the rest players and the instructor gives a 

wrapped up candy to one of the players. When the player unwraps the candy and puts it 

into the mouth the game begins: all the players begin to say "myrshim, myrshim, 

myrshim" and the instructor calls out the leader. 

82. THE GREAT MOGUL. ( Joking.) 

According to the lot, one of the players stands on a chair or a stool and takes on a 

majestic air. He/she is the Great Mogul. All the rest players come to him/her one at a 

time, bow to him/her, kneel before him/her, look in his/her face and say: "The Great 

Mogul! Bow down before you without tears and laughter!" The players must pronounce 

this phrase solemnly and seriously. At the same time the Great Mogul tries to make the 

players who come to him laugh: he/she pulls faces, wriggles etc. The player who laughs 

while speaking to the Great Mogul becomes the Great Mogul in the next round. 

83. MATCH AS A SPEAR. ( Joking.) 

Draw a line on the floor. The player must throw a usual match as a spear not overstepping 

the line. Choose the winner judging by 3 throws. 

84. THREE PHRASES. ( Joking.) 

The leader declares that no one of the present people can repeat three short phrases after 

him/her. Of course, the present people don't agree with him/her. Then the leader 

pronounces the phrase c.f. "Today the weather is good." All the players confidently 

repeat it. After that the leader as though in confusion trying to find a phrase, pronounces 

the second phrase. It's again repeated by the players. Then the leader quickly and 

confidently pronounces: "Here you're wrong!" The players are in confusion. And the 

leader explains that the third phrase the players had to repeat was "Here you're wrong!" 

85. THERE'S MANY A SLIP BETWEEN A CUP AND LIP. ( Joking.) 

The leader says: "Put a chair on its fore legs on the floor. The back and the hind legs are 

parallel to the ground. Put a slice of bread on the top of the back, kneel in the cross-beam 

between the hind legs, take the back with your hands and try to bend your head to the 

slice of bread and grab it with the mouth. For this you need much skill. While bending 

the head you must move your body back, otherwise your body's center of gravity will be 

before the seat of the chair, the chair will tip over and the slice of bread will fall down. 

86. WAVE YOUR HANDS. ( Joking.) 

The leader suggests the players to put their right hands to their heads and to extend the 



left hands with the thumbs up, saying "Well!" Then the players clap their hands and do 

the same with the opposite hands. 

87. LISTEN, BELIEVE, AND CHECK YOURSELF. ( Joking.) 

The leader suggests the players to do the following: to put the hands on the knees, to clap 

the hands, to touch the nose with the right hand and the ear with the left one. Then to clap 

once again and to change the hands. 

88. BY WORD OF MOUTH. ( Joking.) 

Sitting at the holiday table the both sides of the guests (they are divided into 2 teams) 

have an opportunity to transmit the congratulation or a piece of good news to the person 

whose birthday it is by word of mouth. To begin with hang a congratulation card, a photo 

or a letter on the stick or a pencil. The task of the guests is to pass this "piece of news" 

with the help of lips (without touching it with the hands). The team which transmits the 

piece of news "by word of mouth" the first wins. 

89. JUMP OVER A NEEDLE. ( Joking.) 

Suggest the players jumping over the needle (instead of a needle you may take a pencil). 

The needle lies on the floor. The only term is to touch the toes with the fingers while 

jumping. 

90. MODELLER. ( Joking.) 

The players who wish to take part in the competition "The best style" are invited to come 

behind the scenes or into the other room. With the help of different attributes of fashion 

(clothes, accessories, ties, hats, ribbons etc.) they must construct something original, 

bright and stylish. It's so called "freak style". Each modeller chooses "a model" among 

the spectators. "The models" represent the works of "the modellers". With the help of 

applause the spectators choose "the best modeller". "The best modeller" is given a costly 

present (perfume, perfumed water etc.) 

91. SWEET TOOTH. ( Joking.) 

This game is enjoyed by the grown-ups as well as by the children. On the table there are 

some plates with the little pies and cakes (it's desirable that they should be with chocolate 

and cream). Around the table there must be enough space for the participants to move. 

The number of the participants depends on the size of the table and the amount of sweet 

things. The number of plates is equal to the number of the participants. The participants 

have their hands tied together behind the backs. As the music plays the participants come 

to the nearest to them plate and start eating the cakes. As the hands are tied together it's 

very difficult to eat the cakes - they slide off the plates. That's why the instructor should 

let the participants know about all the details of the game beforehand. The first round 

finishes when one of the participants has eaten the whole piece of cake or a pie. The 

participant on whose plate there remains the largest piece of cake is out of the game. In 

the next round there are less by one participants. On the plates there are new pieces of 

cake or pies. They are larger than the pieces in the previous round. The game repeats 

anew. The game goes on until the participants refuse to eat sweet things (because they 

have eaten an enormous amount of them) or until there is only one participant in the 



game. He/she is the winner. He/she is given a ribbon with the inscription "Invincible 

glutton" and a sweet prize (a large cake). The matter is that the winner feels sick at seeing 

sweet things. The instructor may suggest playing one more round. But this suggestion 

usually causes impetuous protest of the participants. The more chocolate and cream is 

there on the cakes - the brighter is the game. The participants usually make themselves 

dirty with it. The game may be funnier if the participants are blindfolded, but have their 

hands free. After this game you may serve cakes and pies for other guests. The 

participants of this game don't want to eat sweet things. They want only to drink tea. 

92. ZOO. ( Joking.) 

All the players get into a circle. The players take each other by the arms. The leader 

explains the rules of the game: "To each player I say the name of the animal. Then I say 

one of the names aloud. The player to whom this name was said at the beginning of the 

game tries to jump up and break the chain of the arms. The task of the players next to 

him/her is to prevent his/her jumping up". In fact the leader says one and the same name 

of the animal to all the players. When this name is pronounced aloud all the players fall 

down. 

93. NUMBER ON THE BELT. ( Joking.) 

You take your belt off and address all the present: "On this belt is written the number. 

The figure is rather big. Even the short - sighted person is able to see it. But it's not easy 

to find this number. For this you need not only your attention, but also sharpness. Who 

wants to find the number on the belt?" The spectators would examine the belt carefully. 

But the number will be seen only if somebody guesses what's the secret of your trick. The 

secret is rather simple. Get ready this trick beforehand: roll up the belt so that the buckle 

of it is inside the first coil. On the spiral write a simple or a two-digit number with the 

light yellow pencil. Unroll the belt - the number is disappeared. The number may be 

found if you roll up the belt again. 

94. HEAVY BUCKET. ( Joking.) 

Put a bucket full of water at the wall. Say that only a very strong man can lift it. One who 

wishes to lift the bucket stands at the distance of half a step from it. Ask this person to 

take the handle of the bucket with the hands and lean the head against the wall. Then ask 

him to lift the bucket and, holding it with the hands, draw himself up. Despite all the 

attempts this person will not be able to do any of these tasks. He will remain as though 

clued to the wall. 

95. BELIEVE OR NOT. ( Joking.) 

Say to all the present that you can make any person to stand in such a way that he/she 

can't raise his/her foot. One who wants to disprove it should stand near the wall touching 

it by the heels. It'd be better if there were no plinth on the wall. If there are no wall 

without the plinth in the room you may use a door. Mind that the person mustn't swing. 

Under this condition all the attempts to raise the foot will fail. In this position nobody can 

raise the foot without transfer of the weight of the body to the other foot. 



96. BEWITCHED NUMBER. ( Joking.) 

"I need a mathematician to be my assistant", - says the instructor, - "his/her task is very 

simple: I shall enumerate different numbers. My assistant's task is to name the numbers 

more by one than the numbers I name. c.f. If I say "eight", the assistant must say "nine". 

If I say "thirty - two" the assistant must say "thirty three" etc. Who can "cope with this 

task?" The instructor names the increasing numbers. The numbers increase by tens and 

hundreds. Every time the assistant confidently names the numbers more by one. The 

counting continues until the instructor names number "4099". At this number the 

assistant will make a mistake. Instead of "4100" he/she will say "5000".  

97. TRY TO FULFIL. ( Joking.) 

Put your hands to the chest - one is higher than the other. Try to make circular motions 

with the both hands simultaneously: one hand is moving forwards, the other is moving 

backwards.  

Sit on a chair, holding your back straight. Put your legs at an angle. Try to stand up with 

your back erect (do not move it forwards).  

"I'll ask you a very easy riddle, - says the instructor, - you must answer it at once and 

precisely. If you give a correct answer you'll get a prize.  

It has four paws, a tail, 

It mews and catches mice. 

It's a cat! 

It sounds like this. But you're not quite right. It's a pussy-cat (a tom-cat) 

Can you see a little piece of thread on my lapel? Asks the instructor. How much time do 

you need to take this thread away? 

Not more than 2-3 seconds. 

If you succeed in it you'll get the prize. 

Nobody expected that the thread would stretch and stretch. In the inside pocket of the 

jacket there was a whole bobbin of thread. The end of which was put on the lapel. 

98. GAME-JOKE. ( Joking.) 

Suggest 2 players doing the following thing. At first they kneel down and take their right 

legs with right hands (to raise them lightly from the floor). In their left hands they hold 

mugs. Fill one of the mugs with water. The task is to pour water from one mug to 

another, trying not to spill it. Then the players change their roles. 

99. FRECKLES. ( Joking.) 

The player bows down the plate with the cooked semolina. The instructor strikes with the 

spoon against the plate. The player who has the greatest number of "freckles" is the 

winner. 

100. PALE FACE. ( Joking.) 

There are some candies in the basin with flour. The players must take them with the 

mouth (without using the hands). 

101. IMPROVISED CONGRATULATION. ( Joking.) 

How can you imagine the birthday party without the funny and witty congratulations? 



Bring some happiness to one whose birthday it is - compose an improvised 

congratulation. The guests may compose it without difficulty. Ask every guest to say an 

adjective. Write down all these adjectives. Then take a text of the telegram of 

congratulation, which needs colourful additions. Say to the guests that you're not 

responsible for the high artistic merit of this "work of art" and fill in the blanks in this 

telegram with the adjectives suggested by the guests. 

Sample text of the telegram: 

… John! All of us - your … friends - are very glad that you (so…) were born on this … 

day! Taking a … opportunity we want to make a declaration of … love and … devotion. 

There are no very many people so … like you. Let's hope that our … life will not separate 

us and every ... year on this … day we'll gather together around this … table. We wish 

you … health, … happiness, … years of life! Your … friends.  

102. GLUTTON. ( Joking.) 

Put different items of kitchen utensils (different kinds of spoons, forks, ludles) into a 

large box. Put some mashed potato or macaroni on the saucer for each player. The 

players blindly take the items from the box. At the command they begin to eat their 

helpings with the help of the items they've taken. The fastest eater gets the prize. 

103. MATERNITY HOME. ( Joking.) 

The youths act as "Fathers", the girls act as "mothers". The situation is rather simple. 

"The young father" is walking under the windows of the maternity home. He wants to 

know who is born - a boy or a girl, what's the weight of baby, what's its name, what to 

bring for "the mother". "The mothers" let "the fathers" know about it with the help of 

gestures and facial expression from the height of the 9th floor. It's windy outdoors, it's too 

noisy because of the plenty of the passing-by cars. 

"The fathers" are given the cards with the questions: 

1. Who is born? 

2. What's the baby's name? 

3. What's its weight? 

4. What to bring next time? 

"The mothers" are given the cards with the answers: 

1. Boy. George. 3kilos. Book. Mirror. 

2. Girl. Mary. 4.100 kg. Oranges. Nuts. 

3. Boy. Girl. Twins. Peter. Maggy. 2.700 kg, 2.800 kg, Envelopes, pen. 

"The mothers" must answer only with the help of the gestures and facial expression. 

104. THE BEST GENTLEMAN'S LEGS. ( Joking.) 

Only gentlemen take part in this competition. But at first they mustn't know that the best 

gentleman's legs will be chosen. The ladies make a special medal with the picture of 3 

crossed masculine legs on it for the winner. The instructor asks the gentlemen to take part 

in the competition of gathering the cosmetics, thrown about the room (lipsticks, make up 

sets, mascaras etc.) The gentlemen should gather the cosmetics with the help of the toes. 

The gentleman who manages to gather the greatest number of items in the shortest period 

of time wins the competition. To feel more comfortable while gathering the cosmetics the 

gentlemen must turn up their trouser-legs as high as possible. When all the cosmetics is 



gathered, the instructor announces that the gentlemen have taken part in the competition 

"the best gentleman's legs". The jury, which consists of the ladies, chooses the best 

gentleman's legs and hands in the medal. 

105. SNAKES' DANCE. ( Joking.) 

Say to all the present that you are going to act as a snake tamer and that you are going to 

show "the snakes' dance" to all the present. Fill the vessel with any mixture. Then begin 

to spill any liquid on this mixture. (While spilling pretend that you do it very carefully.) 

Ask all the present to go away from the vessel and wait when "the snake" appears. As a 

rule, in every company there are some sceptics, who don't believe in it and would say that 

they have seen such things at the chemistry lessons at school. On the pretext of that you 

need much noise for "the snake" to appear, ask 2-3 persons to come to you. Ask them to 

stand in front of all the other guests. Ask them to clap the hands, to stamp their feet, to 

cry etc. After all these things have been done the snake still doesn't appear. Then ask your 

guests pardon and say that instead of "snakes' dance" all of them have seen "the dance of 

tamed monkeys". 

106. REVELATIONS. ( Joking.) 

The players are to answer the leader's questions, not seeing the inscriptions on the cards, 

placed behind them. The inscriptions may be the following: for men-"Maternity home", 

"Bath-house", "Sobering-up station" etc. for women-"Black eye", "Torn stocking" etc. 

The questions for men: "Do you often visit this place?" "What things do you take when 

going there?" "What do you usually do in this place?" "Why does this place attract you?" 

"Whom do you usually invite when going to this place?" 

The questions for women: "Do you often find yourself in such situation?" "Do you often 

look in such way?" "Why does this state attract you?" "What happened?" "Why do you 

look like this?" etc. The lack of correspondence usually causes much fun and laughter. 

107. MISS WORLD. ( Joking.) 

The instructor names different items of cosmetics. The lady try to find these items in their 

purses. The ladies raise these items above the heads. The lady who has not the named 

item in her purse is out of the game. The ladies who has all the items named by the 

instructor is given a prize and a title of Miss World. Samples of the items: a lipstick, a 

mirror, mascara, eye-shadows, cheek-color, eye-liner etc. 

108. COMPOSITION. ( Joking.) 

Each player is given a pencil and a long stripe of paper, where he/she writes the name of 

any present person. Then the paper should be folded (so as the name cannot be seen) and 

passed to the player to his/her right. He/she describes anyone's appearance and passes the 

paper further. In the same way may be asked the following questions: - what kind of 

character? - What did he/she do? - When? - Where? - What were the consequences? Of 

course, nobody should know what is written before, while answering. As each paper 

passed around the circle, one person reads aloud what is written on these stripes of paper. 

Usually it causes much laughter, because there is a lot of absurdity. 



109. TAKE A PRIZE. ( Joking.) 

Put 3 plates on the table. Put a prize in the middle plate. Pour some water in the others. 

The player is blindfolded. He/she turns around for several times, makes some steps and 

takes the prize from the plate.  

110. SKILLED HAND. ( Joking.) 

Each gentleman takes a newspaper by its corner with the left hand. At the command the 

gentlemen must crumple the newspapers with one hand only. The gentleman who copes 

with 111. WRITER. ( Joking.) 

The players must compose a story of the newspapers headlines, suggested by the leader. 

The headlines are cut out of newspapers and pasted on the cards. 

112. TALE-TELLER. ( Joking.) 

The leader reminds the guests the plots of the well known tales and suggests their telling 

new versions of these tales (c.f. in style of a detective story, love story, tragedy, etc). The 

guests choose the winner with the help of applause. 

113. FLIGHT OF FANCY. ( Joking.) 

Each player pronounces any word he/she likes. The players pronounce the words in turn. 

The words mustn't be connected with each other. 

C.f. the first player says - "eagle", the second - "boy", the third - "lace", the fourth - 

"snake", the fifth - "sky", the sixth - "head", the seventh - "trees", the eighth - "ground" 

etc. 

Each player must write down all the words, pronounced by all the players. Then the 

players must compose a story, using these words. 

The story may be as follows: 

"Once an eagle was flying. Towards him was going a boy. His boot lace came untied. 

The eagle thought the lace to be a snake. He impetuously attacked the lace and lifted it 

together with the boy to the sky. The boy felt uncomfortable to fly head first. So when 

flying over the trees the boy slipped out of the boot and fell on a crown of a tree, slided it 

down and found himself on the ground. He felt sorry for his boot, but he was glad that he 

had a chance to fly with the eagle." 

In 10 minutes each player reads his/her story aloud.  

114. TELEGRAM. ( Joking.) 

Write a short word on the sheet of paper. It may consist of 4, 5, 6 letters. Each player 

must make the text of the telegram. Each word in this telegram must begin with the next 

in turn letter of this word. 

c.f. We make the text of the telegram out of the word FIRE. 

The first word begins with the letter F - Frank 

The second with I - identified 

The third with R - Roger 

The fourth with E - erroneously 

Frank identified Roger erroneously. 



115. ADJECTIVES. ( Joking.) 

Several players sit in a row. The last player in the row thinks of a word (a noun) - c.f. a 

spade. All the rest players think of adjectives. 

Then the 1st player says - glass 

The 2nd - amazing 

The 3rd - enigmatic etc. 

And the last player pronounces his word - spade. So, altogether they say: "glass, amazing, 

enigmatic, beloved spade." The game is played at a rapid rate. The next word is thought 

of by the other player. The player who thought of the noun in the previous round, now 

begins to enumerate the adjectives. This game is played until all the players think of a 

noun. 

116. PANTOMIME. ( Joking.) 

There are 2 teams in this game. One team asks the riddle for the other one. The riddle is a 

pantomime. The team may give as many answers as there are the players in the team. The 

team which asks the riddle may offer only abstract notions, e.g. "youth" : all the players 

in the team are holding each other by the hands and looking in the sky smiling. The other 

team may give the following variants: happiness, inspiration, growth, childhood. About 

the last variant the first team may say that this variant is close to the right answer. 

117. SING A SONG TO THE END. ( Joking.) 

Usually 10 players participate in this game. Each of them is asked to recollect a song 

well-known to him/her. (The song consists of not less than 3 couplets). The task of each 

player is to sing his/her song to the end. While singing the player mustn't pay attention to 

the singing of other players, get out of time or laugh. After each player recollects the song 

which he/she will sing, the leader says: "Get ready! Begin!" The player who laughs or 

gets out of time pays the forfeit and drops out of the game. The player who manages to 

oversing all the others becomes the winner and gets the prize. 

118. THE OLDEST COIN. ( Joking.) 

You may play this game to occupy the little pause. This game is a kind of auction. 

Holding a souvenir in his/her hands the leader announces: 

- This souvenir is for sale. It costs one coin of the least value. Have you got any? You're 

welcome!  

The players give coins to the leader. The leader takes them, look at them attentively and 

says:  

- I'm given a coin issued in the year of… 

According to the rules, the player who has the coin issued in the earliest year gets the 

souvenir. Well, I'm waiting… 

He/she is given another coin.  

- Now I'm given a coin issued in the year of… 

I return the first coin.  

Our auction goes on. Who has the coin of the earliest issue? 

Continue the auction until you're given the oldest coin. Every time the leader is given a 

coin, he/she counts - "one, two…" As the leader says "three" the auction stops. The 

souvenir is given to the player who has the oldest coin. 



119. SONG COMPETITION. ( Joking.) 

The instructor reads 3 lines of couplet or chorus of the well-known song to each pair. The 

task is to sing the 4-th line correctly. There are 2-3 variants of songs for each pair. 

120. THE PORTRAIT OF ONE WHOSE BIRTHDAY IT IS. ( Joking.) 

Divide up all the guests into 2 teams. Suggest their drawing a portrait of one whose 

birthday it is. The team which has drawn the most attractive portrait gets the prize. 

 


