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Hoodsman’s Blind/Jingling: Barley Break: Hopscotch: his stone into the first space. If the

Hoodsman’s Blind is known today
as Blind Man’s Bluff. The person
who is “It” is blindfolded or
hooded and must try to catch any
player that ventures too close. The
other players see how close they
can get to “It” without getting
caught. The last person caught is
“It” for the next game.

Jingling is the reverse of
Hoodsman’s Bluff. All of the
players are blindfolded except “It”.
“It” is given a string of bells and
the players must try to catch him.
The person who catches “It” is “It”
for the next game.

The game starts by marking an
area on the ground by drawing a
circle or other shape. “It” cannot
leave this area. The players must
try to run through the area without
getting tagged. If a player is
tagged, they must join hands with
“It” and help to catch the other
players.

As more players get tagged, they
join onto the end of the line. Only
those at the ends of the line can tag
a player. Those in the middle can
however help to “net” the player
as they try to run through. The last
person caught is “It” for the next
game.

Hopscotch dates back to the
Roman occupation of Britain. The
first thing to be done is to draw a
course, several common court
styles are seen below.

Each player then chooses a
marker, usually a stone. Play
begins with the first player tossing

stone lands completely within the
right square, the player hops
through the course. A player can
only have one foot in any given
square, so single squares must be
balanced and double squares (side
by side) are straddled. While
hopping, the player should aswitch
the foot he lands on for each
square. Any space not marked with
a number, ie London, Home, etc.,
are considered rest squares and can
be landed in any fashion.

When the player reaches the top of
the court, he then turns around and
comes back, collecting his marker
along the way.



