List of games

Hangman

Prepare by writing down several phrases, quotes, titles, etc.  Across the top of the chalkboard, write the alphabet.  Then, make lines for each letter in the puzzle.  After a caller receives a pledge, they may either guess a letter or solve.  They cannot do both.  If they receive a pledge that is an increase or from a non-donor, they get two guesses.  Whoever solves the puzzle gets candy from the bottom drawer.

Trivial Pursuit

Jenga

Purchase regular Jenga set.  On the bottom of some of the blocks, write certain prizes—“bottom drawer candy, middle drawer candy, leave ½ hour early certificate, come ½ hour late certificate, leave 15 minutes early tonight, free hour on time card, etc.” Set up the Jenga blocks.  When a caller receives a pledge, they may take their turn removing a block and placing it on the top of the pile.  If they do it successfully without knocking over the other blocks, they may receive their prize.

20 questions

Prepare by writing down several things/people/places.  As callers get pledges, they may ask one yes/no question.  After their question is answered by the supervisor, they may take a guess.  If they are not correct, the supervisor writes the question and answer on the board (so others can see what has been asked).

Assassin

Prepare by cutting slips of paper and numbering them.  You will need enough slips so that each caller can have 4 numbers.  Then, write all of the numbers on the chalkboard in a grid.  Have each caller choose 4 of the slips of paper from a container.  After a caller receives a pledge, they may erase one number from the board.  If they receive a pledge from a non-donor or they get an increase, they may erase two numbers from the board.  The object is to have your numbers remain on the board.  The person whose number is not erased receives a free hour on their timecard.

Bingo

Battleship

Divide the callers into two teams.  Name the two teams to eliminate confusion.  Write the team names on the chalkboard.  Have the two teams place the battleship pieces wherever they would like on their own board.  When a caller receives a pledge, they may take a guess as to where the other team’s ships are.  The supervisor checks and lets them know whether it is a hit or a miss, then writes the location on the board with hit or miss next to it (so others can see what has already been guessed).  If the pledge is an increase or from a non-donor, the caller gets two guesses.  The winners are the team that sinks the other team’s ships first.  Each time a ship is sunk, the team that sunk the ship receives bottom drawer candy.  When all the ships are sunk, the winning team receives leave ½ hour early certificates.

Numbers Game

In a container are cards with the numbers 1-25 and cards that say things like, “Odd Numbers, Everybody, People wearing jeans, People who live on campus, Juniors, etc.”  Everyone chooses from a separate pile of cards numbered 1-25.  Throughout the night, the supervisor chooses cards at random.  If someone’s number is drawn, they can get candy out of the middle drawer.  If a card is drawn where there is more than one winner, they get candy out of the bottom drawer.

Blackjack

When a caller receives a pledge, a game of blackjack is played with the caller.  If the dealer has 16 or under, or if they have soft 17 (by treating the ace as an 11), they must hit.  Hard 17 or over, they must stay.  Whoever has the higher hand without going over 21 wins.  The winner can get candy out of the bottom drawer.

