Creative Combustion

Fruit Basket Upset 

PURPOSE 

To warm up socially.   To have fun in a non-threatening way.   To energize while releasing shyness.  To assist with learning names.  To explore spontaneity.  

DESCRIPTION 

1. Participants seated in a circle of chairs.  There is one less chair than there are participants.  

2. Leader will ask group to name three fruits, and will then "count off" each participant, assigning them one of the three fruits.

3. Leader stands in center.  Leader starts the action by calling out any combination of the fruits.  

4. When participant hears their fruit called, they run to a new chair at least one space away from the chair they were in.  

5. Leader tries to get to a vacated chair, leaving a new leader standing in the center.  

6. The group shouts out new 1eader's name.  New leader calls out a new combination of fruit, and the play continues.  

7. If a leader calls "Fruit Basket Upset", everyone finds anew seat.  

8. Laughter is used in this game- 

Rules

· There are no fruit basket police.  If a player spaces and doesn’t move, the other players should not be spending time pointing this out.

· Practice safe saves.  In a safe save, the player grabs the chair by placing both palms on the seat chair.  This will hopefully prevent pile-ups on the chairs.

· In the event of a tie, the two tying players stand in the middle of the circle, and alternate saying “Every,” “one,” “who,” “is,” etc. until something is said that gets the game back in play.

ADVANCED RULES 

These rules are added in the following order as game evolves, dependent on level of play.  Only one rule is added at a time.  With a very advanced players, game maybe started with advanced rules in place.  

1. Everyone Who: Leader may say names of fruit as above or may instead say something like, "Everyone who likes to dance," or "Everyone wearing green" or "Everyone who built a snowman this winter", etc.  (NOTE: Leader may not deliberately single one person out.) 

2. Trades: While leader is trying to think of something to call out, two participants may signal each other surreptitiously, and suddenly trade seats.  If 1eader is quick enough, the "trade" can be foiled by the leader getting one of the vacated seats, putting one of the "traders" in the center.  Trades must be made at lease one chair away.  

3. Switches: During a "Trade" attempt, a participant next to a vacated chair may switch to that chair, causing the "Trader" to move to, "Switcher's" chair.  This is the only time where players can move to a seat directly next to their own.  As in "Trades", the leader may take any vacated seat.  

4. Advanced Switches: Any player seated anywhere in the circle may switch to a trader's chair.  

Note: If at anytime group is teasing or laughing at a participant, game should be discontinued.  Because laughter is allowed in this game, leader must be aware of the spirit in which laughter is used.  With small children, when players are  trying to get in the center, it is time for the game to be ended

