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DEDICATION

We dedicate this book to our darling grandchildren, Rebecca, Adam, Benjamin, Joshua, Sarah, and Jacob, who are more fun than a barrel of monkeys—but also know that sometimes it’s necessary to do what you have to do, not what you want to do. From generation to generation, we hope this book continues to spark your love of language, your appreciation for the art of conversation, and your zest for lifelong learning. We also know it’ll remind you of all the fun times we had coming up with these expressions together.

Love,

Grandma Shirley and Grandpa Harold

And to our children and children-in-law who have made us proud:

We think you’re all the cat’s meow.

Love,

Mom and Dad/Shirley and Harold
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THE STORY BEHIND SO TO SPEAK


“It looks like you all have ants in your pants!” said my wife, Shirley. We were reading to our grandson’s kindergarten class, when we noticed the children starting to squirm.

“Ants in your pants?” asked a tiny boy.

“That’s funny!” yelled a girl with a big grin.

Shirley closed the book, smiled, and explained the unfamiliar expression. “It means you’re fidgeting, as if there were ants crawling up the leg of your pants.”

“Ewwwwww,” said a boy. At that moment, everyone—including the teacher—started to laugh.

Sensing she was on a roll, Shirley asked, “Can anyone think of another expression about bugs or insects?”

“There’s busy as a bee!” I chimed in. Several children nodded.

“My mom says I’m a social butterfly!” said a girl.

“Snug as a bug in a rug,” exclaimed our grandson, Jacob. “Grandpa taught me that!”

Soon, several children were flapping their wings and buzzing around the story-time rug as they shouted out expressions. For two educators—Shirley had been a teacher, and I a middle school principal—it was a memorable moment.

As we drove home, we couldn’t stop giggling. After I pulled into the driveway, Shirley turned to me with bright eyes. “You know,” she said, “this would make a great book.”

I had been thinking the exact same thing.

Thirteen years, twenty-six legal pads, and countless conversations later, we ended up with the book you now hold in your hands. It is the largest collection of its kind, with more than eleven thousand English-language expressions curated and categorized in a uniquely entertaining way.

From the start, we made a conscious decision not to use the internet to find new expressions, and not to look at other collections. Every expression we include here is one we heard with our own ears or saw with our own eyes—on radio and TV, at the theater, at lectures and debates, in everyday interactions, in books and newspapers we were reading. We took suggestions from family, friends, and people we met in our daily lives, jotting down each new expression on the crisp white shirt cardboards from our dry cleaner that Shirley repurposed as scrap paper. (We soon moved on to those many legal pads, and eventually a computer spreadsheet, to keep track.) We also drew upon our own memories.
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During the decade-plus of gathering, culling, and categorizing, we hit some milestones. At five thousand expressions, our son-in-law helped us weed out duplicates by coming up with an algorithm so that each expression appears only once in the book. And as we neared the nine-thousand-expression mark, we offered our grandkids a modest bounty (a dollar per new expression). All in all, this project has been a labor of love (to use a favorite expression), and a true celebration of the love of language with the love of my life.

After sixty-five wonderful years of marriage, I lost Shirley in 2016. There is not a day that goes by that I don’t miss her immensely. At first, I felt I couldn’t continue the project without her. But during a gathering at our home after she passed away, friends began spontaneously sharing expressions in her honor, and I knew that I needed to finish our book.

Every time I hear an expression, I feel Shirley’s humor, beauty, and intelligence. This book comes from both of us, with warm wishes. Our hope is that it keeps you on your toes, jogs fun memories, and knocks your socks off!

Harold Kobliner
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WHAT MAKES SO TO SPEAK FUN

We use expressions all the time, often without much thought. When you feel sick, you’re under the weather; when you feel great, you’re on top of the world! If you don’t speak up, it could be that the cat’s got your tongue, or maybe it’s just a frog in your throat. You may be fine with half a loaf, or you may insist on the whole enchilada. No matter if you’re a smart cookie or a tough one, you—and most everyone you know—has a veritable smorgasbord of expressions stored deep in your brain.

But expressions are more than just words; they tell a story of who you are, where you lived, and when you grew up. Someone who says a friend is all hat and no cattle is likely from a different neck of the woods than the person who asks What am I, chopped liver? Expressions also offer a clue as to when you came of age: if you ask for the skinny on a rumor you hear, you’re almost certainly longer in the tooth than if you ask someone to spill the tea.

Okay, now you’re thinking, that all makes sense. But what do you do with a book of thousands of expressions?

Here’s where we show you the ropes.

First, try flipping through the book breezily, moving among its sixty-seven carefully curated, sometimes-quirky categories of expressions, from “Animals” to “Arts & Entertainment”; from “Colors” to “Gambling”; from “Love & Kisses” to “Royalty” to “Science & Technology.” You may start to notice that each expression is categorized based on a key word rather than its overall meaning, leading to some entertaining results. Take the expression “a sting operation.” You might think it goes in the “Law” category, since it conjures up an image of FBI agents going undercover to infiltrate a criminal enterprise, but that’s not the case. Because the expression pivots on the word “sting,” we placed it in the “Birds, Bats & Insects” category—which includes close to two hundred other expressions, some obvious (busy as a bee, a wild-goose chase, fly the coop) and others less so (a chick flick, a flea market, search the web). For us, debating with each other over where to place each expression was incredibly time-consuming—but also one of the most fulfilling aspects of creating So to Speak. (That said, since categorizing expression is more of an art than a science, we won’t be surprised if you take issue with some of our choices!)

Meanwhile, if you’re itching to tap into your inner linguist, go to the back of the book to find blank pages for recording your favorite expressions, jotting down ones we missed, or even creating expressions of your own. You might find some surprises along the way. Take the case of our friend Diane, who loved using her mother’s old Irish saying “as fast as O’Grady’s dog” to describe someone who moves quickly, as in: “Right when the waiter brought the check, Michelle left the restaurant as fast as O’Grady’s dog.” One day, Diane met her mother’s childhood friend, who launched into a story about the infamous neighborhood dog that always ran away from its owners, the O’Gradys. It suddenly hit Diane that as fast as O’Grady’s dog wasn’t an old Irish expression at all—it was a personal one known only to her mother’s family and neighbors!

Once you’ve dipped your toes in, you’ll see that So to Speak is a catalyst for endless conversations among people of all ages—and some of the most fun can be had by reading it aloud with friends and family. Sharing expressions is a low-pressure way for children and parents to connect, and to unplug from everyday life. (Studies show that this type of interaction tends to reduce family stress and improve kids’ behavior overall.) Whether it’s grandparents offering up their favorite expressions from childhood, kids helping adults keep up with the latest lingo, lifelong friends reminiscing about old times, or new friends swapping sayings from their varied backgrounds, So to Speak will spur discussion and debate, while encouraging the art of listening and celebrating the joy of words.
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PLAYING GAMES WITH SO TO SPEAK


Here are twenty-five games you can play with So to Speak to turn gatherings of friends or family into raucous game nights. Take a look:

1. FAST TALKER.

Choose a category and set a timer for one minute. When the timer starts, each player yells out expressions that fit into that category—and whoever yells the most in that one minute wins. (So, if you picked the “Body” category—which has more than eight hundred expressions—you’d think of ones like tongue-tied, head honcho, break a leg, go to the head of the class, and left bone dry.) To bump it up a level, choose a single word that’s popular within a given category—for example, the word eye from the “Body” category—and see who can come up with the most expressions (like: an eye for an eye, eyes on the prize, in the blink of an eye, the apple of my eye, an eagle eye, eyes in the back of your head). You can make this even harder by choosing a more obscure category like “Containers,” which includes a basket case, a melting pot, a mixed bag, case closed, the bucket list, keep a lid on it, and hit the sack.

2. CLUE ME IN.

Put players into two teams and agree on a category in So to Speak—making sure all players know what it is. One player from each team will go head-to-head. Have these players turn to a page in the chosen category. Set a timer for two minutes and—starting from the top left of the page and working down the list of expressions in order—have Player A describe each expression to their team, but without using any of the words in the expression itself. (The player might describe brave as a lion by saying it’s “when you have the courage of a big cat.”) After the two minutes are over, count how many expressions Team A got, then set the timer for two minutes and let Player B continue by describing the list for their team. Go back and forth until the entire category list is done, at which point the team with the higher tally wins!

3. REAL OR FAKE.

A good poker face helps here. Have a player flip through So to Speak and either find an expression or just pretend to do so and make one up. The player announces the expression (whether legit or invented) to the group, and each of the other players vote on whether it’s real or fake. (For instance, is the saying reliable as Epsom salt a real one? And what about a yellow dog contract?) After the player reveals whether their expression is real or not, tally up the number of incorrect guesses and move on to the next player. After each player has had two turns, the player who received the most incorrect guesses wins. (In case you’re wondering, reliable as Epsom salt is fake, and a yellow dog contract is real.)

4. TIME TO ACT OUT.

For this expressions-oriented take on charades, start by breaking up into two teams. Choose one player from each team to be performers and have those players decide on a category, which they then reveal to the group as a clue. Next, the performers silently agree on an expression and go head-to-head acting it out—without making any sounds! The first team to guess the expression wins.

5. LIST-OFF.

This is like FAST TALKER but working in teams and using paper and pencil. Put players into two teams, open up So to Speak, and agree on a category. Set a timer for two minutes and see which team can think of the most expressions in the chosen category. But be careful—if your team writes down an expression that doesn’t exist, subtract one from your total count.

6. TOMATO, TO-MAH-TO, POTATO, PO-TAH-TO.

There are no winners or losers in this game—but it’s a great way to learn how language changes over time. Break players into two teams, making sure that each team has members of different generations (if possible). Teams must think of one old-school and one modern-day expression that mean the same thing. (For instance, Grandpa might call Grandma sweetie pie, while you call your significant other BAE—or maybe your great aunt’s knee-slapper makes you LOL.) Once each team thinks of its pair of expressions, present them aloud to the group.

7. SONGBOOK.

This one works best by splitting the group into two teams. Have each team peruse So to Speak and choose three expressions from any category in the book. (Let’s say you choose get under my skin, have egg on your face, and an olive branch.) Set a timer for ten minutes, and let each team write a song—we’re thinking a parody of a well-known song, but you can also make up one of your own—making sure to incorporate all the chosen expressions. (Maybe you’ll sing, “Welcome to the Hotel California, such a lovely place, with egg on my face…”) Each team presents its song to the group, and everyone votes on the winner.
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8. ALL’S FAIR IN LOVE AND EXPRESSIONS.

This one, a take on The Newlywed Game, is great if you’re in a group of couples. To start, have one member of each couple leave the room—and make sure they can’t hear what’s going on. With the remaining players, come up with a personal relationship question; for example, “What is your partner like in the morning?” Look through So to Speak to find three expressions that answer the question; you might choose bright-eyed and bushy-tailed, in a snit, and dog tired. Ask players to choose one expression that best describes their partner, then invite the partners back into the room. Share the question and the three possible answers. Go couple by couple to see if the partners can guess how they were described by their significant others—giving a point to each couple that guesses correctly. Keep playing, rotating who has to leave the room, until one couple scores five points.


9. YOU CAN READ ME LIKE A BOOK.

Have one player secretly pick another player in the group—let’s say Mom picks Grandpa—and hand her So to Speak. Let Mom peruse the book to find three expressions that describe Grandpa, which can be either complimentary or not so much. (Maybe she chooses to describe him as wise as an owl, a family man, and slow on the uptake.) Have Mom share her chosen expressions with the group, and then give every other player a chance to guess the person she’s describing. Once everyone guesses, Mom reveals the truth—and anyone who guessed Grandpa gets a point. (As a bonus: If Grandpa guessed himself correctly, he gets an extra point! To thine own self be true, after all.) Play until one player scores ten points.

10. SPEAKING IN TONGUES.

This game tests who can keep a conversation going the longest while only using expressions. Pick a random page in So to Speak and have two players sit side-by-side, so that each player can see the page. Set a timer for one minute, and let each player silently review the page to get familiar with its expressions. When the timer is up, the players enter into a conversation with each other—and are required to insert an expression from the page into each sentence they speak, without repeating any expression already said. (Players can keep consulting the page for help.) Player A might say, “Stop being such a wet noodle!” And Player B might respond with, “Why are you all up in my grill?”—you get the idea. A player wins when their opponent fails to work an expression into a sentence of the conversation within ten seconds.

11. QUIPPED FROM THE HEADLINES.

Who says expressions can’t be topical? For this game, one player acts as emcee and presents a recent newspaper story to the group. (For instance, say the emcee shares news that Prince Harry and Meghan Markle just started their own reality show.) Next, pass So to Speak around the group of other players, giving each player thirty seconds to silently choose an expression to describe the news story. Once everyone’s had a chance to choose, each player presents his expression to the emcee, who then picks their favorite, declaring the winner of the round. (One player might say that Harry and Meghan will be rolling in the dough, and another that their show will cause them a royal pain.)

12. ALPHABET SOUP.

This game starts with a question to the group, such as: “What are ways to describe a fun night out?” Put players into two teams, give each team a pencil and a pad of paper, and have each write the letters of the alphabet from A to Z vertically on the left side of a sheet of paper. Then it’s a race to see which team is quickest to fill in one expression (answering the original question) starting with each letter of the alphabet. (Maybe a fun night out is awesome sauce, a barrel of laughs, and has you caught up in the moment—you get it!) While thinking up expressions, each team gets So to Speak for sixty seconds at a time, passing it back and forth for help. First team to complete the alphabet wins.

13. PASSWORD FOR WORDS.

Those who remember the classic game show Password will love this one—it’s the same thing, but with expressions. Break players into two teams, with each team choosing a player to go head-to-head against another, and have these players silently agree on one expression from So to Speak (like cool as a cucumber). Then let Player A say just one word to try to get their team to guess the expression (maybe they say “nonchalant,” but their team can’t guess the expression). Next, Player B says just one more word to try to get their team to guess the expression (maybe they say “pickle,” and their team is able to guess the expression—score one for Team B!). Keep playing until one team gets to ten points.

14. WHAT’S YOUR STORY?

This game gives everyone a shot at being an author. Give each player a pencil and a pad. Pass So to Speak around the circle, letting each player pick a random page, choose an expression from the page, and read that expression aloud while all the other players, including the reader, write it down. (Each player needs to choose an expression they know, and then explain its meaning to the group.) All players will end up with the same list of expressions on their sheet of paper. Set a timer for ten minutes and have each player write a short story that uses all the expressions—and maybe even uses a few extras for added effect. When the timer goes off, take turns having all the players read their stories aloud—and then let everyone vote on their favorite. The player with the most votes wins the round, and the game ends once one player wins three rounds.

15. QUICK ON THE DRAW.

This one’s perfect for budding artists. You’ll need two pads of paper, pencils, and a wild imagination. Break players into two teams. Choose two players as artists—one from each team—to go head-to-head. One artist picks a random page of So to Speak, and the other artist closes their eyes and points to an expression—then both look at the expression without saying it out loud. The artists then draw the expression for their teams, without any talking or writing out words. The team that correctly guesses the expression first wins the round, and the team that wins five rounds first—choosing new artists every round—wins the game. (Some expressions will be easy to draw—think a snake in the grass—and others less so. For instance, how would you draw a disappearing act?)

16. RHYMIN’ SIMON.

Gather all players in a circle, open So to Speak, and agree on an expression as a group. (Let’s take on the chopping block.) Give everyone two minutes on their own to think up other expressions that rhyme with the chosen phrase, using So to Speak as a resource. Have one player start things off by reading the original expression, then go around the circle with each player saying a new rhyming expression (how about eat the clock or state of shock). Each player’s turn lasts ten seconds; if the player can’t shout out a rhyme within that ten seconds, they’re eliminated. The round continues until just one player is left. Pick a new kick-off expression (preferably with a different rhyme scheme) for each round.

17. EGG HUNT.

This is perfect for the little ones in your family. You’ll need a dozen or more plastic Easter eggs (the kind that open up), and just as many scraps of paper. Open So to Speak to the “House & Home” category, which is full of expressions about items around the house, and find expressions that correspond to various things in your home. Write these down on the scraps of paper, then put one scrap in each egg and hide the eggs near the corresponding household objects. (Maybe put the greatest thing since sliced bread by your toaster or hide the breakfast of champions in the cereal cabinet.) Then send your kids on an egg hunt, making sure to read and explain the expression inside each egg they discover. As a bonus, add candy!

18. FUNNY BUSINESS.

Calling all aspiring comedians—it’s time to play expressions improv. Choose one person to play the director and have them turn to a random page in So to Speak. They then call out up to five expressions from the book, and the other players have to immediately jump into a comedy sketch incorporating the expressions they’ve just heard. To spice things up, the director—at any time—can throw out another batch of expressions, and the comedians need to adjust on the spot. This one’s guaranteed to be a laugh a minute.

19. MEMORY GRID.

This one is good for your memory, so the very old and very young might have fun with it. Give each player a pad and pencil and have them tear sheets of paper into roughly the size of playing cards. Take turns going through So to Speak to find “pairs” of expressions—expressions that have at least one word in common. (The devil is in the details and speak of the devil are a pair; so are the apple of my eye and the eye of the storm.) When a player finds a pair, they should write down each expression on its own card. Once the group has sixteen completed playing cards (that’s eight pairs of expressions), shuffle all the cards and lay them facedown in a four-by-four grid on a table. Each player then takes a turn flipping two cards at once; a player gets to keep the cards if they uncover a pair, plus gets to flip another two cards as a reward. As soon as they don’t get a match, their turn is over. (Players can get better as the game goes on by trying to memorize the grid.) Continue until there are no cards left on the grid. Whoever has the most cards wins.

20. DRAWING A BLANK.

Choose one player to be emcee, hand them So to Speak, and let them scan the book to find a bunch of expressions that contain the same word. (Let’s say they pick the word mad.) Have them silently pick just one expression as their secret choice (let’s say they choose a mad dash), then have them announce the word (mad) to the group. Go around the circle, letting each player guess the secret expression. (Maybe players make good—but wrong!—guesses, like mad money, mad as hell, and madman.) Keep going until a player guesses right. Give a point to that player, and give the emcee a point for each wrong guess during the round. After everyone has a turn as emcee, the player with the most points wins.

21. MY MAMA TOLD ME.

Pass out pencils and paper and for five minutes have each player write down phrases that their elders—parents, teachers, grandparents, other relatives—use regularly, or used growing up. Next, go around the circle sharing these expressions, and have the group guess what each one means. If the group doesn’t know a certain expression, the player who thought of it can share its meaning. After all the expressions are shared and discussed, look at the last category of So to Speak—“Our Favorite Family Expressions & Nana-isms”—to see if any of your family expressions match ours. (If so, maybe we hail from the same side of the tracks.) This one’s also a great litmus test for couples who are getting to know each other!

22. PARTS OF SPEECH.

Give each player a pencil, a pad of paper, and a copy of So to Speak. (If you only have one copy, put it in the center of the table and share.) Choose one player to be emcee and have them pick any word and announce it to the group. (Let’s say they choose intelligent.) Set a timer for five minutes and have the other players try to think of three different expressions (using So to Speak as a resource) that describe the emcee’s chosen word—with one big catch: one expression has to be a noun (or noun phrase), one has to be a verb (or verb phrase), and one has to be an adjective (or adjective phrase). To match intelligent, for instance, someone might write a smart cookie (noun), firing on all cylinders (verb), and smart as a whip (adjective). Players who come up with all three parts of speech before the timer goes off get one point. Keep playing until someone gets three points. (If you want an easier version of this game, just pick one part of speech, like nouns/noun phrases.)

23. GUESS MY CATEGORY.

Time to go in reverse. Put players into two teams and have one player from each team go head-to-head against each other. Have these players turn to a page in So to Speak, keeping it a secret which category they’re in. (Let’s say they choose the “Sleep & Dreams” category.) This is when it gets a little tricky: Have Player A read one expression aloud from the chosen page, after which Team B—the other team—has a chance to guess the category. (So, Player A should try to choose an expression that doesn’t give the category away; maybe they choose let sleeping dogs lie, and Team B wrongly guesses the “Animals” category.) If Team B is unable to guess the category, have Player B read a different expression aloud from the chosen page and give Team A the chance to guess the category. The first team to guess the category correctly wins the round. Keep playing, switching which team goes first each round, until one team wins five rounds. (If you need some help with this one, consult the table of contents to see the full list of categories.)


24. MATCHMAKER.

Give each player a pencil and a pad, and have all players silently write down five subjects (names, places, or things) on a piece of paper. Then cut up the pieces of paper so each item is on its own strip and pile all the subject strips in a bowl. Next, pass So to Speak around the group and let each player write down ten expressions from the book (making sure to choose a variety of expressions). Then have each player cut the expressions into strips and hold on to their pile. Choose a judge and have them pick one subject strip from the bowl and read it aloud—let’s say it says “Bill Gates.” Each player then chooses one expression strip that best fits the subject—maybe sharp as a tack, a whiz kid, or a bookworm—and passes it to the judge facedown (so they can’t tell which expression came from which player). Once everyone has handed over their strip, the judge mixes them up and reads them out loud, then chooses their favorite to determine the winner of the round. The winner gets the subject strip as a prize. After you play seven rounds, using a new judge for each round, the player with the most subject strips wins!

25. EAT YOUR WORDS.

This real-life cooking challenge is a different kettle of fish indeed—and less a competition than a fun culinary learning experience, especially for parents and little kids together. Open So to Speak to the “Food & Cooking” category and put together a three-course meal with an expression paired to each course. Start with an appetizer (soup’s on, perhaps?), move on to the entrée (make sure to use your noodle when cooking spaghetti), and to finish up? Maybe it’s time to let them eat cake after all.

BONUS GAME: NEEDLES ALL OVER.

You’re only allowed to play this game after playing every other game in this section, as it requires knowing So to Speak inside out. We hid one very special expression, like finding a needle in a haystack, in seven places throughout So to Speak, including where it rightly belongs (in the “Farm” category). Can you find all seven instances? (If you do, head to our website, SoToSpeakBook.com, to let us know!)
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THE EXPRESSIONS





Can you guess the expression each picture represents?
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    1. Buffaloed    2. The lion’s share    3. Play cat and mouse    4. At a snail’s pace







ANIMALS







	
Clam up

	Happy as a clam

	An old crab

	Crabby

	Slippery as an eel

	A big fish in a small pond

	Bigger fish to fry

	Catching the big fish
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	A cold fish

	He drinks like a fish

	A fine kettle of fish

	A fish out of water

	Like a fish to water

	Go fish

	Gone fishin’

	Neither fish nor fowl

	Only dead fish go with the flow

	Other fish to fry

	Plenty of fish in the sea

	Live in a fishbowl

	A fishy story

	Something’s fishy

	A fluke win

	Stuffed to the gills

	Holy mackerel!

	Like a salmon

	Packed in like sardines

	Jump the shark

	Keep the sharks at bay

	The sharks are circling

	Swimming with sharks

	Come out of your shell

	A shell of himself

	Shell out

	Withdraw into your own shell

	A shellback

	A whale of a time

	Bear a grudge

	A bear hug

	Bear the brunt

	Bear with me
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	Bear witness

	Bring to bear

	Can’t bear to think about it

	Gruff as a bear

	Lose your bearings

	Be bearish

	Bad news bears

	Buffaloed

	The straw that broke the camel’s back

	Get over the hump

	Hump day

	An alley cat

	Bell the cat

	A cat burglar

	Cat got your tongue?

	Cat nap

	Like a cat on a hot tin roof

	Like a cat on hot bricks

	Cat’s cradle

	A cool cat

	A copycat

	A copycat crime

	Curiosity killed the cat

	
A dead-cat bounce

	A fat cat

	Grin like a Cheshire cat

	Let the cat out of the bag

	Look what the cat dragged in

	Nervous as a cat having kittens

	Not enough room to swing a cat

	Play cat and mouse

	A scaredy-cat

	There’s more than one way to skin a cat

	Walk the cat back

	The cat’s meow

	The cat’s pajamas

	When the cat’s away…

	Fight like cats and dogs

	Like herding cats

	Raining cats and dogs

	Catty-corner

	Feeling frisky

	Cute as a kitten

	Weak as a kitten

	Dip into the kitty

	Feed the kitty

	A leopard never changes its spots

	Brave as a lion

	Lionhearted

	In like a lion, out like a lamb

	The lion’s share
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	Twist the lion’s tail

	Walk into the lion’s den

	Lionize

	Throw to the lions

	Pussyfoot around

	The roaring ’20s

	Easy, tiger

	A paper tiger

	Have a tiger by the tail

	A tiger can’t change its stripes

	A tiger mother

	Gee whiskers!

	A deer in the headlights

	Swift as a deer

	Go stag

	A stag party

	Bark at someone

	Bark at the moon

	His bark is worse than his bite

	Bulldog determination

	Attack dog

	A dog and pony show

	The dog days of summer

	A dog in the manger

	Dog someone

	Dog tired

	A dog whistle

	Like a dog with a bone

	That dog won’t hunt

	Dog years

	Dog-eared pages

	A dog-eat-dog world

	A dogfight

	Every dog has its day

	A hangdog look
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	Have no dog in this fight

	A lap dog

	Meaner than a junkyard dog

	Put on the dog

	A shaggy-dog story

	
Sick as a dog

	The tail wagging the dog

	The top dog

	Treat like a dog

	The underdog

	Wag the dog

	Crooked as a dog’s hind leg

	In a dog’s age

	A dog’s breakfast

	A dog’s day

	A dog’s life

	Not a dog’s chance

	Dogged pursuit

	A doggie bag

	A doggone shame

	In the doghouse

	Barking dogs seldom bite

	My dogs are barking

	Crazy like a fox

	He’s a fox

	Like a fox guarding the henhouse

	A fox in the chicken coop
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	Sly as a fox

	Outfoxed

	Foxy lady

	To hound

	Clean as a hound’s tooth

	Keep on a short leash

	Strain at the leash

	Put a muzzle on it

	Ahead of the pack

	Leader of the pack

	Pull away from the pack

	Puppy love

	A big bad wolf

	Cry wolf

	Hold the wolf by the ears

	Keep the wolf from the door

	A lone wolf

	A wolf in sheep’s clothing

	Wolf down

	A wolf whistle
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