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HOW TO PLAY


[image: images]  The players divide into two teams of at least two members.


[image: images]  Decide which team will go first. One member of the team flicks through this book, stopping and placing a finger on a page at random to decide their charade. They should keep their choice a secret from the remainder of their team, the ‘guessers’.


[image: images]  They then have one minute (use the timer on your phone, or an egg timer if you have one) to attempt to act it out. The actor must not make any sounds (no talking, singing or humming). Lip movements are prohibited, and they can’t point at any objects around them to help the guessers. Drawing letters in the air is also not allowed. The guessers attempt to work out the word or phrase within the time limit. They can ask questions, but only non-verbal responses are allowed, such as nodding the head.


[image: images]  If the guessers get the right answer, their team gets a point; if they haven’t guessed it when the time limit expires, the other team gets a point.


[image: images]  The teams alternate until each member has had an opportunity to be the mimer.


[image: images]  For a quick-fire version of the game, increase the time to two or three minutes and see how many correct answers one team can guess within the limit.


[image: images]  Alternatively, teams can take it in turns to pick their favourite suggestions and write them on pieces of paper to put into a hat. The mimers then pick a piece of paper at random at the start of their go.


[image: images]  Due to the naughty nature of some of the suggestions, the actor might need the assistance of someone else in their team to act something out fully, but it’s important the guest mimer doesn’t know what the answer is – they can only be used as a prop, acting ‘blind’.


[image: images]  Symbols are traditionally used to indicate whether what you’re about to act out represents the whole answer in one go (making a circle between both of your hands), the total number of words in the answer (holding up the relevant number of fingers), the specific word you’re acting out (holding up the number of fingers to indicate which position the word is in, in the answer) and the number of syllables in the word you’re currently acting out (holding the number of fingers against your forearm). Here are some other signs that may come in useful:




Small word: Hold up your thumb and forefinger close together to indicate that you’re miming a short word (typically ‘and’, ‘to’, ‘the’, etc.)






OEBPS/images/cover.jpg
(

[

NAUGHTY IDEAS
FOR YOUR FAVOURITE
PARTY GAME

SADIE CAYMAN





OEBPS/images/arrow.jpg





OEBPS/images/title.jpg





