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Big Snake (a game from Ghana)
AGES:
Kindergarten +

GOAL:
To warm-up and be active while encouraging creative problem solving and communication.

MATERIALS/SUPPLIES:
A large clear area with a space marked out for a “home.”

DESCRIPTION:
One player is the “snake” and goes to its “home,” a space about 10 feet square.  On signal, the snake tries to “catch” the other players by tagging them.  When a player is tagged, she must join hands with the snake and help her catch the others.  As players are caught, the snake gradually grows larger.  Only the players on either end of the snake may tag a runner.  Should the snake break because the players let go their hands, the snake must return home.  (This often happens when communication breaks down.)  Once back home, players representing the snake rejoin hands and begin the chase again.  Runners encircled by the snake may be tagged only by the players on either end of the snake, but runners may break the snake, causing it to return home and giving the runners a chance to scatter.  The game is over when all runners are caught or in a given time.

METAPHOR/STORY:
Create your own story about a hungry snake in the land of Ghana.

PROCESSING CONSIDERATIONS:
What happened when the snake tried to catch people in opposite directions?  How was the problem addressed?  Did one person arise as a leader/dictator?  Was everyone listened to?

Adapted from:  Games for Girl Scouts 2nd Edition by Joan McEniry.







