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Stoopball, Jacks, String Games, Coin Flipping,
Line Baseball, Jump Rope, and More

STONE SKIPPING
AND OTHER FUN

Art of

OLD-TIME GAMES

Are You Ready to Play?Are You Ready to Play?
Go fly a kite—or throw a ball, flip a coin, skip a stone, or pick a card, any card. Here are 
some of the very best games on the planet! Some will have you running, batting, or 
jumping, while others require you to put on your thinking cap and crank up your brain.

So call all your friends—or play solo—and see how much fun you can have!

The classic games include:
Coin Bowling • Crazy Eights • Egg Toss • Ghost in the Graveyard • Highway Scavenger 
Hunt • Hopscotch• Jacks • Juggling • Kickball • Leap Frog • Red Light, Green Light • 
Rocket Ball • Telephone • Twenty Questions • Wheelbarrow Race • AND MANY MORE! 

Get ready for fun with dozens of time-

less, traditional games that guaran-

tee you a great time—by yourself, 

with a group of friends, or hanging out with 

the family. Best of all, no batteries are re-

quired . . . and very little equipment. Some 

will be familiar, some new to you, but each 

one will keep you entertained!

There’s Hopscotch and Dodgeball, Four 

Square and Stoopball, Horse and One Old 

Cat (a ball game similar to baseball, but with 

only one base). All you need is your brain—

and occasionally a paper and pen—to try 

Association, the Minister’s Cat, and Dumb 

Crambo (which is similar to Charades, but 

has a rhyming twist). A rainy day with no pals 

around would be just right to make Hand 

Shadows, walk on Can Stilts, or practice Jacks. 

Don’t forget ever-popular card games like 

Crazy Eights and Rummy, group events such 

as Crab and Sack Races, and old favorites like 

Duck, Duck, Goose and Red Rover. And to 

keep away boredom on long car trips, there’s 

a whole chapter of car games!

You won’t have any trouble learning the 

rules of the games, thanks to the easy-to-follow 

instructions. There are also lots of interesting 

game facts sprinkled throughout to enjoy. This 

book is so full of fun that you’ll want to turn off 

your computer, get up off the couch, and start 

playing the old-fashioned way!

J. J. Ferrer  earned her first byline at the 

age of nine and never looked back. An award-

winning writer and freelance journalist, she is 

the author of five books, and her work has 

appeared in hundreds of publications. She 

has fond memories of playing many of these 

games growing up in Wauchula, Florida—

and she has taught her three sons how to 

play, too! She lives in Greenville, South 

Carolina. Learn more about her at www.

jaynejaudonferrer.com.

$14.95 US
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ace-Queen-King 
(also called Chinese Handball, Down the River, Kings, and slug)

Who:  2 or more players

What You Need:  a small rubber ball, any paved 
surface that abuts a wall (ideal situation is a sidewalk 
with marked squares; you can also use tape or chalk to 
create a box for each player)

object: Be the last player to get 11 points.

Players stand in a line parallel to the wall, each in a defined 
square. Play moves from left to right. The first player, the 
Ace, bounces the ball off the ground so that it hits the 
wall and bounces into the square of the player on his 
right (the King). The King then rebounds the ball onto the sidewalk, off the wall, and into the square of the third 
player (the Queen). Play continues down the line until it reaches the last player, then play reverses back up the 
line from right to left. Anyone who misses a ball gets a point and moves to the end of the line, with everyone 
else moving one space to the left. If the Ace misses a shot, he goes to the end of the line, but does not get a 
penalty point. As each player reaches 11 points, she must stand in front of the others, bend over, and let each 
player toss a ball at her backside. This is called Butts Up. The last person to reach 11 points is the winner.

Additional.Rules
1.  Players can only hit the ball with the palms of their hands.

2.  A player must bounce the ball on the ground once before it hits the wall.

3.  If a player misses the ball on the rebound or hits it out of bounds, he gets a penalty point and must move 
to the end of the line.

4.  If someone (a fellow player, spectator, passerby) gets in the way when a player is trying to hit the ball, 
the player can call “Interference!” and start again. If a player deliberately tries to prevent the ball from 
hitting the wall, however, that player is out of the game.
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Variations
• Let whichever player is closest to the ball return it.

• Play to 21 points (or any number you’d like) instead of 11.

Trick.Shots
•  Behind the Back Shot: Before or after the ball hits the ground, the player hits it behind her back.

•  Cobble Smash Shot (also called a Bomb Shot or Shotgun Shot): Player hits the ball with a closed fist 
instead of his palm.

•  Drop Shot: Hitter makes a fist, leans low to the ground, and smacks the ball hard so that it barely bounces 
and then hits the wall in such a way that a return bounce is impossible.

•  Through the Legs Shot (also called a Double and Under Shot): Player lets the ball bounce twice, then hits 
it so that it goes between her legs.

•  Slice Shot: Player hits the ball, hard and downward, with a flat palm. This causes the ball to go down fast, 
but have a slow return.

•  Wormburner Shot: Player hits the ball so it stays low to the ground, then hits the wall at such an angle that 
it spins, theoretically “burning” the worms in the ground.

Fun Facts: From the 1950s through the 1970s, you could find kids playing ace-Queen-King or one 
of its many variations all over the world, especially in urban areas such as New York city.

boxball
(also called slap ball or Punchball)

Who: 2 players

What You Need: a small rubber ball, sidewalk (if there are no squares on the sidewalk, you’ll need 
tape or chalk to mark them)

object: Be the first player to get 21 points.
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This is a fun and simple game for two players. Think of it as tennis with hands instead of rackets, and on a 
much smaller court!

Decide who goes first and create 
three “boxes,” or squares, one for 
each player with one in between. 
The server throws the ball in the air 
(or bounces it up) and, using the 
open palm of his dominant hand, 
slaps the ball into his opponent’s 
box. With the open palm of her 
dominant hand, the opponent 
slaps it back to the server’s box 
after one bounce, or on the fly. Play 
continues, with the ball slapped 
back and forth between boxes, 
until someone fails to return a shot 
or bounces the ball outside the 
opponent’s box. A point goes to 
the player who did not miss the 
shot or bounce out of bounds. The 
first player to reach 21 points is the 
winner.

Variations
•  Play to 11 (or any number you’d like) instead of 21.

•  Use either hand instead of just one, a fist instead of your palm (this is Punchball), or the back of your hand 
as well as your palm.

•  Slap the ball back and forth and try to keep it in the air instead of letting it hit the ground.

•  Play more like baseball, with single pitches. If the catcher catches the ball without it bouncing, he gets a 
point. If the pitcher lands the ball in the catcher’s box and it bounces once, the pitcher gets the point. If 
the pitcher fails to get the ball in the box, he’s out and it’s the catcher’s turn to pitch.

ArtofStoneSkipping_interior_r0jm.indd   6 7/11/12   1:17 PM



7

Call ball

Who: 3 or more players

What You Need: a bouncing ball such as a tennis ball, room to run

object: Catch the ball.

Each player chooses a number between one and however many players you have, a day of the week, or a 
color. The first player bounces the ball as high into the air as possible and calls out a number/day/color. As 
soon as he calls out, everyone except the player whose number/day/color was called runs away. The player 
who was called tries to catch the ball before it hits the ground. If he does, then he gets to bounce the ball 
and call the next play. Play continues until someone fails to catch the ball. When a called player fails to catch 
the ball, whoever bounced the ball last gets to bounce and call again.

Variations
•  Instead of numbers, days of the week, or colors, players can use the names of sports teams, types of dogs, 

types of cars, letters of the alphabet, or any other category.

•  When the called player fails to catch the ball, he loses one point, then yells “Stop!” Everyone else freezes. 
The called player retrieves the ball, then throws it at any player except the one who originally bounced the 
ball. If the ball doesn’t hit anyone, that player loses another point and the ball goes back to the original 
bouncer. If the ball does hit someone, that player loses a point, but gets to bounce the ball and call out 
the next player.

Fun Facts: When charles Goodyear designed and built the first vulcanized rubber ball in 1855, “play 
ball!” took on a whole new meaning. then paved roads and school yards added a whole new dimension to 
games that had already made these simple orbs an integral part of everyone’s childhood.
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Catch

Who: 1 or more players

What You Need: a baseball or softball, a ball glove for each person

object: Catch the ball.

One person throws the ball and catches it. With two people, throw the ball back and forth. With more than 
two, each person throws the ball to the next person until everyone’s had a chance to catch it, then you 
repeat the sequence.

Tips
•  Put your glove on the hand you do not throw with. Line up the glove and your body with the ball, placing 

the pocket of the glove toward the ball.

•  If the ball is coming at about waist level, turn the fingers of your glove in line with your throwing shoulder 
and hold your throwing hand beside or behind the glove.

•  If the ball is high, extend your arm, point your glove fingers toward the sky—with your palm facing the 
ball—and keep your elbow slightly bent and close to your body.

•   If the ball is low, turn the fingers of the glove down and hold it in front of you palm-out, between your legs, 
with your throwing hand beside or behind the glove. Bend your knees and be ready to scoop the ball up 
as soon as it gets to you.

•  Bending your elbows slightly helps absorb the impact when the ball hits your glove and will help keep it 
from bouncing out of the glove.

•  Squeeze your glove tight when the ball lands in it so it can’t roll out.

Variations
•  Flies and grounders: Alternate between throwing fly balls and ground balls, making the catcher try to 

guess what you’re going to throw. Two points for catching flies, one point for catching grounders. If the 
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pitcher throws something only a crow could catch, catchers can ask for a redo! Game is over when you 
reach a predetermined number of points.

•  Designate a specific pitching area, such as at the waist or at the knees, and give points if the pitcher’s balls 
land where they’re supposed to.

Catch a fly and You’re Up

Who:  3 or more players

What You Need: a baseball or softball, a bat, gloves for fielders

object: Catch the ball and you get to bat.

Pitcher throws a ball, batter hits it, and whoever catches it is up to bat.

Variations
•  If you don’t have a bat or a baseball, any small ball will do. Just have someone pitch the ball, and whoever 

catches it gets to pitch next.

•  Let each batter hit five times. Whichever fielder catches the most balls gets to bat next.

Fun Facts: catch a Fly and You’re up was a favorite of kids all over america in the 1950s. Many 
legendary baseball players have fond memories of honing their skills by playing catch a Fly for hours on end.
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