Excerpts from Games for the Playground, Home, School and Gymnasium
Written by Jessie H. Bancroft, Assistant Director Physical Training, Public Schools, New York City. Published 1920, used under Public Domain.
Please note that the original author exclusively used male pronouns in his prose, but these games were meant for and played by all children.

CROSSING THE BROOK
5 to 60 or more players.
Playground; gymnasium; school room
	This game is a great favorite with little children.  A place representing a brook is marked off by two lines on the ground.  For little children in the first year of school (about six years old) this may start with a width of two feet.  The players run in groups and try to jump across the brook.  Those who succeed turn around and jump back with a standing jump instead of a running jump.  On either of these jumps the player who does not cross the line representing the bank gets into the water and must run home for dry stockings, being thereafter out of the game.  The successful jumpers are led to wider and wider places in the brook to jump (a new line being drawn to increase the distance), until the widest point is reached at which any player can jump successfully.  This player is considered the winner.

LAST MAN
10 to 60 players
Schoolroom
	This is a schoolroom adaptation of the game usually known as “Three Deep,” or “Third Man.”  It is one of the most interesting and popular schoolroom games.
	One player is chosen to be runner and another chaser.  The remaining players are seated.  The game starts with quite a distance between runner and chaser.  The first object of the game is for the chaser to tag (touch) the runner.  Should he do this, they immediately change parts, the previous chaser having to flee instantly for safety with the previous runner, now chaser, after him.  The greatest sport of the game comes in, however, in the way the runner may save himself at any time from being tagged by the chaser by standing at the rear of any row of seats and calling “Last man!”  As soon as he does this, the one sitting in the front row of that line of seats becomes liable to tagging by the chaser, and must instantly get up and run.  As soon as he has left his seat, the entire line moves forward one seat, leaving a seat at the rear for the “last man.”  There may be no moving of this kind, however, until the runners are out of the aisle.
	As in all running games in the class room, the seated players must keep their feet under the desks and out of the aisles.
	It will be seen that all of the players must be very alert to watch the actions of the runner, but especially those sitting in the front seats, as at any moment one of them may have to become the runner.  The last man must never fail to call out the words “Last man!” when he takes his stand at the rear of a row of seats.  He is not considered to have taken refuge until he does this.

LEAPFROG RACE
10 to 100 players
Playground; gymnasium
	The players are lined up in two or more single files, as for the simplest form of leapfrog, but the game is a race between the different files.
	The fist player takes his place on the starting or taw line and makes a “back,” with his head away from the file.  The next player immediately jumps over and makes a back one pace forward of the first player.  The third jumps over the backs of the two and makes a third back, and so one until all are down, when the first player jumps over all in succession, but steps one side when he has vaulted over the last back.  The others all follow.
	The line which wins is first reduced to one player in the position of “back.”  In other words, when every player in the line has jumped over the back of every other player.

MAZE TAG
(Line Tag; Right Face)
15 to 100 players
Playground; gymnasium; house party
	All but two of the players stand in parallel lines or ranks, one behind the other, with ample space between each two players and each two ranks; all the players in each rank clasp hands in a long line.  This will leave aisles between the ranks, and through these a runner and chaser make their way.
	The sport of the game consists in sudden changes in the direction of the aisles, brought about by one player who is chosen as leader and stands aside, giving the commands, “Right face!” or “Left face!” at his discretion.  When one of these commands is heard, all of the players standing in the ranks drop hands, face in the direction indicated, and quickly clasp hands with the players who are then their neighbors on the right and left.  This brings about a change of direction in the aisles, and therefore necessitates a change of direction in the course of the two who are running.
	The success of the game depends largely upon the judgement of the leader in giving the commands, “Right (or left) face!”  They should be given quickly and repeatedly, the leader often choosing a moment when the pursuer seems just about to touch his victim, when the sudden obstruction put in his way by the change in the position of the ranks makes necessary a sudden change of direction on his part.  The play continues until the chaser catches his victim, or until a time limit has expired.  In either case two new players are then chosen from the ranks to take the places of the first runners.
	It is a foul to break through the ranks or to tag across the clasped hands.

MIDNIGHT
(Twelve O’clock at Night)
10 to 30 or more players.
Playground; gymnasium, class room.
	One player is the fox and the others sheep.  The fox may catch the sheep only at midnight.  The game starts with the fox standing in a den marked in one corner of the playground, and the sheep in a sheepfold marked in the diagonally opposite corner.  The fox leaves his den and wanders about the meadow (playground), whereupon the sheep also come forth and scatter around, approaching as close to the fox as they date.  They keep asking him, “What time is it?” and he answers with any hour he chooses.  Should he say “Three o’clock,” or “Eleven o’clock,” etc., they are safe; but when he says “Midnight!” they must run for the sheepfold as fast as possible, the fox chasing them.  Any sheep caught changes places with the fox, and the game is repeated.  When played in a class room, only a few children should be selected for sheep.
	This game is enjoyed by children of almost any age.
	It affords an excellent opportunity for daring and for finesse.  Timid children should be encouraged to take risks, approaching near the fox, and surrounding him on all sides.  All should be taught to make the chase varied and difficult for the fox, instead of running in a straight line for the goal.  The fox has opportunity for much stratagem in choosing for the moment when he says “Midnight!” one in which the players are standing where he could easily catch or corner them.  He may also gain advantage by appearing to start in one direction and suddenly changing to another.  These elements add zest to the game, cultivate prowess, and make the children brighter and more alert.

NUMBERS CHANGE
10 to 30 or more players.
Parlor; playground; gymnasium; schoolroom
	The players stand in a large circle and are numbered consecutively.  One player takes his place in the center.  He calls two numbers, and the players whose numbers are called must change places while the center player tries to secure one of their places.  The one who is left without a place changes places with the center player.
…
	For young children it may be found desirable to have only one chaser.  It generally adds to the interest of the game to have a general exchange of seats at the opening of the game, immediately after the numbers have been assigned, and before the chasing is commenced, as then the person who calls the numbers is at a loss to know how near or distant those called may be in relation to each other, and this element adds much to the sport of the game.

PARTNER TAG
4 to 100 players
Indoors; out of doors; schoolroom
	All of the players but two hook arms in couples.  Of the two who are free, one is It or chaser, and the other the runner.  The runner may save himself by locking arms with either member of any couple he chooses.  Whenever he does so, the third party of that group becomes runner and must save himself in like manner.  If the runner is tagged at any time, he becomes It or chaser; and the chaser becomes runner.
	To get the proper sport into this game, the couples should run and twist and resort to any reasonable maneuver to elude the runner, who is liable at any time to lock arms with one of them and so make the other a runner.
	For large numbers there should be more than one runner and chaser.










MISCELLANEOUS FEATS
[Challenges of skill and dexterity that can be done alone or in competition with playmates]

ANKLE THROW.-This feat consists in tossing some object over the head from behind with the feet.  A bean bag, book, or basketball, is held firmly between the ankles.  With a sudden jump, the feet are kicked backward so as to jerk the object into an upward throw, which should end in its curving forward over the head.  It should be caught as it comes down.

CATCH PENNY.-One elbow is raised level with the shoulder, the arm being bent to bring the hand toward the chest.  Three or four pennies are placed in a pile on the bent elbow.  Suddenly the elbow is dropped and the same hand moved downward quickly in an effort to catch the pennies before they fall to the ground.

JUG HANDLE.-The performer places his hands across the chest, with the tips of the middle fingers touching and the elbows extended on each side like a jug handle.  Another player tries to pull the arms apart, either by working at them separately or together.  Jerking is not permissible; the pull must be steady.
	Until one has tried this, it is surprising to find that even a strong person cannot overcome a weaker one in this position.

SKIN THE SNAKE.-This is a feat for several performers-from five to fifty or more, and is suitable for the gymnasium.  The players stand in a line, one behind the other, with a short distance between.  Each player bends forward and stretches one hand backward between his legs, while with the other hand he grasps that of the player in front, who has assumed the same position.  When all are in position, the line begins backing, the player at the rear end of the line lying down on his back, and the next player walking backward astride over him until he can go no farther, when he also lies down with the first player’s head between his legs.  This backing and lying-down movement continues until all the players are lying in a straight line on the floor.  Then the last one to lie down gets up and walks astride the line toward the front, raising the man next behind him to his feet, and so on until all again are standing in the original position.  The grasp of hands is retained throughout.

WALL SPRING.-The performer should stand facing a wall and a short distance from it.  Keeping his feet in one spot, he should lean forward and place the palms of his hands flat against the wall; from this position he should then make a sudden push and spring backward to an upright position.  With some practice, this may be done with a very considerable distance between the feet and the wall.

WOODEN SOLDIER.-The arms are folded across the chest.  In this position the performer is required to lie down on the back and rise again to an upright standing position, without assistance from either hands or elbows.
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