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To the cat,
who can roll dice,
have an unknown number of
small things balanced on her,
and thus is a game
(when she’s in the mood to be)
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Introduction



This book began with one idea: to help people discover the games that are hidden all around them.


Games are fun, they connect people and create great memories. They teach us to solve problems, improvise, compete as equals and have a good time. Games make us feel alive.


But sometimes they are surprisingly hard to find when you need them.


If you are a parent, you might not quite remember the games you used to play as a child. Or you might know the rules, but they require more people or a larger space than you have right then and there. If you are in a group of friends, you might open that box of games and find half of the pieces missing.


Don’t worry.


We’re here to tell you that every object in your house has the potential to become part of a game. This book will show you lots of games you can play, and inspire you to create even more. A few buttons and a jam jar lid are all you need to play Lounge Golf, Moustache just needs some pages from a magazine and to play a game of Book Circle you only need a pile of books, which can include the one you’re holding right now.


A few of the games in here are classics – we chose ones that can be played with household objects, and we are offering you versions that we’ve tried and tested. The rest are games that we’ve invented ourselves.


This book wants to help you find games in your home, but you can take it with you and find games elsewhere. When you think you have nothing to play with, just look around you and find everything.


Play with the odd objects you find in a holiday flat, or with the things in your luggage when your flight is delayed. Play with the cutlery when a meal is running late. Play when you have fifteen minutes to kill, or brighten an endless grey afternoon.


You will discover unexpected skills when you play with the things you find around you, like reading the mind of a stuffed toy, taking a chess piece from the far side of the room, or bringing paper crabs skittering to life. You will start to discover your own games in the world around you. After all … Everything is a Game.


Viv and Kevan







Alarm Clock



Room Defence


An active game against the clock.


Two players or more split into two teams.
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This game is played across two rooms of the house and requires an alarm clock* that makes a ticking noise.**


You’ll need to put the clock into some kind of container, or wrap it up in a bundle, so that players can’t fiddle with it or see how long is left. If the ticking is quite loud, wrapping it up will also make it more of a challenge to find.


Split the players into two teams, each with their own home room (e.g. Team Kitchen and Team Lounge). Each team starts in the other team’s home room.***


Set the alarm on the clock for ten minutes or so in the future, and give it to one of the teams. That team hides it in their rivals’ room and calls ‘ready!’, at which point the other team enter their room to look for it.


When they’ve found it, they take it into the other team’s room and hide it there while the other team waits outside. They call ‘ready!’ when it’s hidden, and the other team enter to search for it.


Repeat until the alarm sounds: whichever team’s room the clock is in loses the game, unless the rival team is still hiding it in there and hasn’t yet shouted ‘ready’, in which case that team loses instead.





* Instead of an alarm clock, you can use a kitchen timer or the timer function on a mobile phone.


** If your timer doesn’t tick, players must always hide it in plain sight, where it can be found without moving anything else out of the way.


*** You can have a simpler game with less running around if you just make the challenge for everyone together to find a hidden timer before it rings.







Armchair
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Armchair Racing


Upholstered steeds.


Any number of players split into teams of two.*


One of your team is the coach, the other the rider.


The rider sits on the armchair, holding the end of a ball of string. The coach takes the ball of string and walks to the other side of the room. Three or more birthday cards** are placed along the string.


Now count to three and start pretending that the armchair carrying the rider is galloping wildly towards the coach, jumping over obstacles … that is, the coach winds the ball of string up as fast as they can, and every time they reach a folded piece of paper they collect it and jump in the air. No paper must fall to the ground, or else the armchair has stumbled and lost the race!


Use a timer to see which team is fastest, unless you have enough armchairs and sofas to all race at the same time.





* If you have an uneven number of players, swap roles around among them to find the winning combination.


** Or pieces of paper or card of about that size. If you find they fall off the string too easily, use bigger ones.







Bag
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A bag of beans makes a fine ALBATROSS (here). If you’ve got a larger bag that can hold things, you can give it to THE TOY CATCHER (here) or take it into the UNDERWORLD (here).










Baking Tray
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Bakeroo


A balancing game.


Two players or two teams.


Start by putting an upright matchbox on the table (or any similarly small object that’s flat on top), then carefully balance a baking tray on top of it.*


Hunt around the kitchen for a selection of vegetables, cutlery and anything else that you feel like balancing, and which won’t break or go splat if dropped. You want about a dozen objects, and they should be arranged near to the tray where everyone can see them.


Players then take turns to select any vegetable or item and add it to the tray. If the tray falls over as a result, or if an item falls off the tray, the game ends and that player loses.


If you run out of objects during a game, fetch another dozen or so from the kitchen.





* You can also play this with other random objects balanced on to a flat one. Try stacking up toys on to a T-shaped pedestal made out of two hardback books (books that you don’t mind if they get a tiny bit bashed).




A baking tray can also be used as either a flapper or a target for FLAP THE KIPPER (here).










Balloons
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Floaty Pigs



A game of herding long balloons.


Two or more players.
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You need some long balloons, at least one per player. Use a different colour of balloon for each player, or mark them with names or ribbons if they’re all the same colour. That’s your floaty pigs.


Find or construct a pig pen – a blanket fort or a broom closet, anything with one entrance and enclosed sides.*


Release the balloons into the room. Everyone gets a long object each – a stick, a ruler, a kitchen spoon – which may be used to move the floaty pigs. You may only touch the pigs on either end, not the middle. First one to herd all their pigs into the pen wins.





* You could also simply herd the floaty pigs out of the room.




You can also use a balloon as a more challenging fish in FLAP THE KIPPER (here), or deploy one as the GUESSBALL (here).










Balls
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See also GUESSBALL (here) and SKITTLES (here) for other trajectories. A ball of string can be unwound to catch LETTERFISH (here), go ARMCHAIR RACING (here) or trace a route through the UNDERWORLD (here).










Banana
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May Contain Bananas


Do you know what’s in your kitchen?


Any number of players.


This is a game about the kitchen, although you don’t have to be standing there to play it – you just might need to go and check your cupboards when a challenge is made.


Starting from any letter, players take turns to go through the alphabet, naming a food, drink or ingredient that starts with that letter, and which they think can probably be found in the kitchen somewhere. (For example, ‘brown sugar … carrots … dog food …E476 …’)


A player can issue a challenge if they think that a named substance won’t actually be found in the kitchen. The player being challenged has a minute on the kitchen timer to go and rummage through the cupboards and find proof that the kitchen does indeed contain that thing: if they can’t find it, they are knocked out of the game. If they do find it, though, the challenger is knocked out of the game instead. So challenge carefully!


If a player can’t think of anything (Q and Z might be tricky), they can ask to skip that letter. But if another player can immediately leap in and name something that does start with that letter, the stuck player is knocked out. Otherwise the stuck player carries on from the following letter.


When you get past Z, loop back around to A and keep going – but you can’t repeat anything that’s already been said. Last player standing wins.







Beans
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Murder in the Dark


A traditional detective game, in a dark house.


For six or more players.


Choose a player to be the Detective. They take a number of dried beans equal to the number of other players, take a pen and mark one bean in a sinister way (with a pair of eyes or a letter ‘M’)* and then leave the room.
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