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Play alternates between both groups. Each round, the group 
whose turn it is (the factors) randomly selects one of the pieces 
of paper from their pile. Each player from that group then reads 
out the fact written down. After listening to each person state 
the fact as their own, the other group (the questors) may then 
ask them questions. Each player from the questor group gets to 
ask one question to one person from the factors. Questions can 
either attempt to deduce whether someone is lying, or try to 
mislead the other questors. When asked a question, the person 
to whom it was addressed must respond. After all questions 
have been asked, each questor must vote (by writing down on a 
piece of paper) for the factor which they think wrote down the 
fact. The person who wrote down the fact then reveals 
themselves. Points are scored as follows: 
 

• Each factor receives one point for each vote they got. If 
however, one factor got all the votes, they receive no 
points. Instead, all the other factors get one point. 

• Each questor who voted for the correct factor receives 
one point. 

 
The game ends when all facts have been read out. The player 
with the highest score is the winner. 
 
- If the number of players is small, extend the length of the 
game by having all players write down two facts instead of one. 
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- To ensure that all players become the storyteller for one 
round, have players instead create nine blank card at the 
beginning in a four player game and eleven blank cards in a six 
player game. 
 
- As a variation, give each player the opportunity to create one 
new card during the game, following the announcement of the 
description by the storyteller. 
 
 

I Collect Pencil 
Sharpenings 
 
I Collect Pencil Sharpenings is my own creation. I got the 
inspiration for this game from the BBC game show ' Would I Lie 
To You?'. 
 
 

Number of players: 4 – 20 

Playing time: 25 minutes 

You will need: 

• A pen and paper 

 
 
Players split into two groups of roughly equal numbers. Prior to 
the start of the game, each player writes down, on a piece of 
paper, a true fact about themselves. The fact should be 
something unusual or surprising. Most importantly, it must be 
something about yourself that none of the other players know. 
For example, "I collect pencil sharpenings". Both groups should 
collect together into a pile, all the player's pieces of paper. 
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Card 
Games 
 

 

 

 

GOPS 
 
This is a game of pure strategy, or ‘GOPS’ for short. I read 
about this game whilst on the train. What I liked about it is 
that all players have exactly the same starting position and 
information as each other.  The name is therefore very befitting 
and the loosing players can’t blame bad luck. 
 
 

Number of players: 2 – 3 

Playing time: 10 minutes 

You will need: 

• A standard deck of playing cards 

 
 
After removing jokers from the pack, split the cards into the 4 
suits (hearts, diamonds, clubs and spades). Shuffle the 



 4 

diamonds and place them face down in the middle of the table. 
Give each player the cards of one of the other suits each. If 
there are just two players, leave the cards from one of the suits 
out the game. 
 
Cards are valued depending on their number. Aces are worth 1, 
twos are worth 2 ect. The Jacks, Queens and Kings are worth 
11, 12 and 13 respectively. 
 
A game consists of thirteen rounds. For each round, the top 
card in the face-down pile of diamonds is turned face-up. All 
players bid for the card by choosing one of their cards and 
laying it face-down on the table. At the same time, all cards 
played are turned face-up. the person who played the card with 
the highest value wins the diamond. All cards played by the 
players are removed from the game. 
 
If all players bid the same value card (for example, all bid a 5), 
that diamond will be won by the winner of the next diamond. If 
that was the last card being bid for, it will be won by nobody. If, 
in a three player game, two of the players bid the same valued 
card, the diamond is won by the third player. 
 
Play continues in this manner until all thirteen diamond cards 
have been won. Each player then adds together the value of all 
the diamonds they have won. The winner is the player with the 
highest total. 
 
 

Thirty One 
 
Thirty One is great card game because it can be played with 
such a wide range of player numbers. There are many different 
versions of this game, so the rules I have chosen to describe 
below are not set in stone. 
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other players, a title or phrase to describe that card. Without 
anyone else seeing, the storyteller places the card they have 
chosen face-down in the centre of the table. 
 
All other players select the card from their hand that they feel 
best matches the description given by the storyteller. These 
cards are also placed face-down in the centre of the table. The 
storyteller takes all cards placed in the centre or the table 
(including the one from their hand) shuffles them and lays 
them out face-up in a line. All players (except the storyteller) 
choose the card that they think was placed by the storyteller. 
This should be done in secret, perhaps by writing down the 
position of the card in the line. Once all players have chosen a 
card, the storyteller reveals which was their own card and 
everyone scores as follows: 
 

• The storyteller receives three points if at least one player 
chose their card and at least one player didn't choose 
their card. Zero points are scored by the storyteller if 
either all players chose their card or no player chooses 
their card. 

• If all players correctly choose the storyteller's card, 
everybody (apart from the storyteller) receives two points. 
The same happens if no players choose the storyteller's 
card. Players (apart from the storyteller) receives three 
points if they correctly chose the storyteller's card and at 
least one other person did not. 

• Players (apart from the storyteller) receive one point for 
each player who chooses the card that they themselves 
placed. 

 
Once points for the round have been allocated, each player 
draws a new card from the deck to bring their hand size back 
up to six. A new player then becomes the storyteller for the next 
round. When there are no cards left in the deck, the next round 
played is the last. The player who has the most points at the 
end of the game is the winner. 
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• The dasher receives two points if none of the other 
players chose the true definition. 

 
The game continues for a pre-defined number of rounds. All 
players should become the dasher an equal number of times. 
The player with the most points at the end of the game is the 
winner. 
 
 

Pixit 
 
This is a variation on the fabulous board game Dixit. In Dixit, 
or Pixit, players try to describe illustrations on cards to the 
other players using only a title or phrase. The catch... you don't 
want all players guess which card you are describing. 
 
 

Number of players: 4 – 6 

Playing time: 30 minutes 

You will need: 

• Blank cards 

• Pens for each player 

• Paper for scoring 

 
 
At the start of the game, each player takes ten blank cards. On 
each card, players should draw an illustration. Illustrations can 
be as realistic or as abstract as the player wants. Feel free to 
instead use cards that were created in a previous game. When 
all cards have been finished, deal out six to each player and 
place the remainder in a face-down deck. 
 
In each round, one player takes the role of the storyteller. The 
storyteller selects one of their six cards and announces to the 
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Number of players: 3 – 8 

Playing time: 15 minutes 

You will need: 

• A standard deck of playing cards 

 
 
Players begin the game with three chips each. Three cards are 
dealt face-down to each player and face-up to the centre of the 
table. At the end of each round, the cards each player has of 
any one suit are totalled up, with aces counting as 11, picture 
cards counting as 10 and numbers as marked. Therefore, if a 
player has an ace of diamonds, a 4 of hearts and an 8 of hearts, 
their score will be 12 (4 + 8). Any three of a kind scores 30 1/2.  
 
The player with the lowest score looses a chip. In the event of a 
tie, all tied players lose a chip. After loosing all three chips, a 
player can continue for one more round. Loosing again will 
eliminate them from the game. The winner is the last player left 
in the game. 
 
Following the cards being dealt, the player to the dealer’s left 
starts. That player may do one of three things; exchange one (or 
all) of their cards with one (or all) of the face-up cards in the 
centre of the table, pass or knock. If all players pass, the three 
current face-up cards are discarded and three new cards dealt 
from the remaining deck. If a player knocks, all other players 
have one more turn until that round ends. 
 
If at any point in the game, a player has a hand scoring 31 
(called a blitz), that round ends immediately and all other 
players lose a chip. If a player who ‘knocked’ has the lowest 
score (even if tied), or if there is a ‘blitz’ following the knock, 
they lose two chips instead of one. A round will also end if all 
players pass, yet there are less than three cards remaining in 
the deck. 
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Kemps 
 
Kemps combines the strategy of a more traditional card game 
with the fun of a team game and the opportunity to deceive 
your opponents with silly signals! 
 
 

Number of players: 4 

Playing time: 15 minutes 

You will need: 

• A standard deck of playing cards 

 
 
Kemps is played between two teams of two people each. Each 
team member should sit across the table from their partner. 
 
Four cards are dealt face down to each player and face up in 
the centre of the table. There are no formal rounds in Kemps; 
instead players may, at any time, take any of the four cards in 
the centre of the table and replace them with the same number 
of cards from their hand. The aim is to collect four of a kind 
(e.g. 4 sixes). 
 
When a player thinks their partner has collected four of a kind, 
they should shout out ‘Kemps’. The current round then finishes 
and the cards of that player’s partner are revealed to check 
whether or not the call was correct. If the call was correct, that 
team gets a point. If the call was incorrect, the other team 
receives a point. Additionally, any player may also call ‘stop 
Kemps’ when he/she believes that either of their opponents has 
collected four of a kind. The current round finishes and both 
opponents reveal their cards. If the call was correct and one (or 
both) opponent(s) has four of a kind, the team who made the 
call gets a point. If the call was incorrect, the other team 
receives a point. 
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Number of players: 3 – 8 

Playing time: 30 minutes 

You will need: 

• A pen for each player 

• Some paper for each player 

• A dictionary 

 
 
Players take in turns to be the dictioner. In each round, the 
dictioner selects and reads out a word from the dictionary. The 
word chosen should be obscure so that none of the other 
players are likely to know its true meaning. All of the players 
(apart from the dictioner) write a made up definition for the 
word onto a piece of paper. The dictioner also writes, in their 
own words, the real definition onto a piece of paper. 
 
The dictioner collects together and reads out all the definitions, 
including the correct definition. They should be careful not to 
give away who wrote down which definition. Note, if one of the 
other player's definitions matches or closely resembles the true 
definition, the dictioner should, instead of reading it out, 
remove it from the game. Going clockwise from the dictioner, 
each player (apart from the dictioner) chooses which of the 
definitions they think is correct. This is indicated by writing 
each player's name onto the definition they have chosen. Once 
all players have chosen a definition, the dictioner reveals which 
one is correct. Scoring is as follows: 
 

• All players (apart from the dictioner) receive one point for 
each other player that chooses their definition. 

• All players receive one point if they guessed the correct 
definition. 

• All players (apart from the dictioner) receive two points if 
their definition matches or closely resembles the true 
definition. 
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the combined score for each of their five answers. The player (or 
players) who has the lowest total score looses a life. 
 
The game end when one player has lost eight lives. This player 
is the looser. All other players are the winners. 
 
- Instead of letting players choose any category, the type of 
category to be played can instead be decided by rolling a dice, 
with each side corresponding to a particular subject. For 
example, a 1 could indicate that the category should be about 
people, whilst a roll of 2 could indicate that the category should 
be about places ect. 
 
- Players can decide prior to the start of the game that 
categories need not be restricted to those that require five 
answers. For example, you could have questions that simply 
require a yes/no answer. For example, “is David Beckham 
sexy?”. 
 
- Instead of playing such that the person who has the lowest 
score looses a life, the overall winner can be the person who 
has the highest combined total score after a set number of 
rounds. 
 
 

Dictionary Dash 
 
This is an adaptation of the classic party game Absolute 
Balderdash. In this game, players attempt to guess the real 
definition of a word, whilst attempting to convince the other 
players that their made up definition is the correct one. 
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To assist in identifying when their partner has collected four of 
a kind, each team, prior to the game, should secretly agree 
upon a visual signal (e.g. winking or touching the nose). Signals 
should be subtle so as not to be too obvious. Also, to try to 
confuse their opponents, teams can agree upon false signals. 
 
The winning team is the first to accumulate five points. 
 
If, at any point, players cease to exchange cards with the cards 
in the centre of the table, the dealer may discard those four 
cards and replace them with four more. If the end of the deck is 
reached, all cards are collected in, shuffled and re-dealt. 
Neither team scores a point for that round. A new round then 
begins. At the end of each round, teams may change the signal 
used to indicate four of a kind. 
 
- One variation on the basic game described is to allow the 
opposing players, upon a successful call of ‘Kemps’, to guess 
the signal used to indicate four of a kind. If the guess is correct, 
no points are awarded to the team that successfully called 
‘Kemps’. 
 
 

Spoons 
 
Spoons is the game I most fondly remember playing as a child. 
As a game of Spoons progresses, it inevitably becomes more 
and more raucous; with players frantically grabbing (and 
fighting over) the limited supply of spoons. This is a great game 
to play with almost anybody! 
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Number of players: 2 – 13 

Playing time: 25 minutes 

You will need: 

• A standard deck of playing cards 

• Some spoons 

 
 
Spoons is played with sets of four cards (e.g. the four kings, the 
four queens ect…) equal to the number of players still in the 
game. These cards are shuffled and dealt, face down, to all 
players so that everyone has exactly four. Spoons are also 
placed in the centre of the table (or centre of the playing area) 
such that all players have an equal chance of reaching them. 
The number of spoons used in each round should be one less 
than the number of players still in the game. I also personally 
think that having spoons of different shapes and sizes makes 
for a more interesting game. 
 
All players look at the cards they have been dealt. The aim is to 
have all four cards in hand be of the same suit (or at least 
quickly notice when someone else has done so). From their 
hand, each player selects one card that they do not want and 
puts it face down on the table (or floor). Once all players have 
done this and are ready, players all say “pass”, at which point 
everybody passes the face down card to the player on their left, 
before picking up the card which the player to their right has 
passed to them. 
 
Play continues in this manner until someone has all card of a 
single rank in their hand. This player then picks up a spoon 
from the centre of the table (or playing area). There is then a 
race amongst the other players to pick up the remaining 
spoons. The player who is left without a spoon gains one of the 
letters of the word SPOON. Any player who picked up a spoon 
before any of the players gained four cards in a single rank, 
also gains a letter. When a player has collected all five letters, 
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What On Earth 
Were You 
Thinking? 
 
Here is another quiz based party game. What makes ‘What on 
Earth were you thinking?’ different is that you score points not 
for getting the “correct” answer, but for getting the same 
answer as the other players. ‘What on Earth were you 
thinking?’ is an adaptation of the commercial game ‘What were 
you thinking?‘. 
 
 

Number of players: 4 – 10 

Playing time: 30 minutes 

You will need: 

• A pencil and paper for each player 

 
 
Players take in turns to select a category. This can be anything 
from ‘famous scientists’ to ‘horrible flavours of ice cream’. 
Everybody then has one minute to write down five answers for 
that category. The five answers that players write down should 
be those that they think the other players will also write down. 
 
Once the minute is over, each player then reads out each of 
their five answers. For each of the five answers, the other 
players that also wrote down that answer raises their hand. For 
each person that raises their hand, the player who wrote that 
answer gets a point. Each player’s total score for the round is 
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Players then take in turns to ask one of their questions. All 
players should write down what they think the answer is next 
to the number of the question on their sheet of paper. The 
person who asked the question should also write down the 
correct answer. Once each player has asked each of their three 
questions and everyone is happy with their answers, the 
scoring phase of the game can begin. 
 
Each player takes in turns to read out the answer to their 
questions. The score that each player then receives is then 
calculated based upon the number of players who got the 
correct answer. Since it is quite complicated to work this out, it 
is a good idea to refer to the printable score sheet. For example, 
in a four player game, if all three of the players answering the 
question get it correct, all players (including the person who 
asked the question) receive 1 point. If two of the players 
answering the question get it correct, they (and the person who 
asked the question) receive 2 points. If no one gets the correct 
answer, the person who asked the question receives -8 points. 
 
The winner of the game is the person who has the highest 
combined score for all questions. 
 
- The game can be made shorter or longer by decreasing or 
increasing the number of questions each player asks 
respectively. 
 
- To help stimulate players to think of good questions, fixed 
categories can be introduced. For example, each player might 
have to ask one question about sport, one question about 
geography and one question about film. 
 
- Questions should remain within the spirit of the game. For 
example, a question whose answer could only be known by one 
other person (e.g. “what toothpaste do I use?”) is not allowed. 
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they are out the game. The last player in the game is the 
winner. 
 
- If you want to increase the tension of the game even further, 
you may allow players to pretend to grab a spoon when they do 
not have four cards of a single rank. By pretending to grab a 
spoon, that player hopes to trick the other players into actually 
grabbing a spoon, thereby causing them to gain a letter. Care 
must be taken though. If one of the other players does have 
four cards of the same rank, by not taking a spoon, the player 
pretending to grab the spoon will gain a letter. 
 
- For a more gentle playing experience, the act of grabbing 
spoons can instead be replaced by gestures such as touching 
your nose, or actions such as laying all your cards face down. 
Indeed, when playing by such rules, it is often possible to 
perform the gesture or action without any of the other players 
noticing, leading to much hilarity and confusion when “pass” is 
next called. 
 
 

Chinese Ten 
 
Chinese Ten is a simple card game for two to four players. 
 
 

Number of players: 2 – 4 

Playing time: 15 minutes 

You will need: 

• A standard deck of playing cards 

 
 
The cards are shuffled and half are dealt amongst all players. If 
there are two players, each gets twelve cards. If there are three 
players, each gets eight cards. If there are four players, each 
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gets six cards. From the remaining twenty-four cards, four are 
turned face-up in the centre of the table. The remaining cards 
form a face-down deck in the centre of the table. 
 
The aim of the game is to capture cards from the centre if the 
table. Cards are captured as follows. Cards valued 1 (ace) to 
9 are captured by the card whose value brings the total to 10. 
For example, a 1 captures a 9 and a 7 captures a 3. 10s, Jacks, 
Queens and Kings are captured by cards of the same rank. For 
example, a Queen captures another Queen. 
 
On each players turn, they play one card from their hand. If 
possible, that card captures a card from the centre of the table 
(a card can only capture one card). Upon capturing a card, that 
player keeps both cards (the card played and the card 
captured), placing them face-down in front of them. If the card 
played was not able to capture a card, it is left face-up in the 
centre of the table. Cards added to the centre of the table in 
this manner are available to be captured by any player in 
subsequent turns. 
 
Following playing a card from their hand (whether it captures 
or not), that player then flips over the top card of the deck. 
If able, it captures one of the face-up cards and both are kept 
by that player. If not able to capture, it is added to the face-up 
cards. 
 
Following each player’s turn, play progresses clockwise to the 
next player. If played correctly, the last remaining card in the 
deck will be able to capture the last face-up card. Once this 
happens, the game ends. 
 
Players then score points from the cards they have won based 
upon the following: 
 
• Red cards (hearts and diamonds) ranked 2 – 9 score their 

face value. 
• Red cards ranked 9 – King score ten points each. 
• Red aces (1s) score 20 points each. 
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that only the drawing is visible. The paper then passes onto the 
next person who writes down what they think the drawing is 
showing. They then fold the paper over to cover the drawing 
and pass the paper onto the next person. Play continues like 
this (sentence > drawing > sentence > drawing ect…) until each 
person receives the sheet of paper they had originally. Everyone 
unfolds their paper to reveal how “cat licking itself” turned into 
… (I’m not sure that I want to imagine). 
 
 

Poorman’s Trivia 
 
Poorman’s Trivia is a nice alternative to more traditional quiz 
based games. In this game, it is the players themselves that 
decide the questions that are asked. The clever thing about 
Poorman’s Trivia is that whilst you score more points when 
fewer people can answer your question, you score negative 
points when no one can answer your question. Therefore, there 
is a fine balance between making the question hard enough 
that not everyone knows the answer and not making it so hard 
that no one knows the answer. 
 
 

Number of players: 4 – 20 

Playing time: 30 minutes 

You will need: 

• A pencil and paper for each player; or 

alternatively, a printable score sheet. 

 
 
At the start of the game, all players think of three general 
knowledge questions. Players write down their questions at the 
top of their sheet of paper. 
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- Instead of allowing cars to accelerate/decelerate 1 gird space 
both vertically and horizontally in a single turn (as described 
above), cars can be restricted to accelerating/decelerating 
either vertically or horizontally. This rule would mean that cars 
can only move to the principal point, or one of the four adjacent 
points to it in a single turn. This rule limits the manoeuvrability 
of the cars and as such, racetracks should be designed 
accordingly. 
 
- When drawing the racetrack, oil spills and turbo boosts may 
be added. When a car starts a turn in an oil spill, its current 
velocity may not be altered. Turbo boosts contain an arrow with 
a number. When moving across a turbo boost, the principal 
point of that car is moved in the direction of the arrow and by 
the amount of grid spaces indicated by the number. 
 
 

Eat Poop You Cat 
 
Here is an oh so simple party game called ‘Eat poop you cat’. 
 
 

Number of players: 3 – 11 

Playing time: 20 minutes 

You will need: 

• Sheets of blank paper 

• Something to write/draw with 

 
 
Players sit in a circle (or at least something resembling a circle) 
and are each given a sheet of blank paper. Each player then 
writes a sentence or a phrase at the top of the page, before 
passing it to the next person. The next person then ‘draws’ that 
sentence underneath and folds the top of the page over such 
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• If three or four players are playing, the Ace of spades score 
30 points. 

• If exactly four players are playing, the Ace of clubs scores 
40 points. 

 
The difference between the average score (105, 80 and 70 with 
two, three and four players respectively) and each players score 
is the amount by which that player wins or looses by. 
 
Note, if the initial four face-down cards contain three kings, 
three queens, three jacks, three tens or three fives; the fourth 
card of that rank captures all three of these cards. If the initial 
four face-down cards consist of four kings, four queens, four 
jacks, four tens or four fives; they are won by the dealer (or 
shuffled back into the deck before four more cards are turned 
face up). 
 
 

Delphi 
 
Delphi is a unique game created by Martin Kruskal, where the 
objective is to guess the rules devised by one of the players. 
 
 

Number of players: 3 – 7 

Playing time: 30 minutes 

You will need: 

• A standard deck of playing cards 

• Some chips 

 
 
In each round, one player is designated as the ‘Oracle’; all other 
players take the role of ‘Followers’. At the start of the round, the 
Oracle decides upon and writes down (in secret) a rule that 
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governs whether or not a card can be successfully played. The 
rule must relate to the card itself. For example the rule “if the 
previous card played was odd, the next card must be red” is 
acceptable , whereas the rule “cards can only be played if the 
minute hand of the clock is between 2 and 8″ is not acceptable. 
 
The deck of cards is shuffled and placed face down in the 
centre of the table before the top card is turned face up beside 
it. Thereafter, the Oracle turns over each of the cards in the 
deck one by one. After each card is turned face-up, all 
Followers must state whether they think that card adheres to 
the sequence decided by the Oracle. A good way for Followers to 
do this is with a card with ‘yes/no’ written on it. The ‘yes/no’ 
cards remain covered until all Followers have made a decision 
and placed their cards on the table. At this point, all cards are 
revealed, displaying either a yes or a no. 
 
If the card turned face-up adheres to the Oracle’s rule, it is 
placed next to the previous card. If the card does not adhere to 
the Oracle’s rule, it is placed above the last card to adhere to 
the rule. Therefore, a horizontal line will be formed from all 
correctly played cards with vertical lines protruding from these 
cards containing cards that were not correctly played. 
 
Followers who were correct in determining whether or not the 
card would adhere to the rule are awarded one chip. Players 
who were incorrect lose one chip (note that a player cannot 
loose a chip if they do not have any; they simply stay on zero 
chips). 
 
The round ends when all cards have been turned face-up and 
placed by the Oracle. Followers score points equal to the 
number of chips they own. The Oracle scores points equal to 
the maximum number of chips any one follower has minus the 
minimum number of chips any one follower has. I have used 
my own scoring system (as opposed to the official one) due to 
simplicity and so that it is in the Oracle’s interest for some (but 
not all) players to quickly deduce the rule. Ideally, a game of 
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Number of players: 2 – 8 

Playing time: 15 minutes 

You will need: 

• Pencils (of a different colour for each player) and a 

sheet of graph paper 

 
 
Before the game begins, draw a racetrack onto the graph paper. 
The racetrack should form a complete circuit and contain a 
start/finish line. Whilst the racetrack can be any shape, try to 
ensure that it is not too narrow (less than three grid spaces 
wide), as this will limit the ability of players to freely move 
around. 
 
Beginning at the start line, players take turns to move their 
cars around the track, aiming to be the first to cross the finish 
line. A move consists of a player moving their car (represented 
by a dot on racetrack) from one grid point to another. All cars 
begin the race with a speed of 0 (grid spaces per turn). Each 
turn, players may alter the speed of their cars by 1 grid space 
vertically and/or horizontally. An easy way to determine which 
spaces a car may move to in any given turn, is to mark the 
point which the car would move to if its speed was to remain 
the same (principal point). The place that it can move to in that 
turn would then be the principal point, or the one of the eight 
points surrounding it. 
 
If a car crashes, either by crossing the boundary of the 
racetrack or by occupying the same grid point of another car, 
that car (or both cars in the case of two cars crashing into each 
other) must re-start from a point behind where the crash 
occurred at a speed of 0. 
 
The player whose car is first to cross the finish line is the 
winner. 
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connection between each set of words. For example, if one of 
the original six words was ‘Paris’, a good corresponding word 
may be ‘France’. 
 
Pairs get back together. At this point, Player Bs should be 
shown the list of the original six words. Player As should hide 
their list of six connecting words from Player Bs. Upon starting 
a timer, all Player Bs should try to guess the six corresponding 
words based upon the list of six words that is visible to them. 
Player As should not provide any visual or verbal clues. They 
may however say when one of the six corresponding words has 
been guessed. 
 
The round is over when either one pair succeeds in guessing all 
six corresponding words, or when three minutes have elapsed. 
Each pair scores one point for each of the corresponding words 
that they guessed. 
 
For the next round, the roles of Player As and Player Bs are 
reversed. After six rounds, the pair with the highest score is the 
winner. 
 
- Instead of deciding upon the original list of six words at the 
start of each round. Lists of words can be prepared beforehand. 
- To add a bit more variety into games, make players play with 
a different partner each round. 
 
 

Racetrack 
 
This is a pencil and paper racing game. Whilst ‘Racetrack’ 
simulates real life Newtonian mechanics, the rules for 
movement are extraordinarily simple. 
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Delphi consists of a number or rounds equal to the number of 
players, ensuring everybody gets to be the Oracle.  
 
The player with the most points at the end of the game is the 
winner. 
 
 

President 
 
President is a card game that I first played whilst on a 
conservation trip in Wales. What makes the game fun is the 
relative social status it infers on the players; allowing those of 
higher status to take the best cards from those of lower status. 
Very unfair, but very funny! 
 
 

Number of players: 4 – 7 

Playing time: 30 minutes 

You will need: 

• A standard deck of playing cards 

 
 
All cards (including both jokers) are shuffled and dealt out 
amongst the players. Cards are ranked Ace high, with 2 being 
the lowest rank. Jokers are wild and therefore can count as any 
rank. 
 
To begin each deal, the player holding the 2 of clubs leads (but 
not necessarily with that card). Thereafter, play progresses 
clockwise. On the first player’s turn, that player may play into 
the centre of the table one, two, three or four cards of the same 
rank. The next player can either pass (playing no cards), or play 
into the centre the same number of cards previously played. All 
cards played must be of the same rank as each other and must 
be at least as high in rank as those played previously. For 
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example, if the first player plays into the centre two 10s, the 
next player can only legally play two 10s, Jacks, Queens, Kings 
or Aces. If they play two Aces, the player can only legally play 
two more Aces. 
 
The round ends when the turn reaches the player who last 
played cards into the centre of the table (i.e. everyone else 
passes). That player may not play again that round. Instead 
they remove all played cards from the centre of the table, before 
starting a new round by playing one, two, three or four cards of 
a single rank. 
 
When a player has run out of cards, they do not take any 
further part in that deal and when it would be their turn, play 
skips onto the next player. The deal finishes when all but one 
player has run out of cards. The first player to run out of cards 
is designated the ‘President’ for the next deal, the second to run 
out of cards is designated the ‘Vice President’, the last to run 
out of cards the ‘Vice Bum’ and the player who still has at least 
one card remaining the ‘Bum’. The President scores two points 
and the Vice President scores one point. The Bum is then 
responsible for the collection, shuffling and dealing of all cards 
for the next deal. Prior to play for the next deal beginning, the 
Bum must exchange their two highest cards for two of the 
Presidents cards (of the Presidents choosing). The Vice Bum 
must also exchange their highest card for one of the Vice 
Presidents cards (of the Vice Presidents choosing). The deal 
progresses as before. 
 
Play continues until one player achieves a pre-defined score 
(suggested to be at least eleven points). That player is declared 
the winner. 
 
- Alternatively, play for a set number of rounds. The player 
who, after the last round, is the President, wins the game. 
 
 
 

 47 

increase the chance of obtaining the 3000 bonus points with 
guesses containing letters that are not yet known. 
 
 

Telepathy 
 
Here is a nice lively party game. I remember playing this game a 
number of times in the past; however, when I recently searched 
for a copy online, I couldn’t find it anywhere. This post features 
my adaptation that can be played with just some pencils and 
paper. 
 
 

Number of players: 4 – 20 

Playing time: 45 minutes 

You will need: 

• A pencil and paper for each player 

 
 
Players split into pairs. If there are an odd number of players, 
have one team of three people. 
 
The game consists of a set number of rounds. Six rounds would 
be a good number. 
 
In each round, one player from each pair (player A) will gather 
together. Making sure that the other people cannot hear, these 
players come up with a list of six words. These six words can be 
anything… people, places, things… Let your imagination run 
wild! Do however, try to choose words that all players will 
understand/have heard of. Once the words have been decided, 
Player As make a note of them on their sheet of paper. 
Individually and on a separate piece of paper, all Player As then 
come up with a six more words, each of which corresponds to 
one of the original six words. There should be some sort of 
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each of these rounds, players try to deduce their opponents’ 
words by stating shorter words that contain the same letters as 
their opponents longer six or seven letter word. Points are 
awarded for each correct letter guessed. Even more points are 
awarded if those letters are in the correct position. 
 
Both players start by writing down, in secret, the word they 
want their opponent to try to guess. This should be a word that 
their opponent has heard of. Each round consists of eleven 
guesses, with both players taking in turns to make a guess. For 
the first guess, players state a two letter word that corresponds 
to the first two letters of their opponents word. For each correct 
letter, the guesser is awarded 250 points. For each correct 
letter that is also in the correct position, that player is instead 
awarded 1000 points. For example, if the word was ‘nephew’ 
and the guess was ‘me’, the guesser would be awarded 250 
points (the ‘e’ only scores once). If instead the guess was ‘no’, 
the player would be awarded 1000 points. Thus, from the score 
awarded, the guesser receives a clue as to how many letters 
they have guessed correctly and how many of those are in the 
correct position. All guesses must themselves be real words. 
 
Play progresses in this manner, with each guess consisting of a 
word between two and seven letters in length and 
corresponding to particular letters in the word the player is 
attempting to guess. The number of letters of the guesses and 
the letters it corresponds to are specified on the printable play 
sheet. The final (eleventh) guess consists of the same number of 
letters as the opponent’s word. Therefore, players can at this 
point, try to guess the word. In addition receiving points as 
normal for each of these letters, guessing the correct word 
awards that player 3000 points. 
 
At the end of the game, both players add up the points they 
have received over the course of the game. The player with the 
most points is the winner. Therefore, it is possible to win 
without having guessed either of their opponent’s words. Also, 
players often face the dilemma of whether to try to gain quick 
points with guesses containing letters that are known, or to 

 15 

Karma 
 
This is an intriguing card game that I first saw being played at 
my university bar a couple of years ago. Commonly known by a 
more unsavoury name, Karma requires players to get rid of all 
cards from three separate piles. Different cards have different 
effects on play, which can make watching a game (as I found 
out) somewhat confusing. 

 

Number of players: 2 – 6 

Playing time: 20 minutes 

You will need: 

• A standard deck of playing cards 

• Brown paper bag (optional) 

 
 
Each player is dealt nine cards. Three of these cards are laid 
face-down next to each other (down cards), three of these cards 
are laid face-up on each of the three down cards (up cards) and 
the other three cards go to the hand (hand cards). All remaining 
cards are stacked in a communal face-down deck in the centre 
of the table. Before play commences, players can exchange any 
number of their hand cards with a corresponding number of 
their up cards. 
 
The player who is chosen to go first discards one, two or three 
cards of the same rank from their hand cards to a common 
discard pile. That player must then draw cards from the deck to 
bring their hand size back up to three. Play progresses 
clockwise with each player discarding one, two, three or four 
cards of equal or higher rank onto the top of the discard pile. It 
is not necessary for the number of cards discarded to be the 
same as the number of cards discarded by the previous player. 
Additionally, there is no requirement for a player to discard all 
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cards in their hand of that rank if they choose not to do so. 
After discarding, that player must then draw cards from the 
deck to bring their hand size back up to three. If, on their turn, 
a player can’t or won’t discard any cards, they must add all 
cards in the current discard pile to their hand. Thereafter, a 
new discard pile is started. 
 
Cards are ranked Ace high with certain ranks conferring 
various effects on play as follows: 
 
• Jokers may be discarded at any time. Discarding a Joker 

causes a reversal in the rotation of play. If a second joker is 
played, the original order of play is restored. Following a 
Joker, the next card to be discarded must be higher than 
the card discarded before the Joker itself (i.e. the Joker is 
treated as invisible). 

• 8s have the same effect as Jokers, each 8 played changes 
the rotation of play, but is to the next player treated as 
invisible (You may want to use these rules for 8s instead of 
including Jokers in the game). 

• 2s can count as either high or low. In effect, this means 
they can both be discarded onto any other card and any 
card can be discarded onto them. 

• 10s cause the current discard pile to be removed from the 
game. After playing a 10, the person who played it takes 
another turn by starting a new discard pile. 

• If a player discards a card that results in the last four 
cards to have been discarded be of the same rank, the 
current discard pile is removed from the game. The player 
who played the fourth card of that rank takes another turn 
by starting a new discard pile. 

• 7s require the next discard (and only the next discard) to 
be of equal or lower rank than the 7. 

 
When there are no cards remaining in the deck, play continues. 
From this point, following discarding cards, no new cards are 
added to the hand. A player who has no cards left in hand 
must play instead from their up cards in the same manner as 
playing from the hand as described above. If a player who is 
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Other 
Games 
 
 
 
 

My Word 
 
My Word is a classic word deduction game called My Word. The 
game is a cross between Mastermind and Hangman, where 
players try to deduce their opponent’s word by guessing the 
correct positions of individual letters. 
 
 

Number of players: 2 

Playing time: 45 minutes 

You will need: 

• A pencil and paper; or alternatively, a 

printable play sheet. 

 
 
A game of My Word consists of two rounds. The first is a six 
letter word round, the second is a seven letter word round. In 
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• Categories 5 and 9 score 5 points 
• Categories 4 and 10 score 7 points 
• Categories 3 and 11 score 9 points 
• Categories 2 and 12 score 11 points 
 
When all categories have been won, the game ends. Players 
total up the points they have won. The player with the most 
points is the winner. 
 
- For a more balanced game, use the following point 
distributions: 6-5-4-3-2-1-2-3-4-5-6. 
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playing from their up cards can’t or won’t discard any cards, 
they must start a new hand with all cards in the current 
discard pile. They must then discard all the cards in their new 
hand before being able to discard up cards once again. 
 
Once a player has successfully discarded all their up cards, 
they may then discard their down cards. Each of their turns 
thereafter, that player must turn over one of their down cards 
(which, up until that point, no one has known the identity of). If 
it can be successfully discarded, it is placed on top of the 
discard pile. If not, that player must start a new hand with the 
down card just turned face up and all cards in the current 
discard pile. They must then discard all the cards in their new 
hand before being able to discard down cards once again. 
 
The winner is the player who first discards their card. The last 
player with cards remaining must wear the paper bag on their 
head for the next game. 
 
 

Animal Snap 
 
This is a silly but fun card game. Animal Snap is a variation of 
Snap as presented in Dice and Card Games by Jon Tremaine. 
 
 

Number of players: 2 – 4 (for more players, add another 

deck of cards) 

Playing time: 15 minutes 

You will need: 

• A standard deck of playing cards 
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Each player adopts the name of an animal. It is usually more 
fun if these names are silly or obscure (e.g. Duck-billed 
Platypus). Make sure that all players are aware of everybody’s 
animal name before play begins. 
 
All cards are dealt face-down between the players. Each round, 
when ready, all players simultaneously call out “go”. At this 
point, everyone turns over the top card of their face-down pile, 
placing it into a face-up pile next to their face-down pile. If two 
or more cards are of the same rank, players owning those cards 
should call out the animal name of another player whose card 
matches their own. The first player to do so adds to the bottom 
of their face-down pile, all cards in the face-up piles owned by 
the players whose cards matched the rank of their own. Players 
whose cards are not equal in rank to any other cards can not 
lose the cards in their face-up pile, nor can they win the cards 
in any other player’s face-up pile. A player who calls out the 
name of a player whose card does not match their own, looses 
the ability to call out anything in the next round. 
 
The game ends either when one player owns all the cards, or 
after a set amount of time/number of rounds. In the latter 
case, the player who owns the most cards is the winner. 
 
- An optional variation to resolve close calls (when two or more 
players call out names at the same time) involves the creation 
of a zoo. When two or more players call out names at the same 
time, face-up cards owned by those players are put face-up into 
the ‘zoo’. In addition to calling out animal names, players can 
call out “zoo” if the card they just turned over is of the same 
rank as the top card in the zoo. The first player to do this wins 
all cards in the zoo, adding them to their face-down pile. A 
player who incorrectly calls out “zoo” looses the ability to call 
out anything in the next round. 
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Counter-
Cameroon 
 
This is a variation on the commercial dice game Can’t Stop.  
Counter-Cameroon is described by Reiner Knizia in ‘Dice 
Games Properly Explained’. 
 
 

Number of players: 2 

Playing time: 15 minutes 

You will need: 

• 4 dice 

• A score sheet 

 
 
The score sheets used by the players should contain the 
numbers two to twelve. Next to each category must be space 
enough to put four marks. 
 
The two players take turns in rolling all four dice. Upon rolling 
the dice, that player must split the dice into two pairs, which 
then combine to make two numbers between two and twelve. A 
mark is placed in the categories corresponding to those two 
numbers. 
 
When one player has placed four marks next to a category, the 
category is won by that player. Any further numbers formed by 
either player that match that category are not recorded. The 
player who won that category scores points as indicated below: 
 
• Category 7 scores 1 point 
• Categories 6 and 8 score 3 points 
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• Odd scores the total of all dice if they all show an odd 
number (e.g. 1, 1, 3, 5, 5, 5 would score 20 points). 

• Even scores the total of all dice if they all show an even 
number (e.g. 2, 4, 4, 4, 6, 6 would score 26 points). 

 
The Patterns section consists of four categories (Singles, Pairs, 
Triplets and Sextet). Scoring in each of these is as follows: 
 
• Singles scores 30 points for the combination 1, 2, 3, 4, 5, 

6. 
• Pairs scores 30 points when there are three pairs of the 

same number (e.g. 1, 1, 3, 3, 5, 5 or even 1, 1, 4, 4, 4, 4). 
• Triplets scores 30 points when there are two triplets of the 

same number (e.g. 2, 2, 2, 3, 3, 3). 
• Sextet scores 36 points when all six dice show the same 

number (e.g. 4, 4, 4, 4, 4, 4). 
 
Each of the eighteen categories in six hundred may only be 
used once. When a score has been recorded in a category, it 
may not be moved. If after a players roll, the dice to not fit into 
any of the categories, that player must choose a category to 
place a score of 0 in. A bonus of 36 points is awarded if a score 
of more than 0 has been recorded in all categories, or if the only 
category missed is the sextet. 
 
The winner of the game is the player with the highest total 
score for all categories. The maximum possible score is (you 
guessed it!) 600. 
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Cheat 
 
Here is a card game where it pays to cheat... or rather, cheat 
unchallenged. 
 
 

Number of players: 3 – 10 

Playing time: 20 minutes 

You will need: 

• A standard deck of playing cards 

 
 
The cards are shuffled and dealt amongst players. Play 
progresses clockwise. On each player's turn, they play face-
down into a discard pile, any number of cards from their hand. 
When they do so, that player must announce the number of 
cards they are playing and a single value for all those cards. 
The first player to play must announce "Ace", the second "2" 
and so on up until "King", followed by "Ace again. The catch of 
course is that players can lie about both the number of cards 
they are playing and the value of those cards. Indeed, players 
will be forced to do so if they do not have any cards of the value 
which they are forced to announce. If for example, if a player 
must announce 5s, they could play a 2, 3, 6 and 8 whilst 
announcing two 5s. Outrageous cheating, but allowed in this 
game! 
 
Play continues in this manner until someone calls “cheat!”, 
which any player can do after a card/cards have been played.  
When cheat! is called, the cards just played are turned over. If 
the value and number of the cards played was as announced, 
the player who called cheat! must take all cards in the discard 
pile into their hand. If however, either the value or number of 
cards is different to what was announced, the person who 
played them must take all cards in the discard pile into their 
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hand. Following a call of cheat!, play resumes to the left of the 
challenged player. 
 
The winner is the first player to get rid of their hand. 
 
- As a variation, allow players to announce any value that is of 
higher rank than what was announce by the previous player. 
Following a player announcing "King", the next announcement 
can be of any rank. 
 
- As another variation, allow players to announce the same 
rank or a rank one higher than the previous announcement. 
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six dice up to three times. After each roll, any number if dice 
may be set aside and the number displayed kept. Any dice that 
have been set aside cannot be re-rolled. After the third roll, the 
numbers displayed on the six dice is the final result for that 
turn. 
 
The aim of the game is to score highly in each of the eighteen 
categories. these categories are divided into four sections: 
Numbers, Rungs, Clusters and Patterns. After rolling the dice, 
a player may choose to score in any category they choose. 
 
The Numbers section consists of six categories, each of which 
corresponds to one of the numbers between 1 and 6. Each 
category scores by adding up all dice that matches it. For 
example, if the dice rolled were 1, 2, 2, 5, 5, 6; the score for 
category number one would be 1. The score for category 
number five would be 10 (5+5). If the combined score for all 
categories in the upper section is at least 80, 35 bonus points 
are awarded. 
 
The Rungs section consists of four categories (Rung 1, Rung 2, 
Rung 3 and Rung 4), each of which score by adding up the total 
of all six dice. Whilst the four categories may be filled in in any 
order, the scores from Rung 1 to Rung 4 must be ascending in 
value. Therefore, if a score of 26 was entered in Rung 2, only a 
score of 25 or less may be entered in Rung 1 and only a score 
of 27 or more may be entered in Rungs 3 and 4. 
 
The Clusters section consists of four categories (Four-of-a-kind, 
Five-of-a-kind, odd and even). Scoring in each of these is as 
follows: 
 
• Four-of-a-kind scores the total of all dice if at least four 

dice show the same number (e.g. 1, 2, 6, 6, 6, 6 would 
score 27 points). 

• Five-of-a-kind scores the total of all dice if at least five dice 
show the same number (e.g. 3, 5, 5, 5, 5, 5 would score 28 
points). 
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The scoring combinations for Ten Thousand are as follows: 
 
• Three 1s achieved in a single roll score 1000 points. 
• Three 2s, 3s, 4s, 5s and 6s achieved in a single roll score 

200, 300, 400, 500 and 600 points respectively. 
• A single 1 scores 100 points. 
• A single 5 scores 50 points. 
 
- A nice variation that I have used in the past is to require 
players to achieve a score of at least 350 points each turn 
before that turn can be finished. 
 
- Another similar variation also requires players to achieve a 
score of at least that achieved by the previous player in their 
last turn. 
 
 

Six Hundred 
 
Six Hundred is another game in which the aim is to score many 
points in different categories. Six Hundred, first published by 
Reiner Knizia in 1990, is essentially an expanded version of 
Yahtzee, with more dice and more categories. 
 

 

Number of players: 2 – 6 

Playing time: 40 minutes 

You will need: 

• 6 dice 

• A score sheet for each player. 

 
 
The game consists of eighteen rounds. In each round, play 
progresses clockwise. On each player’s turn, that player rolls 
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Dice 
Games 
 
 
 
 

Perudo 
 
Perudo is a bidding game using dice that originates from South 
America. A version of the game was featured in the film ‘Pirates 
of the Caribbean: Dead Man’s Chest’. 
 
 

Number of players: 2 - 10 

Playing time: 15 minutes 

You will need: 

• Cups (equal to the number of players 

• Dice (equal to 5 * the number of players) 

 
 
Perudo is a dice game. The object of Perudo is to be the last 
player to have any dice remaining. 
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Each player begins the game with a cup and five dice. Each 
round stars with players shaking their dice in the cup before 
placing their cup face down on a table such that all dice are 
concealed underneath it. Players may look at the dice 
underneath their own cup. 
 
Players bid, guessing a number between 2 – 6 and the number 
of times that the number occurs amongst all players’ dice. A 1 
is ‘wild’ and counts as the stated face of the current bid. In a 
three player game the lowest bid is ‘one * 2’, while the highest 
bid is ‘fifteen * 6’ (fifteen being the number of dice amongst all 
players). 
 
Following a bid, play progresses clockwise. Each player, on 
their turn, has two choices: make a higher bid, or challenge the 
previous bid as being incorrect. Making a higher bid involves 
increasing the quantity of any face, or bidding the same 
quantity of a higher value face. For example, given a bid of ‘four 
* 4’, the minimum raise is either ‘five * any face’ or ‘four * 5’. 
Raises are not restricted to the minimum raise; players may 
raise to any legal bid. 
 
If a player thinks that the previous player’s bid is incorrect, 
they may challenge it. Upon a challenge being made, all dice 
are revealed to determine whether or not the bid was valid. If 
the number of times the relevant dice face occurs is at least as 
high as the bid, the bid is valid and the challenge was 
unsuccessful. In this instance the person challenging discards 
a dice. If the number of times the relevant dice face occurs is 
lower than the bid, the bid is not valid and the challenge was 
successful. In this instance the person who made the bid 
discards a dice. 
 
The player who lost a dice begins the next round. If that player 
lost their last dice, they are out and the player to their left 
begins the next round. 
 
If a player has just lost their fourth dice, they are called 
‘Palafico’ and the next round should be played differently. 
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Ten Thousand 
 
This is a dice game that tempts players to improve their score 
when at any time they can lose everything. 
 
 

Number of players: 2 – 5 

Playing time: 25 minutes 

You will need: 

• 6 dice 

• A score sheet 

 
 
As the name implies, the aim of Ten Thousand is to accumulate 
that very score. The player who does so is the winner. 
 
Play progresses clockwise. Each player’s turn begins with that 
player rolling all six dice. After each roll, the player must set 
aside at least one scoring dice. If they cannot do so, their turn 
ends and they score nothing for the turn. Once at least one 
scoring die has been set aside, two options are available. Either 
the player can continue the turn, rolling all dice that have not 
been set aside, or the player can finish their turn, recording 
their score for the turn by adding it to their accumulated total. 
 
If a player manages to set aside all six dice, then can if they so 
wish continue their turn by rolling all six dice again, making a 
mental note of the score obtained so far that turn. Thereafter, if 
the player at any point cannot set aside any dice after a roll, 
the score obtained that turn is lost. 
 
The game ends when a player succeeds in reaching an 
accumulated score of ten thousand points. 
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From lowest to highest, the order of poker combinations are as 
follows: 
 
• One pair is two dice showing the same number (e.g. 1, 2, 2, 

3, 6). 
• Two pairs (e.g. 1, 1, 3, 3, 4). 
• Triplet is three dice showing the same number (e.g. 1, 3, 3, 

3, 5). 
• Straight is five consecutive numbers (e.g. 2, 3, 4, 5, 6). 
• Full house is one pair and one triplet (e.g. 2, 2, 4, 4, 4). 
• Four-of-a-kind is four dice showing the same number (e.g. 

2, 6, 6, 6, 6). 
• Five-of-a-kind is all five dice showing the same number 

(e.g. 2, 2, 2, 2, 2). 
 
In the case of two poker combinations being of the same rank 
(e.g. two full houses), the combination whose main feature 
contains the highest number is ranked highest. In the case of 
two full houses, the main feature would be the triplet. If the 
numbers of the main feature are also identical, the combination 
whose secondary feature contains the highest number if ranked 
highest. If the numbers of the secondary feature are also 
identical, the combination with the highest single die is ranked 
the highest ect. 
 
- It should be noted that when using dice (as opposed to cards), 
a straight is less likely to be rolled than a full house (hence its 
higher score in Yahtzee). If players so wish, they may decide 
before the game that straights be ranked higher than full 
houses. 
 
- A two player variant has each player have their own set of five 
dice. Therefore, they are trying to better their own poker 
combination, not the communal one. 
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Firstly, 1 is no longer ‘wild’. Secondly, players may bid with 1. 
Thirdly, players who have not been ‘Palafico’ before (i.e. those 
with more than one dice remaining) may only bid on the dice 
face that the person before them bid on. ‘Palafico’ rules do not 
apply when only two players are remaining. 
 
The winner is the last player to have any dice left. 
 
 

Decathlon 
 
This is a dice game by the acclaimed game designer Reiner 
Knizia. Responsible for many award-winning commercial 
games, Reiner Knizia has made this game available for free on 
his website. What a nice guy! This game consists of mini games 
that represent the ten separate events of the decathlon. 
Individually, these games manage to replicate the feel of the 
events they represent. However, it is when combined together 
into a full tournament against friends that Reiner Knizia’s 
Decathlon really shines. 
 
 

Number of players: 1 – 4 

Playing time: 45 minutes 

You will need: 

• Eight six-sided dice 

• A score pad for each player. 

 
 
Reiner Knizia’s Decathlon consists of ten separate mini dice 
games. Each of these mini games represents one of the events 
in the decathlon. Players try to score as many points as they 
can in each. The overall winner is the player who achieves the 
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highest score of all events combined. The game can be 
shortened by agreeing to play just a few of the events. 
 
Below are the rules as presented by Reiner Knizia. 
 
Event 1: 100 Metres (8 dice, 1 attempt) 
Divide the eight dice into two sets of four. Throw the first four 
dice. If you are not satisfied with the result, pick up all four 
dice and rethrow them. This can be repeated several times until 
you freeze the first set. Then throw the other four dice and 
proceed in the same manner. Try to freeze sets of dice with high 
values but which contain no sixes. You have a maximum of 
seven throws, one initial throw for each set and up to five re-
throws which may be divided between the sets as desired. The 
number of re-throws should be counted out aloud. 
Scoring: Total the value of the dice for numbers one to five, but 
subtract any sixes from the result. 
 
Event 2: Long Jump (5 dice, 3 attempts)  
Run-up: Start by throwing all five dice. Then freeze at least one 
die. If you wish, re-throw all the remaining dice. You may re-
throw several times, but after each throw you must freeze at 
least one more die. Try to freeze many dice with low values. If 
the total of all frozen dice exceeds 8, you suffer an invalid 
attempt by stepping over. If you decide to stop throwing with a 
total of 8 or less on all frozen dice, you then jump.  
Jump: Pick up your frozen dice and throw them all. Freeze at 
least one die and re-throw the remainder. Proceed in this 
manner until you freeze all dice. Try to freeze dice of high 
values. 
Scoring: Total the value of all frozen used in your jump. 
 
Event 3: Shot Put (8 dice, 3 attempts) 
Throw one die after the other. At any point you can stop 
throwing and finish your attempt. Your attempt must end after 
all eight dice have been thrown. If you throw a one you suffer 
an invalid attempt. 
Scoring: Total the value of all thrown dice. 
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Number of players: 2 – 6 

Playing time: 20 minutes 

You will need: 

• 5 dice (or 5 poker dice) 

• A dice cup 

• Some chips 

 
 
Liar Dice is played in rounds. In each round play progresses 
clockwise until one player is forced to take a chip. When a 
player is forced to take their third chip, they are out of the 
game. The last player left in the game is the winner. 
 
On the first players turn, that player rolls all five dice. Ensuring 
that no one else can see, the player peeks at the dice (if they so 
wish) and declares any poker combination they like, saying the 
values of all five dice. The dice are placed underneath the cup 
and passed undisturbed to the next player. 
 
The player who receives the dice can then either accept the 
poker combination that has just been declared, or challenge it. 
If they accept the result, they can re-roll as many of the five 
dice as they like, informing the other players of how many dice 
are being re-rolled (or keep the same dice passed to them) 
before declaring a poker combination themselves and passing 
the dice, under the cup, to the next player. The poker 
combination that they claim must be higher than the previous 
one. If instead, the player challenges the result, they must lift 
up the cup to reveal the dice. If the poker combination is at 
least as high as what was claimed, the player who made the 
challenge must take a chip. If however the poker combination 
was lower than what was claimed, the player who made that 
claim must take a chip instead. The next round begins with the 
challenger of the previous round (or in the case that they are 
out of the game, the person to their left). 
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The game consists of eleven rounds. Each round, all players 
take turns to roll both dice, before entering the combined total 
into one of the eleven columns (numbered two to twelve). A dice 
total can only be entered into each column once. 
 
The game ends when all players have placed a score into all 
eleven columns. Columns are worth between two and twelve 
points (corresponding to the column numbers). The player who 
placed the highest dice total into each column, scores the value 
of that column in points. If two or more dice totals in a column 
are the same, no player scores points for that column. 
 
The player with the highest combined score at the end of the 
game is the winner. 
 
- For a four player variant that adds a bit more decision-
making into the game, play as two teams of two. For each 
column, total together the combined dice totals rolled by both 
players on each team. The team with the highest combined 
total scores the points for that column. 
 
 

Liar Dice 
 
Here is a bluffing dice game along the lines of Little Max. Liar 
Dice however, uses poker combinations to make it more 
complex than the aforementioned game. 
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Event 4: High Jump (5 dice, 3 jumps per height) 
Jumping starts at the height of 10 and is increased by 
increments of 2. At each height you can decide, on your turn, 
whether you will try to jump the height or whether you prefer to 
skip it. If you decide to go for that height, you have three jumps 
in which to master it. Take all three attempts back to back 
before the next player takes his turn. On each jump you throw 
all five dice. The jump is successful if the total of all dice equals 
or exceeds the current height. If you have three invalid 
attempts at one height you have to stop. 
Scoring: The maximum height which was successfully 
mastered. 
 
Event 5: 400 Metres (8 dice, 1 attempt) 
Divide the eight dice into four sets of two. Throw the first two 
dice. If you are not satisfied with the result, pick up both dice 
and rethrow them. This can be repeated several times until you 
freeze the first set. Then proceed with the second, third and 
fourth sets in the same manner. Try to freeze sets of dice with 
high values but which contain no sixes. You have a maximum 
of nine throws, one initial throw for each set and up to five 
rethrows which may be divided between the four sets as 
desired. The number of re-throws should be counted out aloud. 
Scoring: Total the value of the dice for the numbers one to five, 
but subtract any sixes from that result. 
 
Event 6: 110 Metre Hurdles (5 dice, 1 attempt) 
Start by throwing all five dice. If you are not satisfied with the 
result, pick up all the dice and re-throw them. You are allowed 
up to five pick-ups of the dice. The number of re-throws should 
be counted out aloud. 
Scoring: Total the value of all five dice. 
 
Event 7: Discus (5 dice, 3 attempts) 
Start by throwing all five dice. Then freeze at least one die. If 
you wish, re-throw all the remaining dice. You may re-throw 
several times, but after each throw you must freeze at least one 
more die. Only dice with even values may be frozen. Try to 
freeze dice with high (even) values. You can decide to stop 
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throwing and finish your attempt at any time. An attempt ends 
automatically when all five dice are frozen. If, after one of your 
throws, you cannot freeze another die because all the 
remaining dice show odd numbers, you suffer an invalid 
attempt. 
Scoring: Total the value of all frozen dice. 
 
Event 8: Pole Vault (8 dice, 3 jumps per height) 
Jumping starts at the height of 10 and is increased by 
increments of 2. At each height you can decide, on your turn, 
whether you will try to jump the height or whether you prefer to 
skip it. If you decide to go for that height, you have three jumps 
in which to master it. Take all three attempts back to back 
before the next player takes his turn. On each jump you decide 
how many dice you want to use and then throw them. The 
jump is successful if the total of the dice is equal to or higher 
than the current height, and if the throw does not show any 
ones. If you suffer three invalid jumps at one height you have to 
stop. 
Scoring: The maximum height which was successfully 
mastered. 
 
Event 9: Javelin (6 dice, 3 attempts) 
Start by throwing all six dice. Then freeze at least one die. If 
you wish, re-throw all the remaining dice. You may rethrow 
several times, but after each throw you must freeze at least one 
more die. Only dice with odd values may be frozen. Try to freeze 
dice with high (odd) values. You can stop throwing and finish 
your attempt at any time. An attempt ends automatically when 
all six dice are frozen. If, after one of your throws, you cannot 
freeze another die because all the remaining dice show even 
numbers, you suffer an invalid attempt. 
Scoring: Total the value of all frozen dice. 
 
Event 10: 1500 Metres (8 dice, 1 attempt) 
Start by throwing the first die. If you are not satisfied with the 
result, pick up the die and re-throw it. This can be repeated 
several times until you freeze the first die. Then proceed in the 
same manner with the other seven dice. Try to freeze dice with 
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should decide upon a new penalty points value that is 
higher than the previous one. 

 
The round continues until all players are either out (having run 
with the mice) or have agreed to the same penalty points value 
(having joined the men). At this stage, all remaining players 
reveal their dice. The player (or players) with the lowest three 
digit number must take penalty points equal to the value 
agreed upon. If at any stage in the round there is just one 
player remaining, the round immediately finishes. That player 
does not take any penalty points and may choose not to reveal 
their dice. 
 
The game ends after a predetermined number of rounds. The 
player who has the least amount of penalty points is the 
winner. 
 
- As an optional rule, allow players to re-roll all their dice for 
one penalty point. 
 
 

Catego 
 
Here is another dice game by Reiner Knizia. First published in 
1990, Catego couldn’t be simpler. 
 
 

Number of players: 2 – 4 

Playing time: 10 minutes 

You will need: 

• 2 dice 

• A score sheet 
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Mice and Men 
 
Mice and Men was first published by Reiner Knizia in ‘Dice 
Games Properly Explained‘. The concept of ‘Mice and Men’ is 
very simple, but just like poker, it’s all about the bluffing. 
 
 

Number of players: 4 – 8 

Playing time: 20 minutes 

You will need: 

• 3 dice per player 

• A dice cup for each player 

 
At the beginning of the each round, all players roll the three 
dice underneath their cups. Each player looks at their own 
dice, ensuring that no one else can see. The result of each set 
of dice is translated into a three digit number, with the highest 
number being the hundreds and the lowest being the units. For 
example, a roll of 1, 4, 6 would become 641. The higher this 
three digit number, the better. 
 
One player is chosen to go first. They must announce a penalty 
number of greater than 0. Going clockwise, all players must 
then choose one of the following options: 
 
• Run with the mice means that the player declares 

themselves out of the round. They reveal their three dice 
before taking three penalty points. 

• Join the men means that the player declares themselves 
still in the round. By choosing this option, that player 
agrees to the current penalty points value. 

• Lead the men means that the player declares themselves 
still in the round. When choosing this option, that player 
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high values but no sixes. You have a maximum of thirteen 
throws, one initial throw for each die and up to five rethrows 
which may be divided between the dice as desired. The number 
of re-throws should be counted out aloud. 
Scoring: Total the value of the dice, but subtract any sixes from 
that result. 
 
 

Chicago 
 
Here is a nice simple dice game. An interesting aspect of this 
game is that players aim to avoid collecting chips in the first 
phase and aim to get rid of the chips they have collected in the 
second phase. 
 
 

Number of players: 3 – 6 

Playing time: 20 minutes 

You will need: 

• 3 dice 

• Twice the number of chips than there are       

players 

 
 
In the first phase of the game, players aim to avoid having to 
take a chip. Players take in turn (in clockwise order) to roll the 
three die. The first player has a maximum of three throws. After 
each throw, that player may set aside any number of dice; 
however, any dice that have been set aside may not be re-
thrown. The first player can choose to end their turn after one, 
two or three rolls of the die. All players thereafter may not roll 
more times than the first player. The round ends when all 
players have had a turn. Players take in turns to go first in a 
round. 
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All players score according the following criteria: Each 1 scores 
100 points, each 6 scores 60 points and all other numbers 
score equal to their face value. For example, if the dice show 1, 
4, 6; that player will score 164 points. The player who has the 
lowest score at the end of the round has to take a chip. If more 
than one player finishes with the lowest score, the player who 
went last in the round takes the chip. 
 
Once all chips have been taken, any players who have not got 
any chips become the winner. If all players have at least one 
chip, the game proceeds to the second round where the 
aim of players is to get rid of all their chips. 
 
The second round is similar to the first; however, instead of the 
player with the lowest score taking a chip, the player with the 
highest score discards a chip. If more than one player finish 
with the highest score, the player who went first in the 
round discards the chip. In the second phase of the game, the 
player with the most chips starts the first round. For all rounds 
thereafter, players take in turn to go first. 
 
The winner is the first player to discard all their chips. 
 
 

Octo 
 
Octo is a dice game by Reiner Knizia. First published in 1990, 
the rules for Octo are described in the fabulous ‘Dice Games 
Properly Explained‘. What I loved about Octo when I first read 
the rules was the fact that at any point in the game, there will 
always be a player who is winning. Since it is in all the other 
players interest that this person is not winning for too long, 
they invariably group together and cheer each other along… 
until one of them is winning of course! 
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• Low straight scores 30 points when at least four of the dice 
are in sequence (e.g. 1, 2, 3, 4, 6). 

• High straight scores 40 points when all five of the dice are 
in sequence (e.g. 1, 2, 3, 4, 5). 

• Yahtzee scores 50 points when all five dice show the same 
number (e.g. 3, 3, 3, 3, 3). 

• Chance scores the total of all dice and can be any 
combination of dice (e.g. 1, 2, 2, 4, 6 would score 15 
points). 

 
Each of the thirteen categories in Yahtzee may only be used 
once. When a score has been recorded in a category it may not 
be moved. If after a players roll, the dice to not fit into any of 
the categories, that player must choose a category to place a 
score of 0 in. 
 
If a second Yahtzee (all five dice showing the same number) is 
rolled by a player, then that player receives a 100 point bonus. 
If possible, the five numbers rolled must be used in the 
corresponding upper section category. If that category has 
already been filled, the five numbers may be used in any other 
upper section category (scoring 0); in three-of-a-kind, four-of-a-
kind or chance (scoring the total of the five dice); or in full 
house, low straight or high straight (scoring the normal score 
allocated for those categories). Note, that if a second Yahtzee is 
rolled after a 0 had been scored in the Yahtzee category, no 100 
bonus is awarded; however, in this instance, the five dice may 
still be used as described above. 
 
The winner of the game is the player with the highest total 
score for all categories (plus any bonuses). 
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Number of players: 2 – 10 

Playing time: 30 minutes 

You will need: 

• 5 dice 

• A score sheet for each player. 

 
 
The game consists of thirteen rounds. In each round, play 
progresses clockwise. On each player’s turn, that player rolls 
five dice. They may re-roll as many dice as they like up to two 
times. After the third roll, the numbers displayed on the five 
dice must be kept. 
 
The aim of the game is to score highly in each of the thirteen 
categories. These categories are divided into two sections: the 
upper section and the lower section. The upper section consists 
of six categories, each of which corresponds to one of the 
numbers between 1 and 6. Each category scores by adding up 
all dice that matches it. For example, if the dice rolled were 1, 
2, 5, 5, 6; the score for category number one would be 1. The 
score for category number five would be 10 (5+5). If the 
combined score for all categories in the upper section is at least 
65, 35 bonus points are awarded. 
 
The bottom section consists of seven categories. Scoring in each 
of these is as follows: 
 
• Three-of-a-kind scores the total of all dice if at least three 

dice show the same number (e.g. 1, 2, 6, 6, 6 would score 
21 points). 

• Four-of-a-kind scores the total of all dice if at least four 
dice show the same number (e.g. 2, 5, 5, 5, 5 would score 
22 points). 

• Full house scores 25 points when three of the dice show 
the same number as each other and the other two dice also 
show the same number as each other (e.g. 2, 2, 4, 4, 4). 
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Number of players: 3 – 6 

Playing time: 10 minutes 

You will need: 

• 8 dice 

• A notepad to keep track of the scores 

 
 
For each player’s turn, that player begins by rolling all eight 
dice. The player must then set aside at least one dice showing a 
particular number. For example, if the roll produced the 
numbers 1, 1, 2, 4, 4, 4, 5, 5; the two fives could be set aside. 
Following this, the player then must then decide whether to roll 
the remaining dice again or to finish the turn. If the player 
decides to roll the remaining dice again, then following the roll, 
they must again set aside at least one dice showing a particular 
number. If they fail to do this (e.g. if all dice show numbers that 
they have already set aside), their turn ends and they score no 
points. If the player decides to finish their turn, they score 
points equal to the total of all numbers set aside. Play 
progresses clockwise. 
 
The aim of each player on each of their turns is to score more 
points than the previous highest score. If no one can better the 
score set by one of the players over the course of a whole round 
(i.e. all players have a turn without the highest score changing), 
the player who set that score is the winner. When someone 
does better the highest score, that player has then produced 
the new highest score which subsequently becomes the new 
target for the other players. 
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Little Max 
 
Little Max is a quick and simple bluffing dice game. 

 

Number of players: 2 – 10 

Playing time: 20 minutes 

You will need: 

• 2 dice 

• A dice cup 

• A small mat to contain the dice within the dice 

cup 

• Some chips 

 
 
Little Max is played in rounds. In each round play progresses 
clockwise until one player is forced to take a chip. When one 
player has taken their third chip, the game ends and that 
player is the looser. 
 
On each players turn, that player places the dice inside the cup 
and the mat and shakes. Ensuring that no one else can see, the 
player peeks at the dice (if they so wish) and declares any result 
they like. That player then passes the dice (still inside of the 
cup and the mat) to the next player. 
 
The player who receives the dice can then either accept the 
result that has just been declared, or challenge it. If they accept 
the result, they can shake the dice themselves (or keep the 
same result passed to them) before declaring a result 
themselves and passing the dice to the next player. The result 
that they claim must be higher than the previous one. If 
instead, the player challenges the result, they must lift up the 
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cup to reveal the dice. If the result is at least as high as what 
was claimed, the player who made the challenge must take a 
chip. If however the result was lower than what was claimed, 
the player who made that claim must take a chip instead. The 
next round begins with the successful challenger/challenged of 
the previous round. 
From lowest to highest, the order of results are as follows: 
 
• Figures are any two different numbers (except 2 – 1) and 

are declared with the highest number in front. Larger 
figures are higher than smaller figures (e.g. ‘5 – 1′ is higher 
than ‘4 – 3′). 

• Pairs are two numbers of equal value. Larger pairs are 
higher than smaller pairs. 

• Little Max refers to the combination ’2 – 1′ which is higher 
than all other result. Any player declaring this result must 
be challenged. 

 
- Instead of the game ending when one player has taken three 
chips, the game can continue until all but one player has taken 
three chips. This player is then the winner. 
 
- A really interesting variation on the rules is to allow players to 
pass the dice to anyone they wish (except the previous player), 
instead of simply clockwise. 
 
 

Yahtzee 
 
This is a classic dice game… and dice games don’t get any more 
classic than Yahtzee. I have spent countless hours playing this 
game at Christmas with family and I don’t intend to stop that 
tradition any time soon. 
 
 
 
 


