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PREFACE


The reason why I wrote this book was simple; while I was in college, I would constantly learn a new game while drinking. However, as some of you might know, when you drink, your memory tends to fail you, so I wrote the games down as I learned them so my friends and I could play them again later. After I left college, I let them sit for about five years before I revisited my collection. Now finished, this book has just under one hundred games—some with true game stories—from a variety of sources, including some of my closest friends. I hope you and your friends get as much enjoyment out of them as we do!

And by no means are the rules here set in stone, although I have provided key rules for each game. If you like a rule from one game, feel free to use it in another one. Change the amount of drinks given or taken per game. Also, there is always the argument about which way play should start. For most games, it doesn’t matter if you go to the right, or play to the left. To avoid arguments, my friends and I always played to the right because most people were right-handed.

Enough of this BS; let’s get to the drinking!

PS—Look for the JB. It means that either I or one of my friends invented the game during one of our drunken stupors. Enjoy them, for you will only experience the pleasure of these unique games from this book.
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Legal Jargon

Have fun with this collection of drinking games, but be extremely careful if you play any of these games. The collection was created as an aid to responsible adults who know their limits (and not to cross them) when it comes to drinking, and not to promote this kind of drinking behavior.

You should of course be of legal drinking age if you want to play these games with beer or drinks, but anyone can play these games with nonalcoholic beverages as well.



GENERAL DRINKING TERMS


Here are some common drinking terms that you may or may not be familiar with. Social. Everyone holds their cup up in the air, taps the closest ones, and takes a sip of beer. Some dorks think they are too cool for a social. Don’t tap their glass, just make fun of them.

Sloppy Dice. Whenever a player rolls the dice off the table, they must drink the set penalty.

Thumb master. Whoever is the thumb master can place their thumb on the edge of the table at any time. After the thumb master puts his thumb down, everyone else must now place their thumb on the edge of the table. Whoever is last to put their thumb on the table must drink the set penalty.

Question master. The question master can ask any random question to anyone they want. The person must answer in the form of a question. If they do, it ends there. If they don’t, they have to drink. To make it interesting, ask random questions like “Whose turn is it?” “What time is it?” and so on.

Beer goggles. These sometimes appear when you are drinking. It means that everything you look at seems ten times better than it actually is. This particularly applies to the opposite sex. You may want to ask a sober friend just how good-looking that girl/guy actually is before hooking up. Or better yet, take a picture of the hot babe or stud with your phone; then you can look at it the next morning and either pat yourself on the back or hang your head in shame.

Beer muscles. You sometimes get these when you are drinking (especially hard liquor). This is when you feel like you are the strongest person on the planet, and nothing hurts you. While you may believe this at the time, it never quite pans out that way.

Waterfall. Everyone stands and the person that picked the card starts drinking and everyone must drink with them. The person standing next to you cannot stop until you stop; and each person cannot stop until the person next to them stops drinking. If someone finishes their beer before the person next to them stops drinking, the chain is broken and everyone stops drinking.

Remember this key phrase.

Beer before liquor, never sicker; 
Liquor before beer, you are in the clear.



SUGGESTIONS FOR MAKING RULES


You may have the opportunity to make a rule when playing a drinking game; if so, it’s a general law of partying that when making a rule, you can only make one rule, and no combinations. Always remember to make sure you exclude yourself and a key friend when making a rule.

Here are a few suggestions for rules:

• Pick a number, and make someone drink when that number is picked.

• Girls/guys drink double.

• Drink on all odds/evens.

• Drink on red/black.

• Thumb Master.

• Drinking king—you tell others when to drink whenever you want and you are excluded from all rules.

• Repeat—make someone repeat everything.

• Address everyone by their first name. This is a great way to remember people’s names, especially if you just met them.

• No cursing.

• No saying “the”.

• Every time you drink, someone else has to drink.

• Have to make a sound before you speak (barking).

• Have to ask before you speak or drink; “Master, may I speak?”.

• Have to say something or sing before you drink.

• Someone cannot speak at all.

• Someone has to stand (or another trick) before drinking.

• Drink with your nondominant hand.

• Cover your left eye with your right hand when drinking, or vice versa.

• Can’t put your drink on the table.

• Drink with T-Rex arms (arms halfway in your sleeve).

• You can kill another rule (only wusses do it).
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CARD GAMES


There are so many drinking games using cards. Many of the games have different versions. Get yourself a sturdy deck, because chances are, you will spill beer on them and they will get warped. We used to always carry an “emergency deck” in our cars. You never know when the time is right for a drinking game.




Fizz Out



This is a fun game when there aren’t many people around. Chances are, someone will get screwed and pull a “decker.”
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What you need: Deck of cards

Players: 2; one deals while the other plays

Object of the Game: To successfully guess high, low, or same through eight cards in a row


Key Rules:

1. A player drinks if he guesses wrong on high/ low. The amount of drinks equals the position in the row of the card that he guessed wrong. (If the player gets the third card wrong, he drinks three.)

2. Whenever a player gets one wrong, he always restarts at the first card on the left.

3. If the player draws a card that is the same as the one he is guessing on, all drinks are now doubled for the rest of the game. If it happens again, all drinks are now tripled from that point forward.

4. A given rule for this game: if a player deals for you, you must get a chance to deal for them.



How to Play:

Dealer places eight cards faceup in a horizontal row. The first player must guess whether the next card in the deck is higher, lower, or the same as the first card. The dealer flips the card on top of the first card on the far left, covering that card. If the player gets it right, he moves to the second card and so on. When the player’s guess is wrong, count up the row until reaching the card he got wrong: That is the amount he drinks. Now the player starts over from the first card on the left that is on top. The game continues until the player completes the row of eight or finishes the deck (whichever comes first).

Strategy:

There isn’t one.

Story:

If you play this game more than once, someone will eventually pull a “decker.” Don’t feel bad, we’ve all done it before. One time, I was dealing for this girl. She didn’t want to just sip beer because she hated the taste of it. We agreed that when she got to forty sips, she would do a beer bong. The first forty took a long time to reach, but she finally reached it and did her beer bong like a champ. By this time, her drinks were quadrupled because she got the same card four times. The next time through, the numbers looked like an easy run through, and her last card was a 2. Sure enough, she went through, and I barely looked at the card before I flipped it on the last card (it’s difficult to lose on a 2). Well, a 2 came up, leaving her drinks times five! Since it was the last card, it was forty sips, thus she had to do another beer bong just after the first one.


Road Block or Pay the Toll


This game requires mass consumption of beer, so it’s best to use bottles; otherwise it could get messy. Similar to Fizz Out.
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What you need: Shot glass, deck of cards

Players: 2; one deals while the other plays

Object of the Game: To successfully guess high, low, or same through six cards in a row


Key Rules:

1. A player drinks if he guesses wrong on high/low. The amount of drinks equals the position in the row of the card that he guessed wrong. (If the player gets the third card wrong, he drinks three.)

2. Whenever a player gets one wrong, he always restarts at the first card on the left.

3. If the player draws a card that is the same as the one he is guessing on, all drinks are now doubled for the rest of the game. If it happens again, all drinks are now tripled from that point forward.

4. A given rule for this game: if a player deals for you, you must get a chance to deal for them.

5. Players must pay the toll by taking a shot after they guess three correct in a row.



How to Play:

Set up three cards in a row, faceup, then a shot glass, then three more cards faceup on the other side of the shot glass. The object of the game is to complete all of the cards by guessing higher, lower, or same.

The game starts at the first card on the far left of the shot glass. The first player guesses if the next card in the deck is higher, lower, or same. This card is placed on top of the first card on the left. If the player is right, he moves to the next card. If he is wrong, he takes a shot of beer. Then, play restarts from the first card. If the player gets one right, then the next one wrong, he must take two shots. After the third correct guess, the player must pay the toll (take a shot). The game ends when the player reaches all six cards without getting any wrong or finishes the deck.

Strategy:

Like any guessing game, there isn’t much you can do. Go with your gut, and when that doesn’t work, then go with your brain. When that doesn’t work, random guessing is your best bet.
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High Low


This is a fun game when there are a lot of people that aren’t really paying attention, because someone will eventually get screwed.
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What you need: Deck of cards

Players: The more, the merrier1

Object of the Game: Successfully guessing higher, lower, or same for five cards in a column


Key Rules:

1. Player must guess if the next card in the deck is higher/lower than the top card down.

2. Player cannot pass until they guess five cards right in a row.

3. A player doesn’t have to pass once they get five correct; they can keep playing and pass at any time.

4. A player drinks the position that they guessed wrong (fourth card wrong, drink four) and the cards are cleared except the top card. The player now guesses on the top card.

5. If the same card comes up (and the player did not call “same”), two columns are now formed (see diagram). Any numbers of columns can be formed as long as the same face number keeps coming up. A player cannot pass his turn until there is only one row remaining, and they get five correct in that row. When the piles are split, the player may guess on either pile at any given time. (Note: the two piles are thought of as their own separate games. If the player guesses wrong on one pile, it has no direct effect on the other pile.)



How to Play:

One person deals and flips over the first card. The first player starts by guessing whether the next card in the deck is higher or lower than the card that was flipped. If the player guesses right, the dealer forms a column with each card layering over the previous card (so you can still see the previous cards). If the player guesses wrong, he must drink the position he got wrong. The dealer now clears every card except the top card. The player guesses whether the next card is going to be higher, lower, or same and continues until he gets five correct in a row.

A player can pass his turn once he gets five correct in a row. The new player assumes the five cards left from the previous player. The next player guesses whether the next card in the deck is higher, lower, or the same as the fifth card passed to him. If he is wrong, he drinks six drinks.

Variation:

Some people play that when a person gets five cards right, the cards are cleared and not passed to the next player. It is a little less drinking, but if they aren’t cleared, the next person automatically starts with five drinks showing.

Strategy:

This game is just dumb luck. Throw out a stupid guess like higher on a 10 once in a while; you would be surprised at how often this works. In this game, go with your gut, because we all know you can’t trust your brain when drinking.

Story:

High/low is a big game of chance. I have seen people have up to five or six rows to clear. My roommate used to always team up with another kid; they would alternate who would guess, but both of them would drink when they got one wrong. In my opinion, teams seldom work out: I think they just wanted to drink (who can blame them).

Categories


This is a very fun game with several different versions (depending on what rules people use). It’s a good game to get the night started.
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What you need: Deck of cards

Players: The more, the merrier

Object of the Game: To go through all the cards in the deck


Key Rules:

1. On even-numbered cards, the player must drink the card’s value. (If you want, make the 10s socials.)

2. On odd-numbered cards, the player gives the card’s value to someone else to drink.

3. Jacks make the player the question master, until the next player draws a jack. Variation: Jacks are a category (which is where the game gets its name). Pick a category like beer, then give an example. Each player, in the order they sit, must name a beer until someone repeats or cannot think of one. (We don’t often use this rule because it can go on forever.)

4. Queen: Make up any rule you want. (Note: you may want to exclude yourself when making the rule.)

5. King: Whoever picks the king says one word. The next player must repeat that word and add one word. The sentence keeps going until someone screws it up. They must drink three for screwing up. (Note: the sentence doesn’t have to be grammatically correct. In fact, it’s more fun if it isn’t!)

6. Ace: The first three aces equal five drinks. Whoever gets the last ace must finish their beer. Variation: On the last ace, take ten drinks.



How to Play:

Place all the cards facedown in the middle of the table in a random pattern.

For 10s, Jacks, Queens, Kings, and Aces, follow the above rules.

The game begins with the first player drawing one card and following the rules for each card. Then the next player goes.

Strategy:

Pay attention to the question master and to the sentences. Be careful with the rules you make because there are four queens. If you really screw someone over, they can (and most likely will) get you back.

Story:

This game is a lot of fun, especially if you incorporate someone’s name into the sentence: “Jim plays with monkeys and likes licking butts.” Remember, the sentence doesn’t have to make sense. A favorite of ours is to use all nouns or repeat words like “The tree the.” That really throws people off.

A good category is to say things in this room that are brown (or any other color). Categories can be used to screw people over. For instance, say you want a person two down from you to drink. You ask, “Answers to true and false questions.” You give one answer and the person sitting next to you says the other answer, leaving the third person to drink. You can use whole numbers between 1 and 4, or letters between A and F.

Kings


This game is similar to Categories but has a different rule for the kings. Everyone must pay attention.
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What you need: A big plastic cup, deck of cards 

Players: The more, the merrier

Object of the game: To go through the cards in the deck without picking the last king


Key Rules:

1. For all 2s, 3s, 7s, and 8s. Red: to the heart. Drink that number. Black: give it back. Give out (in drinks) that number.

2. 4: All girls playing drink

5: Thumb master

6: All men playing drink

3. 9: Pick a word and the next player must rhyme it. This goes around until someone cannot rhyme with the word or repeats something already said. The penalty is three drinks.

4. 10: Social.

5. Jack: Question master or category

6. Queen: Make up any rule. (Note: you may want to exclude yourself when making the rule.)

7. King: For the first three, fill the big cup as much as you like. The person who draws the last king has to finish the cup.

8. Ace: Waterfall.



How to Play:

Place all of the cards facedown, in the middle of the table in a circle pattern around a big plastic cup that is empty. The game begins with one player selecting a card; the player to his left goes next.

Strategy:

You can screw people over with the rhyme game by choosing words like orange or purple as they have no words that rhyme with them.

Stay away from picking the last king, because that cup gets pretty warm after a while.

High Stakes


This game is funny because you can look like an ass betting on the wrong card.
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What you need: Deck of cards

Players: The more, the merrier

Object of the Game: To successfully guess whether the next card in the deck is higher, lower, or the same as your card


Key Rules:

1. Players cannot look at the card they draw.

2. Players can bet any number of drinks on whether the next card in the deck is higher or lower than the card on their forehead. If they are right, they can make anyone drink their bet. That player gets to pick again. If they are wrong, they have to drink their bet and play moves to the next player.
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