
Speller
Give everyone a large letter ofthe alphabet to wear. Ifyou prefer,
mark a letter on each person'sforehead using a washablemarker.
Avoid the use of little-used letters like Q, X, and Z.

After youhavegiven the players time to mingle, blow a whistle
and shout a number. The players must find other people with whom
to form a word from the same number of letters as the number called.
For example, ifyoucall "Three," a person withthe letter Amight join
witha Tand a Cto spell cat (Keep the numbers small enough sothat
words can be formed.) Any players who areunableto become part of
a word within a reasonable amoimt of time are out of the game.


