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Pre-Party and Get Acquainted Activities 

. The Party Planning Curve 

Pre-Party Smile Laugh Rest 

Have you ever attended a party 
where you were not soon involved in 
some activity or it took most of the 
evening before you had a chance to 
become acquainted with the group? 
If so, you were probably thinking to 
yourself, "What a dead party," "Why 
doesn't someone start something?" 
or "Why should I stick around here? " 

The first five to ten minutes after 
a participant arrives at the party can 
mean the difference between success 
or failure for this person. If people 
become actively involved within a 
very short period and are given the 
opportunity to meet others, their chan
ces of enjoyment are greatly increased. 
Thus you want your party ready to start 
as soon as your first guest arrives and 
the opportunities to mix around with 
others should be numerous. 

Laugh and 
active period 

Visit- Social Bye 
Refresh 

The following activities will help 
your group to become better a·cquainted. 
Your first activities have a tendency 
to set the tempo for the evening so keep 
them moving and show lots of enthusi
asm. In relation to the party planning 
curve, these games are pre-party and 
lead off games for the smile period. 

Musical Madness 

All players stand in single file cir
cle facing counter-clockwise. Someone 
plays a lively march on the piano as 
they march around. The leader sud
denly blows a certain number of blasts 
on a whistle, 2, 3, 8 -- according to 
his fancy. All players stop marching 
and get into circles containing the num
ber blown by the whistle. (Chords on 
the piano can also be used.) Those Left 
without circles, or having the wrong 
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number in the circle must stand in the 
middle and stay there until the game 
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is over. (They could be allowed to go 
ahead and play and at the end of the game 
give a booby prize for person with most 
times in center of circle.) The other 
players begin marching as soon as the 
music begins again. Of course, there 
is a mad scramble every time the circles 
are formed. 

Lover's Knot 

Provide a forty-inch piece of string 
for each player. Divide the players 
into couples as they arrive. Have a 
few assistants to help tie the couples 
together. Handcuff the girl by tying an 
end of her string to each wrist. Then tie 
one end of her partner's string to his right 
wrist I loop the other end around her string I 
and tie it to his left wrist. The couple is 
linked together. In this game, the partners 
must get apart without breaking or untying 
the strings. The trick is simply for a per
son to slip the loop of his string between 
the wrist and the string of his partner, 
from the bottom (elbow side rather than 
finger side) and slide over the hand. This 
leaves the strings tied as before, but the 
partners are separated. 

Autograph Hunt 

Give each person a 3" x S" card 
and a pencil as he comes into the par
ty area. Tell him to print his name 
along one side of the card. Use both 
first and last names. Then find other 
people with first name starting with 
each letter of your name. If too many 
have trouble finding enough first names 
then use first and last names. 

G ene 

L ea P.S. At completion 
of this, the cards 

E llen then can be used for 
"Put Yourself Through 

N ancy a Card'' activity. 
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Squirm 

Equipment: rubber bands. Place 
rubber band over head, below the hair 
line in the back and on the tip of the 
nose in the front. The object is to move 
the rubber band from the nose down 
over the mouth and chin and around the 
neck by means of the face muscles ONLY ... 
this is a good warmer-upper. 

Introduction With a Kiss 

Give ·each guest several molasses 
kisses. Instruct guests that on the word 
"go", they are to eat the kisses as quick
ly as possible. When everyone has a 
mouthful, have him introduce himself 
to his neighbor. It is hard to be serious 
or stiff with a mouthful of kisses. Try 
it and see! 
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Zip and Zap 

(Medium group 10-30): (Good for 
learning names) Players stand in circle 
with one or more IT. When IT points 
at a player and says "Zip", the player 
must say the first name of the player 
to his right before IT counts to 10. If 
not the player becomes IT. If "Zap" 
then it is the name of the player on the 
left. Variation -- add "Zup". If IT 
points at person and calls "Zup", he 
has to give his own name. This is 
harder than what you think. 

Odd or Even 

Sometimes there is little time to 
gather equipment or make elaborate 
plans. This is a good starter, which re
quires only beans, corn or some other 
small objects and enthusiasm on the 
part of the greeters. 

Each player is given a definite 
number of beans or corn which he holds 
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in one closed palm. He places one or 
more beans in his other hand, approache~ 
another player, and asks "odd and even"? 
If the second player guesses incorrect
ly, the first player wins the same number, 
of beans he holds in his hand. If the 
second player guesses correctly he wins 
what the first player holds in that hand. 
This game can be combined with "yes 
and no. " Each time a player answers 
a question with yes or no that player 
must give up a bean. Be sure that each 
person is greeted at the door, given 
beans, and knows how to play the game. 
A few enthusiastic committee members 
will keep the game going. Other words 
that may be used are l or ~. 

Camouflage 

"Where can I hide red yarn in this 
room?" "You tell me where to put this 
kernel of corn! " 

Half the fun can be in preparing for 
this game of camouflage. As the corn -
rnittee looks for hiding places and thinks 
how difficult it will be to find two com
mon items placed around the room, the 
party atmosphere begins to build before 
people even get there. 

Any size group or room will work for 
this game. Adapt it to different age groups 
by using objects such as colored candy 
for a younger group. Try the following 
items for an older group: A folded one 
dollar bill placed around the title part on 
the back of a green book; inches of Christ
mas ribbon round a like colored lamp 
shade; an aspirin laid on top of the stove 
timer or anything white; 4-H Clover pin
ned to a figured curtain: a metal washer 
scotch taped to the center of a stove 
dial; a postage stamp pasted to a clothes 
hamper of the same color: a black foun
tain pen on top of a telephone mouth
piece. Give the players a list of objects 
to be found. The above list will fit into 
a home: try other objects if your meet 
ing or party is in a public building. 

Bingo 

Name bingo works well for any age 
group. As each guest arrives, hand him 
a paper marked off in squares and in
struct him to have the guests sign their 
signatures in the different squares. Then 
have a person read off a list of the guests 
present. Each person draws an X through 
each name on his paper as it is called. 
The first person to have a complete line 
of X's in any direction wins the prize. 
Two or three prizes will prolong the game. 



Scissors Release 

Take a loop of string and fasten 
it to one of the "eyes" of the scissors 
with a "price tag" loop, then bring 
both loose ends down through the other 
"eye" of the scissors. Have one player 
hold the loose ends and tell the other 
one to try to get the scissors loose. 
This can be done by taking the loop, 
bringing it down through the same eye 
the loose ends were threaded through, 
around the points of the scissors, and 
up over both "eyes" without a twist. 

Know Your Size 

Have several pieces of string at 
least a yard long. Each person lays 
a string on the floor and forms it into 
a circle that looks the size of his waist
line. When the circle looks the right 
size, "try it on"! This provides enter
tainment both for those who have already 
tried and for the newcomers. 

o~ 
Choo Choo 

Players form a circle. One player 
steps inside the circle and stands in 
front of another player. He asks the 
name of the person, then takes his 
right hand, and the two do a jump step 
(first right foot forward, then left) as 
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the name is repeated five times (two 
longs and three shorts: "Helen, Helen, 
Helen-Helen-Helen"). The leader moves 
off with the newly introduced person 
following with hands on the leader's 
shoulders. After the third person is 
added, the line reverses each time, 
making the person at the end of the 
line the new leader. 

•••• • • • ·---=-=· • ••••• 
Game continues until all persons are 

part of the train. In larger groups have 
several trains going at the same time. 
This is fun indoors or out with any age 
group. 

Crazy Handshakes 

Players start walking around the room 
when music begins. When it stops every
one tries to get back to back with someone. 
When the leader calls out the handshake 
they are to use, the players turn, intro -
duce themselves, and shake hands. When 
the music starts, players walk until the 
music stops again. 

Some handshakes that are fun are these: 

Chinese handshake-shake one's own 
hand and bow three times 

Dead fish-weak clasp barely shaking 

Paul Bunyan-grasp one's own right 
thumb in left first, hold other person's 
right hand with own right (what re
mains) and "saw" 

Wisconsin handshake-one person inter
laces fingers leaving thumbs free~ the 
other person vigorously "milks" the 
thumbs 

Pumphandle handshake-vigorous up 
and down motion 

Henry Ford-vigorous cranking motion 
while shaking 

Victory handshake-clasp one's own 
hands above head and shout "hooray" 

Hydramatic-no clutch (take hold of 
hands but do not clutch) 
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Odd Person 

Pre-assign some people to come to the 
party wearing something odd. (i.e. , differ
ent ear rings, socks that do not match, 
shoe strings that do not match, etc.) Then 
give this list to each person as he comes 
and tell him to find the people that are 
wearing the odd combinations. Warn them 
not to show others the names on their 
list or they may not have a chance at 
being the first to find all of the odd people. 
Variation: List a number of items, ie. , 
girl born in April, boy 6 feet tall, girl 
with size six shoe, boy with red hair and 
many others. Have each person find 
someone that fits the description and 
sign his name behind the appropriate 
term. 

Scrambled Songs 

From the following scrambled words, 
find song titles: 

Tonight is black. I hear a voice, en
dearing, my old Joe, a boy, calling, 
11 Wait, for all is perfect if you are there. 
Believe those smiles always, wandering 
gypsy. Trail the wagon? The young lady 
charms me, calling me somewhere. 11 

Cops and Robbers 

Formation - two circles, boys out
side, girls inside or vice versa if boys 
are fewer in number than the girls. Be 
sure everyone has at least one partner 

(In some cases where numbers are un
even one boy may have two girls or 
vice versa.) Have them introduce them
selves to each other. At a given sig-
nal they all march to their right. At 
another signal they stop and face new 
partners. This time they introduce them
selves and then the boys ask girls for 
some item they have with them (shoe, 
hairpin, ring, etc.) • Have them change 
partners four times at least and change 
off every other time as to who gives the 
other some object they have with them. 
Then as the leader calls out "here come 
the cops" everyone must return the items 
they have collected to their rightful 
owners . Set a time limit and do not let 
it drag out for a long period of time. 
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