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About the Author



IVAN was born in a bike shop, or so he thought for the vast majority of his childhood. It was these sorts of misunderstandings and mistakes that crafted him into the writer he is today. Ivan’s first book, published on his 21st birthday, was the multiple award-nominated Casper Candlewacks in Death By Pigeon. A love-letter to provincial England and the unique characters that inhabit its villages, this silly yet anarchic story was followed up with three more in the series: Casper Candlewacks in The Claws of Crime, Casper Candlewacks in Attack of the Brainiacs and Casper Candlewacks in The Time Travelling Toaster, all met with rave reviews.


A qualified primary teacher based in North London, Ivan splits his time between tutoring, writing and being nibbled by his cat. He has a lifelong obsession with cycling, comic books and, most importantly, games. Having employed hundreds of games to entertain himself, strengthen friendships and teach his classes, he has spent the last year collecting his favourites to share with the world in the form of The Floor is Lava.


Twitter: @IvanBrett





About the Book



The Floor is Lava is a must for any gathering of friends or family. Packed with 100 games, this is a how-to for turning time together into quality time together.


There are games to start a party, ideas to trigger conversation, story-telling setups and fiendish puzzles, plus physical challenges, activities to soothe a weary brain and plenty more. In short, there is something for everyone.


Here you’ll find games for every occasion:


• beating boredom in the car


• hosting a party


• cooling off in the summer holidays


• sitting around the dinner table


• digesting your Christmas turkey


• being trapped in the house on a rainy day


Now, jump up and get started – the floor is lava!





INTRODUCTION



Is This a Game to You?


What is it about playing games? We spend our infancy learning through them, our childhood longing for them, our teenage years accusing people of them, then our adult life pretending they don’t exist. Being somebody who plays games, a gamer, I suppose, is either an insult or a badge of honour depending on who you ask, but it’s never just ‘normal’.


I’m going to admit something to you. I spend pretty much all my waking life playing games. I see how many green lights I can go through on my bike by cycling extra slow if I’m approaching a red. I tally my daily writing word count on a complicated spreadsheet and compete against previous weeks, just for the competition. I get to sleep by distracting my mind with a round of ‘A–Z of . . .’ (see here). I play this thing called ‘Pokey Sausage’ with my cat where we jab each other through the crack in the bathroom door.


The games I play split neatly into two categories: those that make mundane time less mundane, or those that bring people closer together. Playing my life, rather than living it, gives it a sort of structure. It imposes a bunch of unthreatening goals to help me get from point to point. It gives me a way to measure my successes and revel in my daily challenges. Also, playing my life is just more fun that not playing it. And I want to share that with you.


Why Does It Matter?


This book actually started as a manual to teach creative writing (don’t worry, it isn’t any more!) Then, without my permission, the book shifted form and the games took over. They repainted the walls, chucked out all the pages of grammar and invited their badly behaved friends. Now the book is bursting with any game that can bring people together, encourage communication, spark creativity, warm you up, cool you down, break an awkward silence, start a party . . . 


There’s no sacred message to this book. I won’t stand behind my lectern and tell you that games are proven to do this or stop that, cure this or shrink that. What I will say is that for me, games provide an opportunity to connect. In an age when so much entertainment and information is available to us at the press of one finger, it’s incredibly easy to remain cut off from those immediately around us. 


I’m not telling you to get off your phone. I’m not telling you that screens are evil. I am saying there’s an alternative. The right game, in the right situation, is better than anything else in the world. I promise, it’ll be more fun for both you and your thumb than the scrolling you were about to do, and much less effort than you realise. That’s why I wrote this book. 


Who Cares?


In researching and compiling this book, I’ve been fascinated by people’s reactions to my elevator pitch. Some seem confused. ‘Like . . . just games?’ they ask. They wonder what purpose the games will serve, or what they will help people achieve, as if the playing of the game isn’t enough of an achievement in itself.


Others’ eyes light up. ‘I’ve got this brilliant game! We played it as kids,’ they’ll say, or ‘Oh, I loved this one!’ I’ll bask in their delight as they tell me the rules, noting it down so I don’t forget, and wondering why they sound so nostalgic. It’s as if these games are off-limit now. 


Most people, once they’ve offered their favourite game, will ask hungrily for mine. The answer is different depending on the weather, or the colour of my socks, but I’d probably have to choose between the tactical yet simple Hangman Mastermind (see here), the bluffs and suspense of Mafia (here) or the mind-blowingly bonkers experience that is 1000 Blank White Cards (here). To be honest, my favourite game changes all the time. It’ll probably change again before the end of this introduction.


I adore passing games on to a new player. There’s a currency in the trading of games – a mischievous delight in simply imagining the fun that could be had. So, here you go. Have a hundred games.



So What’s the Point of this Book?



This book is a big green play-button. It’s a collection of a hundred creative, comical, co-operative games, grouped together for each situation when you might need them. Going on holiday? There’s a chapter for that. Trying to spend more quality time together at dinner? You’ll find ten perfect games to play at the table. Stuck inside on a rainy Sunday? Sorted. Locked in a woefully slow traffic jam? Don’t panic. You’re good.


The games within this book range from inspiring to challenging to downright silly, but they’re guaranteed to bring you together, liven up any occasion, and even stretch your brain a little. My aim is to turn your life into a game, because we humans do the best sort of learning, connecting and discovering when we’re at play.


All Right, Fine. Where Do I Start?


Absolutely anywhere. I’ve divided the chapters up into ten different situations that you might find yourself stuck in. Each has ten games perfect for that time. However, there’s a lot of crossover, so just dive inside and enjoy yourself. And let me know how you get on! I’m easiest to get hold of on Twitter: @IvanBrett.





CHAPTER 1



TRAFFIC JAMS


Traffic has ground to an absolute halt; there’s some sort of accident up ahead. The temporary lights have been red for what feels like a year. There’s a dog in the boot of the car in front, turning anxious circles and barking inaudibly. The kids are ten minutes late for swimming already, and you’re not even through the busy bit of town. You’re cursing yourself for not taking the rat run round the industrial estate. The radio tuner is stuck on smooth classics. What you need is something to take your mind off it.


And that’s what I’ve got for you here. This chapter contains the ten best car games to play when all you’ve got is each other, a nose-smudged window and time to waste. These games need no equipment. They’re fun enough to distract you from the mind-numbing traffic and will enable you to use the busy streets as a resource. When you actually make it to swimming in time for the last five minutes you’ll feel mildly disappointed, because nothing’s as much fun as yelling pirate noises at passing pedestrians or beating your family at Car Cricket.





1. Car Cricket
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TAGS:
MATHS,
COMPETITIVE,
PASS THE TIME





IN SHORT: Turn traffic into a game with this excellent ‘cricket’ match.


WHAT YOU’LL NEED


• A road with plenty of cars.


• Absolutely no prior knowledge of cricket.


HOW TO PLAY


First of all, you’ll need a steady stream of cars. Too many and you’ll lose track – too few and you’ll get bored. If you’re on a motorway, you can use cars that pass (or pass you) on your side. If you’re on a quieter road, you can use cars that pass in the other direction.


The game works as follows: each player will take it in turns to ‘have a bat’. 


Just like in cricket, you are aiming to score runs, without getting bowled out. Each time you pass a vehicle, you should add on a different number of runs:


• If you pass a car (NOT white) then you score 1 run.


• If you pass a van, caravan or lorry (again, NOT white) then you score 2 runs.


• If you pass a motorbike or bicycle then you score 4 runs.


• If you pass any rare vehicle (such as a horse-drawn carriage, boat, witch on a broom, or horsebox) then you score 6 runs.


• If you pass a car lorry, you get 1 run for every car on the car lorry, plus 2 for the lorry.


• HOWEVER, if you pass a WHITE CAR then you are OUT! 


• If you pass any other white vehicle, as long as it isn’t a car, then you add no runs for that vehicle, but you are not out. It’s a ‘dot ball’. Close one!


Once you are out, note down or remember your score, and the game immediately passes to the next batsman. The game works best if each player has at least two innings, then adds up their total score from each one.


LEVEL-UP


• If you’re a stats nerd, like me, then somebody should have a piece of paper or a device, and note down all the scores. Then you can work out batting averages, longest innings, fastest scorers and all sorts of other things. There’s no good reason to do this . . . which is all the better reason to do it!





2. Sail the Seven Seas
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TAGS:
PASS THE TIME,
MEMORY, SILLY





IN SHORT: Turn your journey into a pirate adventure.


WHAT YOU’LL NEED


• Nothing at all.


HOW TO PLAY


Everyone in the car is a bloodthirsty pirate. There are various things throughout your journey that you should keep your one good eye out for:


• If your car stops directly beside another, shout, ‘Fire the cannons!’


• If you see a pond, lake, ocean or river, shout, ‘Sail the seven seas!’


• If you pass a pub, shout, ‘Ho ho ho and a bottle o’ rum!’


• When you see a sign with your destination, shout, ‘Land, ahoy!’


• Every time you see a car with a broken light, hold your hand over one eye and shout, ‘Arrr, me eyepatch!’


• Every time you see a bird, shout, ‘Pretty Polly!’


• Every time somebody crosses the road, shout, ‘Landlubbers!’


The aim is to be the first person to shout out any of the pirate calls. Remember, it only counts if you do it in your best pirate accent.


LEVEL-UP


• This game lends itself very well to creativity. When would you shout ‘Walk the plank?’ or ‘Arrr, treasure!’ for example?





3. Where’s Voldemort?
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TAGS:
LONG-TERM,
COMPETITIVE,
SILLY,
STRATEGY





IN SHORT: A background game that’ll never get old. Don’t look, or you might get cursed!


WHAT YOU’LL NEED


• Nothing at all.


HOW TO PLAY


Thanks to my friend Charlie for inspiration on this one. It’s a background game. In other words, it goes on for the entire journey and beyond, whether you know it or not.


The first time you get in the car, explain the rules. After this, as long as everybody knows the rules, you never have to explain them again, or even announce that you’re playing.


The rules themselves are simple. Whoever introduces the game starts off as ‘cursed’. To get rid of the curse, simply point out of the window and proclaim suddenly, ‘There’s Voldemort!’ If you manage to get anybody in your car to look in the direction you’ve pointed, then they are landed with the curse instead.


If everybody in the car looks, then the person who looks first is cursed. Now it’s their job to make somebody else look, in order to pass the curse on.


So, the key is to NOT look when somebody else says it, while doing yours in a way that makes people want to see. Obviously, the more often you say the words, the less likely people are to look, so if you’re cursed, you’ve got to save it up until nobody’s thinking about it.


Winning this game is all about making your voice and expression so convincing that people don’t even realise they’re losing the game until they’ve already lost. One tactic might be to add other words before the dreaded phrase to hide it, or to gasp and point in a really believable way. But it’s up to you.


TIPS


• Of course, if you use the same sentence (‘Look over there! There’s Voldemort!’) every time, people might get wise to it quite quickly. You could pose a question, pretending to ask about something in the distance and then drop the V word once people are looking. Or, how about moderating your tone so that people feel the need to see what you’re angry about, or sad about, or amazed by?


• If you actually see Lord Voldemort, it’s best not to point. Try running, hiding or crying. Also, dodging. He has a good aim.





4. Licence Plate Sentences
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TAGS:
SPELLING,
GRAMMAR,
CREATIVE





IN SHORT: A simple and silly game, turning licence plates into three-word sentences.


WHAT YOU’LL NEED


• A road with plenty of cars.


HOW TO PLAY


(Disclaimer: this game works with licence plates from the UK. If the ones where you are work differently, just pick the letters out of it and use those.) 


One player looks out for a car licence plate and reads out the three letters at the end. For example, if the car’s reg was BR27 ALT then all you need are the letters ALT.


Everybody else in the car should try to think of a sentence (or just a phrase) that is three words long, with the first beginning with a, the second with l and the third beginning with t.


And that’s the game! If you like competition then the player who chose the licence plate could pick a winner and you could give out points, but really, the aim of the game is just to make your sentences either funny or clever.


EXAMPLE


Judge: ‘OK, that one says ALT.’


Player 1: ‘Avocado, lemon, toast.’


Player 2: ‘Attack lions tenderly.’


Player 3: ‘Adrian likes tennis.’


Player 4: ‘Actually, Lego’s tasty.’


Etc.



LEVEL-UP



• If this is too easy, or you like your sentences longer, use all five letters from the licence plate. ‘Bring reindeer a lovely treat.’


• Bored of that? Try to incorporate the numbers too! ‘Ben rode 27 aardvarks last Tuesday.’


TIP


• Try to vary how your sentence is built. With only three words it’s quite easy to go ‘NAME VERB THING’, such as Player 3’s example: Adrian likes tennis. But you could put the verb in any position in your three-word sentence: it can also go at the beginning (such as in Player 2’s sentence) or at the end (Articulately, Linda translated).





5. 1-2-3-Spy
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TAGS:
COLLABORATIVE,
COMPETITIVE,
MATHS





IN SHORT: Watch out of the window for the numbers 1–999. Spot them, in order, to win.


WHAT YOU’LL NEED


• Nothing at all.


HOW TO PLAY


This is a sort of I-Spy, or scavenger hunt, where your challenge is to find the numbers from 1 to 999, in order, written down in the real world. I’ve put this in the Traffic Jams chapter because it’s perfect for passing time with your forehead glued to the window, but there is a drawback: if you’re moving it’s quite easy to ‘pretend’ you’ve seen a number and hard for the others to go back and check. For that reason, if you want to play this competitively, try it if your car is at a standstill or if you’re walking around your local town.


The game works pretty simply: everybody has to look for numbers written in figures (so 1, not ‘one’) outside the car. Any number inside the car doesn’t count, because you could just write it, or look at every page number in this book. For the same reason, you can’t just hold your book out of the window and flick the pages. Naughty, naughty. Do this properly or don’t do it at all.


Players begin by looking for 1. If you’re working together, which I recommend, then shout the number out when you see it and share where it was hiding. You’re all now looking for 2. If you’re playing against each other then the first person to see the 1 gets it, and everybody else has to look for another. If you shout the number at the same time, you both get it.


Your number can be in the middle of others. So, for example, if you see ‘1381’ you can use this for ‘1’ or ‘38’ but definitely not ‘31’, or ‘11’ because you’re having to cherry pick from two places.



TIPS



• House numbers, licence plates and roadside adverts are great places to find numbers. 


• If you think people are just pretending they’ve seen the numbers, it stops being fun. You could have a rule where two people need to see it, in order to verify that the number was really there. Or just play with people you trust.


LEVEL-UP


• I set up a round of this game with my other half, Amy, working as a number-spotting team on a shivery night-bus home, and it cheered up our journey no end. What I didn’t predict was that the game ran and ran long after we’d stepped off the bus: we now send each other picture messages containing the next number in the sequence. Until we reach infinity, which may take some time, this game really has no end! Obviously, the same rules still apply: no looking at page numbers, no typing or writing the digits. You have to find them out in the wild, if you catch my drift.





6. Pub Cricket
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TAGS: MATHS,
COMPETITIVE,
PASS THE TIME





IN SHORT: The old-fashioned driving game. Count legs on pubs to score ‘runs’.


WHAT YOU’LL NEED


• A route in Britain (not a motorway) where you’ll pass plenty of pubs. Sadly, this is becoming increasingly rare so the game can be a little slow if you’re not in a town.


HOW TO PLAY


Whether it’s a depiction of a white hart or a queen’s head, the pub sign is a British institution. This game relies on them, and can be a lot of fun. See also Car Cricket (here) for a similar, though slightly faster-paced, run-scoring game.


One player ‘goes in to bat’. It is her job to look out for pubs by the side of the road. For each pub, count the number of legs implied by the sign and score that many runs. So, ‘The Bull and Last’ would be 4 runs for the four legs on the bull, ‘The William Shakespeare’ would score 2, and ‘The Fox and Hound’ would score 8.


If you get plurals, such as ‘The Cricketers’, assume it’s two of them unless it specifies otherwise. So for this pub you’d score 4 runs.


The player’s innings continue for every pub that you pass. However, if the pub contains the word ‘Arms’ or ‘Head’, you are OUT. The game moves on to the next person, who steps in to bat starting from the next pub you see.



EXAMPLE



Player 1 goes in to bat. She passes and logs these pubs:


• The Mash Tun (0 points)


• The Phoenix (2 points)


• The Red Lion (4 points; running total: 6)


• The White Hart (a hart is a deer, so 4 points; running total: 10)


• The Ship (0 points; running total: 10)


• The Horse and Jockey (6 points; running total: 16)


• The King’s Arms (OUT! Innings total: 16)


Player 2 goes in to bat, etc.


TIP


• This isn’t an I-Spy game. If you see a pub then tell the batsman, don’t keep it a secret.





7. Cat Eats Mouse
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TAGS: CREATIVE,
GRAMMAR, SILLY





IN SHORT: A back-and-forth game of one-upmanship where you must find something to defeat the previous winner.


WHAT YOU’LL NEED


• Nothing at all.


HOW TO PLAY


This game is a fun mixture of Rock/Paper/Scissors and that old song ‘I Know An Old Lady Who Swallowed A Fly’. Basically, the idea is that everything has a weakness, and that there’s always something better if you look hard enough. 


One player starts by suggesting a small thing (I use mouse for my example. Feel free to take that. Otherwise, try beetle, fingernail, metal nail, cube of cheese, penny, Lego piece, worm, anything really . . .)


The next player must think of something that beats, destroys, uses, outshines, embarrasses, belittles or generally out-does the previous thing. They give their answer in the format: ‘[New thing] [verb] [old thing].’


The next player must then think of an item that out-does the most recent item, and so on. You can have a pretty loose idea of what counts as ‘beating’ the previous item, to keep the game going for as long as possible.


You know what? This game is best explained in the Example on the next page. (Watch how I use a new verb each time to describe how A beats B. You can never just say ‘Hammer beats nail’. It’s ‘Hammer hits nail’, for example.)



EXAMPLE



Player 1: ‘Mouse.’


Player 2: ‘Cat eats mouse.’


Player 3: ‘Girl strokes cat.’


Player 4: ‘Boy chases girl.’


Player 1: ‘PlayStation tempts boy.’


Player 2: ‘Boot smashes PlayStation.’


Player 3: ‘Fire melts boot.’


Player 4: ‘Water drenches fire.’


Etc.


TIPS


• It’s very tempting to try to ‘win’ this game. I could choose the most powerful thing in the universe and then argue against anybody that tries to beat it. A piece of advice – this game is most fun when someone beats a huge power with something tiny, even if in reality it doesn’t make sense. I’m thinking ‘mouse scares Superman’ or ‘cork plugs black hole’. These moments give a great image and provide a giggle. And that’s why we’re here, isn’t it?


• As an extra rule, you could decide that you are never allowed to repeat an object, even in the next round. You’ll constantly have to think of new solutions.





8. How Did Liverpool Get Its Name?
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TAGS:
CREATIVE,
STORYTELLING,
CONVERSATION





IN SHORT: Pick a place on the map and tell the story of how it got its name.


WHAT YOU’LL NEED


• A map of the surrounding area (alternatively, road signs have plenty of good names on them).


HOW TO PLAY


I made up this game with my dad on the way up to Scotland on our summer holidays. It’s such fun, especially if you really pretend to know what you’re talking about.


Find a town or village nearby on the map, with an interesting name. If you’re in the UK there are thousands of oddly named towns and villages, but even if you’re driving through a place where everything nearby has a pretty normal name, that just means you’ll have to work your imagination a bit harder.


Now, tell the other players the story of how your place got its name. Try to break the place name down into smaller words, then use your story to build those together into a satisfying conclusion. Check out my example if you need some help. The sillier your story is, the better it is.


EXAMPLE


A Viking hunter called Ulf liked to hunt deer in the local woods. He would bring them home and roast them over his fire, handing out crispy chunks of venison meat to all of his friends and relations. However, the one part of the deer that nobody wanted to eat was the liver. 


‘Too salty,’ some would say, or ‘Too tough!’


Every time, the liver was left over. Afterwards, the skin was tanned and made into clothing, the bones ground down to make bonemeal, but the liver remained on the side, hated by all. So Ulf would be forced, each time, to throw the liver into a nearby pond.


Ulf was such a good hunter that even when hundreds of people came to build their Viking huts near his house, around this pond, he was still able to hunt enough deer to keep them all fed. But with more deer came more livers, still uneaten, and thrown in the pond. Eventually the pond was swimming with livers, full to the brim of the stinking slippery things, and it began to be known as the Liver Pool. 


So famous was Ulf’s Liver Pool that Viking people flocked from far and wide to see it. And that’s how Liverpool got its name.


TIPS


• It’s quite good fun if every player has a go at describing how the same place got its name. You’ll be surprised how different everybody’s ideas will be.


• If you’re struggling to think of an idea, and breaking the name down doesn’t help, remember that over the thousands of years of our history, the spellings and pronunciations of names change hugely, so be quite free with it. For example, Manchester could be broken up into ‘Mad Jester’ or ‘Munchy Star’ or ‘Man Just Here’. Try saying the place name lots of times, really fast, until the edges start to blur.





9. Reg!
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TAGS:
MATHS, CODE,
STRATEGY





IN SHORT: Try to ‘solve’ the number plate of the car in front of you. Can you do it before they drive away?


WHAT YOU’LL NEED


• A traffic jam, or a busy road where you’ll all be able to see the same licence plate for longer than a moment.


• Paper and pencil for your workings out, if you need it.


HOW TO PLAY


This game requires some pretty speedy mental maths, so be ready for that.


Start by selecting a number plate on a car you can all see. In Britain, these have the following format:


Letter, letter, two-digit number, letter, letter, letter.


For example: NE14 BLT (If this is your number plate, then don’t say it aloud around other people or they’ll all expect a sandwich.)


If you live in another country, read the rules, then work out how you can use your country’s number plates to do the same thing.


The two-digit number is your target. In the above example, ours is 14.


The five letters are your ingredients. You must first translate them into numbers using the following simple letter = number code. Pretty soon you’ll be able to do this automatically, but to save you some effort, here it is:


[image: Image Missing]




So, in the number plate EV82 BNL, we have E=5, V=22, B=2, N=14, L=12


Your job is to add, subtract, multiply and divide these numbers to reach your target, 82. You can only use each number once, but you don’t have to use them all. (Not every number plate works, so get as close as you can.)


In this case, you can do 5 x 22 = 110, then take away 14, 12 and 2 (28) to make 82.


If you solve the number plate, shout, ‘REG!’ Explain the solution to the other players to finish the round.


TIPS


• If these take too long and cars never stay still for long enough, you’ll need to write them down. Never photograph anybody’s number plate without permission. They won’t like it.


• If you’re finding this all too difficult, then it might help to use this slightly simplified letter = number code. It only uses numbers up to ten.


[image: Image Missing]







10. I’m in Business
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TAGS: PUNS,
COLLABORATIVE,
CONVERSATION





IN SHORT: Puns about jobs, in a silly conversation game.


WHAT YOU’LL NEED


• Nothing at all.


HOW TO PLAY


This is the sort of game to introduce at the start of a journey, and just let brew. You might blurt out a suggestion, then leave it again until you pass Birmingham. It’s hard, and good ideas take time. Everyone’s a winner here, so just have a go and enjoy it.


So, the game always works with the same five lines of conversation.




1: ‘I’m in business.’


2: ‘Oh yeah? What’s your business?’


1: ‘I’m a _ _ _ _ _ _ _ _’


2: ‘How’s it going?’


1: ‘_ _ _ _ _ _ _ _’





Each time, Player 1 has to give a job, and then provide a pun about how that job’s going.


. . . And that’s it! It’s great because you can go on forever. There are a million jobs, and for each one, many ways to create a pun about it. Here are a few examples:


EXAMPLE


Player 1: ‘I’m in business.’


Player 2: ‘Oh yeah? What’s your business?’


Player 1: ‘I’m an engraver.’


Player 2: ‘How’s it going?’


Player 1: ‘I scratch a living.’


Player 3: ‘I’m in business.’


Player 4: ‘Oh yeah? What’s your business?’


Player 3: ‘I’m a bungee jumping instructor.’


Player 4: ‘How’s it going?’


Player 3: ‘It has its ups and downs.’


(I won’t punish you with any more. Now it’s up to you!)


TIP


• When you’re thinking about your next submission, it’s actually easier to start with the comment about how it’s going, and work backwards to the job. If I say, ‘It’s very tiring,’ then I might make my job something to do with wheels, perhaps . . . 


LEVEL-UP


• This game is essentially just a joke factory. If you’re good at these ones, why not try making your own ‘Knock-Knock’ jokes? These are similar, in that the person on the other end only has to respond with the same line each time, and the hard work’s all yours.


• That reminds me of one of my favourite pranks of all time. Tell your friend that you’ve got this really good ‘Knock-Knock’ joke, then ask them to start. They’ll get as far as the third line and then become very confused. Instant classic.
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