RHYMER BALL
GOAL

· To energize and engage participants

· Have fun! 

SETUP

· Four cones and 2-3 Dodge balls 

STORY & RULES

· The primary differences between dodge ball and Rhymer ball are that there are no teams in Rhymer ball, and rather then being eliminated, players go down on their knees, essentially being “grounded” when they are hit with a ball.  The game is so engaging because grounded players have several different ways of re-entering regular game play and the game does not end until there is only one remaining player standing.  This makes for an incredibly unpredictable finish and keeps the players who are really engaged in the running right up until the end.  As in dodge ball, players are throwing balls at one another in an attempt to hit and subsequently eliminate or rather ground the other players.  When one player catches a ball thrown by another player, the thrower then becomes grounded and must get onto their knees. A deflated 4-square ball or a Gator ball works best for this game.  

· Following is a list of rules that should be explained in order to have a successful Rhymer Ball experience. 

· Players must stay within the boundaries (4 cones placed in a square area approx. 50’ x 50’) at all times, unless someone needs to retrieve a ball that has gone out of bounds.

· Any player who is hit by a ball becomes grounded, and must go down onto their knees.  

· If a player catches a ball thrown by another player, the thrower is grounded and goes down on their knees.

· A grounded player has the option to re-enter regular game play by one of two methods:

· If they are able to tag any standing player who does not have a ball in their hands, the two players will switch places.  

· Tag backs are acceptable as soon as a knee has touched the ground.

· Players can crawl freely about while on the ground if your space allows it.  In tight spaces grounded players should remain stationary in the place they are initially grounded, tagging whoever strays into their reach.

· If a grounded player acquires a ball by any means they have the option to throw that ball at any standing player.  Should they hit a standing player the two will switch places.

· It is often important to reinforce that simply acquiring a ball does not automatically get a grounded player back into the game.

· Players who possess a ball are invincible to tags from grounded players, but can still be grounded if they are hit by a thrown ball.

· Players are free to move about the playing area with a ball in their possession, but they must throw the ball within a reasonable amount of time. 

· A legitimate throw involves the ball leaving the thrower’s hands and coming into contact with the ground.  Players are not allowed to simply tag others with the ball.

SAFETY

· NO HEAD SHOTS.  
