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INTRODUCTION

If you’re looking to astound your friends or impress a hot date, look no further—you’ve come to the right place. Whether you’re a seasoned pro or a total novice, Big Bad-Ass Book of Bar Bets and Drinking Games will ensure that an otherwise lame Friday or Saturday night becomes an inebriating round of drinking fun. Packed within these pages you will find one hundred bets and one hundred games to choose from.

Put your bar bet skills to the test and learn how to do amazing tricks with toothpicks shaped like dogs, lemons that spark fires, bottle caps that fly, coins that disappear, and more. Each bar bet includes level of difficulty (on a scale of one to three), what you’ll need to perform the bet, and step-by-step instructions.

Or, round up a group of friends and try your hand at some college classic drinking games, or a ton of brand new ones you’ve never even heard of, involving playing cards, dice, ping-pong balls, coins, shot glasses, and more. Each drinking game includes level of buzz (how drunk you’ll potentially get on a scale of one to three), what you’ll need to play, and step-by-step instructions. Since pretty much every drinking game involves beer, you will not find it on the list of items you’ll need to play, so think of it as a given. You’ll also find a short list of general instructions to use for all the games, smart suggestions and tips throughout, and some fun extras.

Some of the bar bets and games that you come across will be crowd-pleasing classics or party favorites that you may already be familiar with, but don’t be surprised if the rules are slightly different than what you are used to. In a lot of cases, I’ve offered my own unique twist to mix things up a bit. Furthermore, classic drinking games have been passed down from generation to generation, and there are bound to be differences and modifications made along the way. Continue playing in that spirit. If you aren’t happy with the rules or are used to playing a different way, feel free to tweak them. Other bet bets and games in the book will be completely original, and the hope is that they will be enjoyed as much as the classics.

The instructions for all bar bets and games were designed so that even the most foolish or sloshed player will understand them, and the small travel size makes the bets and games perfectly portable if you want to take your fun on the road. Or better yet, simply gather a group of smashed buddies and set up shop at home! Regardless of the location, you’re in for a night you may or may not remember, so do everyone a favor and try to have a good time, won’t you? Cheers!


THE BAR BETS

[image: images]

You know you can be pretty sneaky, so why not win some beers for it? Be the envy of the crowd by studying and practicing the following bar bets. What’s a bar bet? It’s when you bet or challenge an opponent that you can do something that they can’t. And what’s better than that? Once you read through the following one hundred bets, you’ll have the skills and the knowledge to perform so many tricks that no one will ever think to call you dull again. Besides amazing all those around you with your cool tricks and impressive skills, you’ll be betting your friends that if you win the challenge, they’ll owe you a beer, a shot, the next round of drinks—it’s your call. You can thank me later.

[image: images]


3 BEERS


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]3 pints of beer (no bottles or cans)



	[image: images]3 shots





STEP 1: Bet your opponent that you can drink three beers faster than he can drink three shots. Tell him that it can be any shot of his choice, you can’t touch each other’s drinks, and he has to give you a one-beer lead.

STEP 2: After you down your first pint, place it upside down on your opponent’s shot glass. He’s not allowed to touch your drink, so you are able to drink your last two beers and win the bet.


3 CUPS


	LEVEL OF DIFFICULTY	[image: images]

	 



	YOU’LL NEED
	[image: images]3 cups



STEP 1: Place three cups in a row so that the first and third cups are right side up and the middle cup is upside down.

[image: images]

STEP 2: Bet your opponent to make all three cups right side up by only taking three moves and by only turning two cups in each move.

STEP 3: When your opponent starts messing with the cups and gives up, reform the line, except this time you’ll put the first and third cups upside down and the middle cup right side up. Your opponent will most likely not be aware of this.

[image: images]

STEP 4: For your first move, turn over the first and second cups. For your second move, turn over the first and third cups. For your third move, turn over the first and second cups again.

[image: images]


360


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]a glass



STEP 1: Put a glass filled halfway with beer on the table and bet your opponent that he can’t turn the glass 360 degrees without the beer spilling out.

STEP 2: When your opponent gives up (the baby probably won’t even attempt it), hold the glass by its mouth.

STEP 3: Then swing it around 360 degrees. If your swing is swift and steady, inertia will cause the beer to stay in the glass and won’t spill out.

STEP 4: Put the glass back on the table.

[image: images]


5 QUESTIONS


	LEVEL OF DIFFICULTY	[image: images]



STEP 1: Tell your opponent that you will ask him a series of five questions and that all he has to do is answer them with the wrong answers instead of the right ones. Bet your opponent that if he messes up, he owes you a beer, and vice versa.

STEP 2: Start by asking your opponent what his name is. He should say any name but his own.

STEP 3: Ask your opponent what state he lives in. He should say any state but the right one.

STEP 4: Ask your opponent his favorite hobby. He should say any hobby but his favorite.

STEP 5: Ask your opponent what he ate for lunch. He should say the wrong food. [Note that you can ask your opponent any four questions you’d like.]

STEP 6: At this point, look mildly confused for a second and say, “Wait . . . how many questions was that?” Your opponent will say “four.” Ha! You got him to give you a right answer! If, however, your opponent is a smart-ass and gives you a wrong answer, say, “Damn, you played this game before?” He’ll say “no,” and that’s the right answer!


ACES


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]playing cards



STEP 1: Before performing this card trick for an audience, take the four aces from the deck and put them on the top of the deck. In front of your audience, shuffle the deck, but do not shuffle the four aces on top.

STEP 2: Tell your opponent to cut the deck into four piles. Make sure you follow which end the aces are on.

STEP 3: Start with the pile that is farthest away from the aces. Pick up the pile and transfer its top three cards to its bottom. Then take its next top three cards and place one on top of each of the other three piles.

STEP 4: Pick up the next pile (the pile that is second farthest from the aces) and repeat step 3. Do the same with the next two piles.

STEP 5: Bet your opponent a beer that you are magically going to make the aces in the deck jump to the top of each of the four piles. Snap your fingers and reveal the top card on each deck. It will be the four aces.


ACROBAT COIN


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]pint glass


	[image: images]coaster

	[image: images]cigarette

	[image: images]coin



STEP 1: Put a pint glass near the edge of a table or bar top. The reason for the glass to be placed near the edge becomes important later. Place the coaster on top of the glass, stand the cigarette in the middle of the coaster, and balance the coin on top.

STEP 2: Bet your opponent a beer that he has to get the coin in the pint glass, without touching anything and without introducing any new objects.

STEP 3: When your opponent gives up, bend down by the edge of the table and blow up on the coaster from underneath. The coaster and cigarette will fly away and the coin will drop down into the pint glass.


ALTERNATING SHOTS


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]7 shot glasses




STEP 1: Before performing this trick for an audience, line up seven shot glasses in a row and fill the fourth, fifth, and sixth shot glasses with liquor. It’s important to do this before you perform the trick for an audience. You’ll know why later.

STEP 2: In front of the audience or opponent, bet someone to change the pattern of the shot glasses so that they alternate shot with liquor, empty glass, shot with liquor, etc., or empty glass, shot with liquor, empty glass, etc. He is only allowed to move one of the shot glasses.

STEP 3: After your opponent gives up, pour the liquor from the fifth shot glass into the second glass. Then put the fifth glass back in its spot. The glasses now alternate empty shot glass, shot with liquor, empty shot glass, etc. It’s important to have step 1 set up before your audience or opponent arrives, because if he sees you pouring the liquor into the fourth, fifth, and sixth shot glasses, he’ll get the idea of pouring in his head and will have an easier time figuring out how to solve the bet.

[image: images]


BEER BOTTLES


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]2 empty beer bottles



STEP 1: Hold two empty beer bottles in your hand. The bottle on the bottom, bottle B, should be right side up and the bottle on top, bottle A, should be upside down. The beer bottles’ mouths should be touching.

STEP 2: Bet your opponent that he has to switch the bottles from mouths touching to bottoms touching, by only using the hand holding the bottles and without letting the bottles fall.

STEP 3: When your opponent gives up, use your thumb to push bottle A downward so that it turns over and becomes right side up. Drop it right next to bottle B.

[image: images]

STEP 4: Then use the rest of your fingers to pull the neck of bottle A upward so that the bottle is back up top, but this time it’s right side up.

STEP 5: Twist your wrist so your palm is facing down. The bottles should be parallel to the ground. While holding the mouth of bottle B, let the bottom of the bottle drop so that it is perpendicular to bottle A.

STEP 6: Twist your wrist so your palm is facing up. Bottle B is now standing straight up with its bottom in the air. Bottle A should still be parallel to the ground.

[image: images]
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STEP 7: Let bottle B slide down the length of your arm so that the tops of your fingers make their way to its bottom.

STEP 8: Push bottle A upward so it is now on top of bottle B. The bottles’ bottoms should now be touching.

NOTE: This trick will take a lot of practice and careful concentration, but don’t give up until you master it. You should practice over carpet or something soft so that the bottles won’t break if you drop them.

BEER CAN BALANCE 


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]beer can




STEP 1: This trick is one of the oldest there is, but the book wouldn’t be complete without it. Bet your opponent that he can’t make the can filled with beer balance on its bottom edge.

STEP 2: When your opponent gives up, open the can and drink about two-thirds of the beer. Then tilt the can just so, and rest it on its edge. It may take a little practice and just the right tilt, but keep trying and you’ll soon master it.

[image: images]


BIG BOX


	LEVEL OF DIFFICULTY
	[image: images]

	 


	YOU’LL NEED
	[image: images]11 toothpicks or matches




STEP 1: Arrange the toothpicks into the formation below.

[image: images]

STEP 2: Bet your opponent that he has to make one big box by only moving two of the toothpicks.

STEP 3: When your opponent gives up, move the toothpicks into the formation below.

[image: images]


BILL SNATCH


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]2 empty beer bottles

	[image: images]dollar bill



STEP 1: Place a beer bottle on a flat surface, a dollar bill on top of the bottle, and an upside down bottle on top of the bill. The bottles should be near the end of the bill, rather than in the middle.

STEP 2: Bet your opponent to remove the bill from the bottles without breaking any bottles or knocking them over. Your opponent will try to snatch the bill away from the bottles quickly, but he will be unsuccessful.

STEP 3: When your opponent gives up, hold the bill with one hand on the part of the bill that’s farthest from the bottles.

STEP 4: With your other hand, bring your index finger down very fast on the bill. The spot to hit is between your hand holding the bill and the bottles. If done correctly, the bill should slap down perfectly. The bottles might wobble a little but will not fall over.

NOTE: When you practice this trick, it’s a good idea to put some cushions down on the flat surface so the bottles don’t break if you drop them.

[image: images]


BOTTLE BALANCE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]empty beer bottle

	[image: images]lighter



STEP 1: Lay a lighter down on a table and put the empty bottle upside down on the lighter.

STEP 2: Bet your opponent to remove the lighter without knocking down the bottle.

STEP 3: When your opponent fails, place your index fingers about ten centimeters behind the lighter and bring them forward quickly so that you hit the lighter out from underneath the bottle. If done correctly, the mouth of the bottle will hit the table and remain upside down.


BOTTLE LIGHTER


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]matchstick

	[image: images]2 empty bottles




STEP 1: Bet a friend a beer that he can’t light the match using two empty bottles.

STEP 2: When your opponent gives up, hold one of the bottles against your chest and use the bottom of the second bottle to rub firmly against the first bottle.

STEP 3: When you have a decent-looking scratch on the bottle, strike the match against the scratch and light it!


BOTTLE ON WALL


	LEVEL OF DIFFICULTY	[image: images]


	 


	YOU’LL NEED
	[image: images]the corner of a room

	[image: images]empty beer bottle




STEP 1: You can only perform this trick in a room where the walls are drywall or plaster, but don’t let your audience in on this secret. Bet your opponent that he can’t stick an empty beer bottle to the wall. He will attempt to rub the bottle on a wall, but the bottle will fall. For this reason, make sure that the room is carpeted or that you have a cushion below the bottle to break its fall.

STEP 2: When your opponent gives up, go to the corner of the room and wedge the beer bottle in the corner where the two walls meet. Rub the bottle up and down a little. If the walls are drywall or plaster, the beer bottle should stick in the spot and stay in the air. Be forewarned that doing this trick could possibly cause some of the paint to rub off the wall or make a small mark. Like with any piece of art it’ll be worth it because the beer hanging on the wall will look really cool.

[image: images]


BOTTLE OPENER


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]unopened bottle

	[image: images]napkin




STEP 1: Need to open a bottle but don’t have a bottle opener? No problem. Bet your opponent that he can’t open a beer bottle by using only a napkin. Unless he has superhuman strength, he will probably hurt his fingers if he prods the bottle cap too hard with the napkin.

STEP 2: When your opponent gives up, take the napkin and fold it from one corner to the opposite corner so it looks like a triangle. Then roll the bottom of the triangle very tightly to the top.

STEP 3: Your napkin should now look like a stick. Fold the napkin stick in half and position it at the bottom of the bottle cap.


STEP 4: Hold the bottle down with one hand and use the other hand to pry the cap off with the napkin. With enough force, the cap will fly off the bottle.

[image: images]




BOTTLE PUSHER


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]pen (or pencil)

	[image: images]dollar bill

	[image: images]empty beer bottle



STEP 1: Keep the pen hidden in your pocket for steps 1 and 2. Place a dollar bill on a flat surface and put a beer bottle upside down on the middle of the bill, mouth side down.

STEP 2: Bet your opponent to remove the bill from under the bottle without touching the bottle or knocking it over.


STEP 3: When your opponent gives up, put your pen at one end of the bill and slowly roll the bill around the pen toward the mouth of the bottle. Do this very slowly and carefully and you will eventually push the bottle off the bill.

[image: images]




BOXES


	LEVEL OF DIFFICULTY
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	YOU’LL NEED
	[image: images]12 toothpicks (or matchsticks)




STEP 1: Set up twelve matches or toothpicks in the formation at right. Bet your opponent to make the four squares into three squares by only moving three matches. All of the matches have to be included in the formation of the boxes and there is no crossing or breaking of matches allowed.

STEP 2: When your opponent gives up, move three matches (faded matchsticks) to their new positions, as shown in the second formation.

[image: images]


BURNT MATCH


	LEVEL OF DIFFICULTY	[image: images]

	 

	YOU’LL NEED
	[image: images]at least 6 matches

	[image: images]knife

	[image: images]black marker

	[image: images]matchbox



STEP 1: Before performing this trick for an audience, you’ll need to do some setup. Light three of the matches and let them burn for a few seconds before blowing them out. You’re then going to make the other three matches look as if they are burnt too, but they really won’t be.

STEP 2: Pick up one of the unused matches and use a knife to carefully cut away some of the wood at the top of the match. Then use a black permanent marker to color the red head on the match and the top of the match where you cut away. Do this to the remaining two matches. When you’re satisfied that the unused matches look almost indistinguishable from the burnt matches, you’re ready to perform your trick. Put the dead matches in one of your pockets and the trick matches in your other pocket.

STEP 3: In front of your opponent, bet him that he can’t bring a dead match back to life. Hand him one of the dead matches and the matchbox, and watch him struggle as he attempts to light the dead match.

STEP 4: When your opponent gives up, take one of the trick matches out of your pocket and tell him the trick is to create a little static electricity. Rub your fingers roughly against your hair and then lightly touch the tip of the trick match. Do this a couple times and then strike the trick match against the matchbox. When the match catches on fire, blow it out.

STEP 5: Give your opponent a burnt match and tell him it’s his turn to try now. He will rub his hair furiously and touch the tip of the burnt match, and will get more and more frustrated each time he fails.

STEP 6: Take a trick match from your pocket and repeat step 4. If you have a pile of trick and burnt matches, this trick can be hours of fun for you. Try to win as many beers out of this one as you can.


BUSINESS CARD


	LEVEL OF DIFFICULTY
	[image: images]

	 


	YOU’LL NEED	[image: images]business card



Bet your opponent that if he can rip a business card in half more than three times (four times if the card is larger and/or the opponent looks very strong), you’ll buy him a beer, but if he can’t, he has to buy you a beer. After each rip, he must stack all the pieces on top of each other before he does another rip. Unless your opponent is strong like The Hulk, it will be nearly impossible for him to rip the business card in half more than three or four times.

CAP IN BOTTLE 


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]bottle cap

	[image: images]empty beer bottle



STEP 1: Bend a bottle cap in half. Tell your opponent that he must put the bottle cap in the empty bottle, rest the beer bottle on its side, and then get the bottle cap out of the bottle without touching the bottle or the cap, and without introducing new objects. Bet your opponent a beer that he won’t be able to do it. Your opponent will not be able to get the bottle cap out of the bottle because he won’t be able to touch anything.

STEP 2: When he gives up, tell him it’s your turn. Place the beer bottle on its side and put the bent bottle cap into the bottleneck, closest to the opening. Then simply blow on the cap. The blow will create pressure that will push the bottle cap out of the bottle. This trick’s a fool-proof way for you to win a beer!


CIG IN BOTTLE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]plastic bottle

	[image: images]cigarette butt

	[image: images]empty beer bottle



STEP 1: This trick will require a little preparation, but you are allowed to prepare in front of your opponent for this one. Take a plastic bottle and cut a ring out of it. The width of the ring should be wide enough to fit the bottom of a cigarette butt.

STEP 2: Put the side of the plastic ring on top of the mouth of the beer bottle so that the ring balances. Then balance the end of a cigarette butt on top of the plastic ring.


[image: images]

STEP 3: Bet your opponent that he has to make the cigarette butt fall into the bottle by touching only the plastic ring and without dropping the butt in by hand. He will try to push the plastic ring a few times, but he will not be able to get the butt to fall into the bottle.



STEP 4: When your opponent gives up, put the ring and butt back in place. Then swipe your index finger quickly against the inside of the plastic ring. The trick is to hit the ring on its inside rather than its outside. This action will cause the cigarette butt to fall straight down into the bottle instead of bouncing away. Make sure you do the trick quickly so your opponent can’t see that you’re hitting the inside of the ring.

[image: images]


CIGARETTE MONEY


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]cigarette

	[image: images]dollar bill

	[image: images]glass with beer



STEP 1: Before performing this trick for an audience, you’ll need to do some preparation. Remove all of the tobacco from a cigarette. You can do this by poking it out or rolling the cigarette between your palms until the tobacco falls out.

STEP 2: Take a dollar bill and fold it in half widthwise. Then roll the bill into a tight cylinder and slip it into the cigarette where the tobacco previously was.

STEP 3: Roll the cigarette very gently between your palms so the bill unrolls a bit inside. Then put a bit of tobacco on the end so that it looks like the cigarette is real. Put the fake cigarette in your pocket, a glass of beer in your hand, and you’re on your way.

STEP 4: Find an opponent and ask if you can bum a cigarette. Without him noticing, exchange the cigarette he gave you with the fake cigarette in your pocket. When you take the fake cigarette out of your pocket, take out a lighter, too, so you don’t look suspicious.

STEP 5: Tell your opponent that there is something special about the cigarette he gave you. Bet him that if his cigarette can make you a dollar richer, he’ll owe you a beer. If he agrees, submerge the cigarette in your glass of beer, take the cigarette out, and then start rolling it between your palms. The paper from the cigarette will disintegrate and the bill will be revealed.


CIGARETTE TRICK


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]dollar bill

	[image: images]cigarette



STEP 1: Keep the dollar bill hidden for step 1. Bet your opponent that he can’t bend a cigarette in half, end to end, without the cigarette breaking. This will be impossible to do.

STEP 2: When your opponent gives up and/or breaks the cigarette in half, reveal the bill from your pocket. Roll the bill tightly around the cigarette and bend the cigarette in half, end to end. Then bend it in the other direction, end to end. The dollar bill keeps the cigarette from snapping. Unroll the bill and the cigarette will still be intact.


COIN BALANCE
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	YOU’LL NEED
	[image: images]crisp dollar bill

	[image: images]coin



STEP 1: Fold the bill lengthwise and crease. You should have a strong, crisp crease. Put the bill, now shaped like a tent, on the table top. Bet your opponent that he can’t balance the coin on top of the bill without the coin falling over.

STEP 2: When the coin keeps falling and your opponent gives up, fold the bill again, but this time widthwise. You never said you couldn’t refold it in another direction. Make sure to give the bill a crisp crease.

STEP 3: Now that your bill looks like an acute angle, place the coin on the center point. Very slowly pull the sides of the bill so that it becomes a straight line again. If you do it very carefully, the coin will stay balanced on the bill. You may need to practice this one a few times, but be patient until you get it.

FUN EXTRA: If you get really good at this trick, pick up the bill off the table top so that the coin balances on the bill in the air!

[image: images]


COIN HANDS


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]two coins (pennies work best)



STEP 1: Put the first penny in the center of your left palm and the second penny near your thumb on your right palm. Then flip your hands over straight down on a table. Make sure this all happens fairly quickly so your opponent can’t see the exact placement of the pennies on your palms. Because of the placement of the penny by your thumb on your right hand, the penny will catapult off the spot by your thumb and fly under your left hand.


[image: images]

STEP 2: Bet your opponent a beer that he won’t be able to correctly identify where each penny is. He will probably say that one penny is under your right hand and one penny is under your left hand.

STEP 3: Turn your hands over one by one and reveal to your opponent that both coins are under your left hand.




COIN PUZZLE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]10 coins



STEP 1: Place the coins into the formation below.

STEP 2: Bet your opponent to make the coins into an upside down triangle by moving only three of the coins. No new coins can be introduced to the triangle.

[image: images]

STEP 3: When your opponent gives up, move the three corner coins into their new positions so that they match the new formation below. The triangle is now upside down.

[image: images]


COIN RUB


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]2 coins

	[image: images]placemat



STEP 1: Before performing this trick for an audience, put a coin underneath a placemat on a table. Both the placemat and coin should be close to the edge of the table.

STEP 2: Bet your opponent that you will make the coin disappear. Don’t tell him at this time that you will make the coin reappear under the mat, or else he’ll want to lift up the mat and examine it.

STEP 3: Put a coin on top of the placemat around the same area that the coin underneath the mat is resting, and place your hand on top of the coin.

STEP 4: Aggressively start rubbing your hand on the coin and move your hand in medium-sized circles. As you’re doing this, slowly push the coin toward the edge of the table with the bottom of your palm.

STEP 5: When you are able to, discreetly drop the coin into your lap, but do not let the coin fall to the floor or through your legs. You don’t want your opponent to hear it.

STEP 6: When the coin has fallen, keep rubbing your hand around in circles until you are ready to announce to your audience that you have made the coin disappear. Lift your hand up to show that the coin is gone.

STEP 7: For the finale, tell your audience that you rubbed the coin so hard that you rubbed it right through the mat. Lift the mat and reveal the coin hiding there.

COIN TOWER 


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]8 pennies

	[image: images]dime



STEP 1: Stack the pennies into a tower on a table top and place the dime on top.

STEP 2: Bet your opponent to move the dime in the tower so that it’s the second from the top. No coins in the tower can be touched except the dime, and one cannot simply find a penny that’s not in the tower to place on top.

STEP 3: When your opponent gives up, find a penny that’s not in the tower and slide it quickly at the tower so that the bottom penny gets pushed out from underneath.


STEP 4: Place the penny that got pushed out from underneath on top of the tower. The dime is now the second coin in the tower from the top.

[image: images]




COINS IN BOTTLE


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]empty beer bottle

	[image: images]business card

	[image: images]dime



STEP 1: Place an empty beer bottle on a flat surface, a business card on top of the bottle, in the middle, and one dime on top of the business card directly on top.

STEP 2: Bet your opponent to get the coin into the bottle by touching the business card only, without knocking over the bottle.

STEP 3: When your opponent gives up, use your thumb and middle finger to flick the side of the business card. If done correctly, the business card will fly away and the coin will drop straight down into the bottom of the empty bottle.

FUN EXTRA: Make this into a fun game with your friends and see who can get the most dimes to fall into the bottle in three minutes. Buy the winner a drink.


COINS ON BOTTLE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]empty beer bottle

	[image: images]dollar bill

	[image: images]4 coins



STEP 1: Before you start the trick and when no one is watching, lick the inside top half of your index finger.

STEP 2: In front of the audience, place the empty beer bottle right side up, put the bill on top, and stack the four coins in the middle on top of the bill.

STEP 3: Bet your opponent to remove the bill using only one finger and without knocking over the coins.

STEP 4: When your opponent gives up, slap the bill down on one side with your moistened index finger. If all goes well, the bill should slap down to the table without the coins falling over.


CORK BLOW


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]plastic grocery store bag

	[image: images]cork

	[image: images]empty beer bottle



STEP 1:Keep the plastic bag hidden for steps 1 and 2.
Push the cork into the bottle. You might have to use a lot of force or a heavy object like the bottom of another empty beer bottle.

STEP 2: Once the cork is inside the bottle, bet your opponent to remove the cork without breaking the bottle.

STEP 3: When your opponent gives up, get the hidden plastic bag and fold it lengthwise all the way to the end.


STEP 4: Place the bag inside the bottle, open side sticking out of the mouth of the bottle. Then blow into the bottle so the bag expands.

STEP 5: Grip the end of the plastic peeking out of the bottle and slowly pull it out. The cork should come with it if you wiggle it just right.

[image: images]




CORK SWAP


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED	[image: images]2 corks



STEP 1: Put a cork in the space between your opponent’s left thumb and his left index finger. Then put the other cork in the space between your opponent’s right thumb and his right index finger.

STEP 2: Bet your opponent that he has to switch the corks to the opposite hands so that the corks are held between the fingertips of the opposite hand’s thumb and index fingers. He can’t use any other fingers to do this but his thumbs, he can’t put the corks up against his body, and he can’t do the swap with one hand and then the other. They must be transferred to the opposite hands at the same time.

STEP 3: Your opponent will attempt to do this, but will probably end up locking the corks between his fingers and won’t be able to get them to the other hand. When he gives up, show him how it’s done.

STEP 4: Put the corks back into the position described in step 1. Point A of the cork will be facing outward and Point B of the cork will be facing inward. See the diagram.

[image: images]

[image: images]

STEP 5: Put your right hand palm up and your left hand palm down.


[image: images]

STEP 6: Put your right thumb on point B of the left cork and twist your left thumb so it touches point B of the right cork.

 

 




[image: images]

STEP 7: Then put your right index finger on Point A of the left cork and put your left index finger on point A of the right cork.

 

 



[image: images]

STEP 8: Then hold down and twist your hands apart. The corks will have switched hands and will be between the fingertips of the opposite hands.


CORK, FORK, COIN BALANCE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]2 corks

	[image: images]empty beer bottle

	[image: images]coin (nickel or quarter)

	[image: images]needle

	[image: images]2 forks



STEP 1: Place all the objects on the table and bet your opponent that he can’t balance them all on top of each other.

STEP 2: When your opponent gives up, put one of the corks in the opening of the beer bottle, stick the needle into the cork, carefully balance the coin on top of the needle, and carefully balance the cork on top of the coin.

STEP 3: Put the tines from each fork on opposite sides of the second cork so that the cork has a fork sticking out from it on each side.

STEP 4: Raise the cork with the forks in it and carefully balance it on top of the coin.

FUN EXTRA: If you get good at this trick, give the end of one of the forks a soft tap and the cork and forks will slowly spin around on the top of the coin.


CUE BALL ROLL


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]cue stick

	[image: images]pool table

	[image: images]cue ball



STEP 1: This is one of those bar bets that once your opponent figures out what you did he will feel very, very foolish. Lay your cue stick across the pool table and bet your opponent that he can’t roll a cue ball underneath the stick.

STEP 2: When your opponent gives up, roll the ball underneath the pool table. It has now just rolled underneath the cue stick.


DISAPPEARING COIN


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]colored paper (the same color of the flat surface you’re going to perform the trick on)

	[image: images]tape

	[image: images]small glass (shot glass works nicely)

	[image: images]coin

	[image: images]napkin



STEP 1: Before you perform this trick for an audience, cut out the small piece of paper and tape it to the mouth of the glass. Be careful that your audience doesn’t see the paper on the end of the glass as you put it on the flat surface.

STEP 2: Put the glass, mouth side down, on the flat surface. Place a small coin like a penny or dime next to it. Bet your opponent a beer that you can make the penny disappear.

STEP 3: Place the napkin over the glass and coin. Then move the glass on top of the coin. Wave your hands around on top and say some magical words or chant for effect. “You will disappear now, coin! Disappear!” will do the trick.

STEP 4: Take off the napkin and show your audience that the coin has disappeared. After your crowd “oohs” and “ahhs,” put the napkin back over the glass and remove the glass from over the coin, placing it once again next to the coin.

STEP 5: Remove the napkin once again and your audience will be amazed that the coin has reappeared. But don’t linger—quickly snatch the glass and coin away and get rid of them. You don’t want anyone examining your trick glass, or your amazing bar trick will be ruined.


[image: images]




DISAPPEARING MATCH


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]matchbook

	[image: images]lighter



STEP 1: Before performing this trick for an audience, tear out one of the matches from the matchbook and use it to light one of the matches inside the matchbook. Then quickly blow out both matches. Throw out the match that you used to light the match in the book. Keep the matchbook open in your hand with the burnt match bent downward.

STEP 2: In front of the audience, tell them you are going to light one of the matches from the book. Show the front of the matchbook to your audience, but keep the burnt match bent down and covered over with your hand. You don’t want them to see this match.


[image: images]

STEP 3: Pull out one of the matches from the matchbook and light it. As your audience is distracted by the fire, flip the matchbook closed and be careful that your audience does not see the burnt match in the book.



STEP 4: Quickly bring your left hand to your right hand and make it look like you are passing the match into your right hand. In reality, you are keeping the match in your left hand and then tucking it away in your pants pocket.

STEP 5: Unfold your right hand to reveal that the match has disappeared and that it is not in your left hand either. Bet your opponent that you will make the burnt match reappear. Without the audience noticing, quickly unbend the burnt match in the book so that it is standing alongside the others.

STEP 6: Tell your opponent to open the matchbook. When he does, he will see a burnt match inside.

[image: images]


DOLLAR AND COIN


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]coin

	[image: images]dollar bill



STEP 1: Keep the coin hidden for steps 1 through 3. Bet your audience that you can make a bill magically give birth to a coin. Keeping the coin clutched in your right hand down at your side, wiggle the dollar bill with your left hand to show that it is an ordinary dollar bill.

STEP 2: With the front of the dollar bill to the audience, bring your hand with the coin to the back of the bill and hold the coin on the back of the right side between your thumb, index, and middle fingers.

STEP 3: While your right hand is holding the coin on the back of the bill, take your left hand off the bill and give it a little wiggle. This will show that nothing is in this hand.

STEP 4: Fold the right side of the bill to the left and transfer the coin to the left side. You will now be holding the coin with the thumb, index, and middle fingers of your left hand.

STEP 5: Flip the right side back again and remove your right hand from the bill. Give it a little wiggle to show there is nothing in your right hand. You can do all sorts of folding and wiggling as long as you move your hands fairly quickly and keep the coin hidden on the back of the bill at all times.

STEP 6: When you’re done fooling around, fold the right side to the back and then fold it a second time. With the coin still inside the folded dollar, hold up the bill with your right hand. Place your left hand, palm up, underneath it, and drop the coin into your open palm.


[image: images]




EGG BALANCE


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]salt shaker

	[image: images]egg



STEP 1: Keep the salt shaker hidden in your pocket for step 1. Bet your opponent that he can’t stand an egg on its end on the table.

STEP 2: Your opponent will try but the egg will keep tipping and roll on its side. When he gives up, reveal the salt shaker from your pocket and put a small pile of salt on the table. Then place the egg’s bottom on the pile of salt. The egg should stand on end.

FUN EXTRA: If you get good at this trick and want an extra challenge, bet your opponent that he can’t make an egg stand on the edge of a beer bottle. The egg has to stand on the edge; it can’t rest in the bottle’s mouth. When he gives up and/or breaks a lot of eggs, lick the bottom of the egg, reveal the hidden salt shaker from your pocket, dip the bottom of the egg in a pile of salt, and balance it on the edge of the beer bottle. The salt keeps the egg from tipping and will keep it balanced on the bottle’s edge. This requires a lot of practice, so keep trying until you get it!


EGG IN BOTTLE


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]napkin

	[image: images]lighter or match

	[image: images]1 hardboiled egg, peeled

	[image: images]empty glass bottle



STEP 1: Keep the napkin and lighter or match hidden in your pocket for steps 1 through 3. Put the egg on top of the opening of the bottle and let it rest there.

NOTE: The bottle’s mouth should hold the egg comfortably without the egg falling through.

STEP 2: Bet your opponent to get the peeled hardboiled egg to fall into the bottle without him or anyone else pushing it in.


STEP 3: When your opponent gives up, reveal your hidden napkin and match. Twist the end of the napkin up a bit and light the top of the twisted piece of napkin on fire.

STEP 4: Remove the egg from the top of the bottle and drop the lit napkin inside. Put the egg back in place on top of the bottle. The pressure will cause the egg to fall through the opening and into the bottle.

[image: images]




FLOATING CORK


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]glass with beer

	[image: images]cork



STEP 1: Fill a glass halfway with beer and float a cork in it. The cork will immediately float to the side of the glass.

STEP 2: Bet your opponent that he can’t make the cork stay in the middle of the glass without it floating to the edge.

STEP 3: When your opponent gives up, pour more beer in the glass so that it overflows. The cork will automatically bob in the middle of the glass.


FLOATING CUP


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]tape

	[image: images]cup (paper or plastic)



STEP 1: Before you perform this trick for an audience, find a piece of scotch tape and fold it into a loop so that the sticky side is on the outside of the loop. Hide the loop in one of your hands, get a plastic or paper cup, and go find a victim.

STEP 2: Bet your opponent a beer that you can make a cup float. Tell him to inspect the cup to make sure there are no tricks.

STEP 3: When your opponent hands the cup back to you, grasp the cup with your hands, and with the front of the cup to your opponent or audience, you’ll transfer the tape loop to the back of the cup without anyone seeing. Then stick your thumb on the loop and spread your hands outward. Push the cup forward and your hands outward so it looks like the cup is floating away from you. Do it a couple times.

STEP 4: When your opponent wants to examine the cup again, make sure you quickly pull the tape off without him noticing.

[image: images]


FLYING BOTTLE CAP


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED	[image: images]bottle cap



STEP 1: This trick seems easy but it does take a bit of practice. Tell your opponent to put his hand into a fist and to place the bottle cap in the opening on top of the fist.

STEP 2: Bet your opponent that he has to make the bottle cap fly off his hand without touching the cap with his other hand and without shaking his hand up and down.


[image: images]

STEP 3: When your opponent gives up, put the bottle cap on the top of the opening of your closed fist and keep your fingers tight. Slam the palm of your other hand into your fist. If done correctly, the bottle cap will fly off your fist.



[image: images]


FLYING PAPER CLIPS


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]2 paper clips

	[image: images]dollar bill



STEP 1: Bet the audience that without connecting the two paper clips together yourself, you will make them magically fly off the bill and connect together.

STEP 2: Fold one side of the bill to the middle and paper-clip the half to the center. Don’t crease the fold so that there is room inside at the edge. (See illustration on the next page.)

STEP 3: Then take the other side of the bill and fold it on the other side so that the edge hangs ever so slightly over the edge beneath it.

 


[image: images]

STEP 4: Paper-clip the edge of the bill to the inside of the small hole that you made in step 2. After this step, one paper clip will be on one side of the bill and the other paper clip will be on the other side. The paper clips hold the front and back parts of the bill to the two holes.

[image: images]



STEP 5: Gently pull the two sides of the bill so that the paper clips start to move closer and closer together.

STEP 6: When the paper clips are about to touch, quickly pull both sides of the bill. The paper clips will fly off the bill and be “magically” connected together when they land.

[image: images]


FORK BALANCE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]cork

	[image: images]empty wine bottle

	[image: images]2 toothpicks

	[image: images]2 forks



STEP 1: Push a cork into the top of an empty wine bottle so that half of the cork is sticking out of the top of the bottle. Then, screw a toothpick into the cork a little bit so that it is nice and secure.

STEP 2: Bet your opponent that he can’t balance a toothpick and two forks on top of the toothpick sticking out of the cork at a ninety-degree angle. He must balance them without allowing the toothpick and forks to fall over.

[image: images]

STEP 3: When your opponent looks horrified and gives up, probably without even attempting to try, it’s time to show him up. Interlock the two forks and push the tines together so that the tines appear woven together.

STEP 4: Once the forks are interlocked, push the second toothpick through the top hole. Slide the toothpick from side to side and in and out to make sure that all is steady and secure.

STEP 5: When the toothpick feels secure between the hole in the forks, make sure there is an equal amount of the stick on both sides jutting out from the fork. Bring the toothpick and forks over to the toothpick on the cork. Very carefully, place one of the ends of the toothpick on the top of the toothpick that’s jutting out of the cork so that it creates a ninety-degree angle. If your balance is steady and secure, the toothpick with forks hanging from it will balance on top of the toothpick in the cork without falling over. Believe it or not, this trick absolutely can be done, but takes practice, practice, practice!

[image: images]


FROZEN BEER


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED	[image: images]2 beer bottles



STEP 1: Before you perform this trick for an audience, place two unopened bottles of beer in the freezer for about two hours. Don’t let anyone see you do this.

STEP 2: After a couple of hours are up, the beer in the bottles will be near freezing but should still be liquid. Put the two bottles of beer on the counter and bet your opponent that you can make the liquid in the bottles freeze. Prove to your opponent that the bottles contain liquid by opening them and pouring a little of the beer into glasses.

STEP 3: When your opponent sees the liquid and accepts the bet, give a nice hard knock to the top of one of the beers with the bottom of the other beer. Then do the same to the second beer. Both beers will freeze within seconds due to the pressure of carbon dioxide bubbles that will release when the beer is hit.


GLASS BALANCE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]3 glasses

	[image: images]sheet of paper



STEP 1: Bet your opponent that he has to make a glass balance in the air by only using two additional glasses and a sheet of paper. None of the glasses can touch each other.

STEP 2: When your opponent gives up, fold the paper like a fan. You do this by folding about a centimeter of the edge of the paper down and creasing. Then flip the paper over and fold about a centimeter down in the opposite direction. Then crease. Keep making your fan by continuously flipping the paper over and folding and creasing it, until the entire paper is folded into a fanlike accordion.

[image: images]

STEP 3: Then spread out two glasses and balance the paper fan on top.

STEP 4: Put the third glass on top of the paper fan in the middle of the glasses and it will balance on top. (See illustration on the next page.)


NOTE: You may need to play around with the type of paper and glasses you’re going to use before performing the trick for an audience, so always try to practice first if you can.

[image: images]




GLASS THROUGH TABLE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]coin

	[image: images]glass

	[image: images]a few large napkins



STEP 1: Sit down (this trick works best if you are seated) at the end of a table or flat surface. Your audience should be on the opposite side. Place a coin on the flat surface, put an upside down glass over the coin, and place the napkins over the glass, molding them down so that they take on the shape of the glass.

STEP 2: Bet your audience that you are going to make an object pass magically through the table.

STEP 3: Pretend you are concentrating hard and say “abracadabra” (or something a bit more clever). Then, announce to your audience that the coin has now passed through the table.

STEP 4: Lift up the glass and act astonished and irritated that the coin is still there. Repeat step 3, then lift up the glass again and act even angrier that the coin is still on the table. Repeat step 3 one more time, except this time, pick up the coin, yell at it, and exclaim that you have no idea why the coin isn’t cooperating.

STEP 5: As you are distracting the audience with your crazy tantrum, use the hand that is holding the glass to slide it to the edge of the table and drop it onto your lap. Do not drop the napkin. Be careful that the glass falls onto your lap or else you will have broken glass and a ruined bar trick.

STEP 6: Slam the coin back on the table, put the glass-shaped napkins over it, and slam your fist down on it. Be sure to yell something like, “You stupid coin!” When the audience sees that the glass is nowhere in sight, announce that you made an object pass through the table: the glass!

STEP 7: Holding the glass on your lap, but without the audience seeing it yet, crawl under the table so you can pretend that you are fetching the glass from underneath it. Then crawl out the other side and show the glass to the audience. You successfully made the glass pass through the table.


GLASS VACUUM


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]matchstick

	[image: images]2 small glasses



STEP 1: Keep the match hidden for steps 1 and 2. Put a shot of liquor in one of the glasses and stack the other glass on top.

STEP 2: Bet your opponent to suspend the top glass in the air without using his hands or anyone else’s, and then to drink the shot without using any hands as well.

STEP 3: When your opponent gives up, take out your match and light it. Let it burn for a few seconds and then drop it into the top glass.

STEP 4: Put your cheek over the top glass. When the match dies, the pressure inside the glass will cause the glass to suction to your cheek.

STEP 5: With the glass suctioned to your cheek, lift your head up. The glass is now suspended in the air without the use of your hands. To finish the bet, bend back down and take the shot with your mouth.


HEADS OR TAILS


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED	[image: images]penny



STEP 1: Tell your spectator that you are going to correctly identify if the penny is heads or tails every time. Hand him the penny, close your eyes, and lay out your palm.

STEP 2: Tell your spectator to put the coin on your palm on any side that he wants. When he does this, quickly close your hand over the coin and rub your middle finger over the side of the coin that is not touching your palm. Given its slight bumpiness (heads) or scratchiness (tails), you should be able to detect which side of the coin you are touching.

STEP 3: Bring your right hand to your left hand and smack the coin upside down onto the back of your left hand. If you felt the heads when the coin was in your other hand, you know that the coin is now tails, and vice versa.

NOTE: Do steps 2 and 3 fairly quickly so that your spectator doesn’t catch on or see what you’re doing. You will probably be able to get away with doing this trick a few times, especially if your spectator is down a few drinks.


HOUSE


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]pen (or pencil)

	[image: images]paper



STEP 1: Draw the house illustration to the right on a piece of paper.

[image: images]

STEP 2: Bet your opponent that he won’t be able to draw the house in one line, without taking the point of the pen off the paper. If he can do it, you owe him a beer. If you can do it, he owes you a beer.

STEP 3: When your opponent gives up, show him how it’s done. Draw half of the cross.

[image: images]

STEP 4: Draw the roof.

[image: images]

STEP 5: Draw the second line of the cross.

[image: images]

STEP 6: Draw the base.

[image: images]

STEP 7: Draw one side of the house.

[image: images]

STEP 8: Draw the ceiling.

[image: images]

STEP 9: Draw the last side of the house.

[image: images]


HYPNOTIZED STRAW


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]straw

	[image: images]bar rag or t-shirt

	[image: images]beer glass



STEP 1: Before performing this trick for an audience, rub the straw on the shirt or bar rag rigorously back and forth about forty or fifty times. You want to create a lot of static electricity.

STEP 2: In front of the audience, rest the straw on top of the glass. Bet your audience that you can hypnotize the straw and make it fall off the glass without touching it or the glass.

STEP 3: When your spectators accept the bet, put your hands up close to the straw and say, “Fall to the ground, fall to the ground!” (or perhaps something a bit more clever). Then pull your hands back away from the straw and glass. The static electricity should cause the straw to follow your hands and fall to the table. It’s a very simple, quick, yet entertaining trick.


INVASION OF THE MOUSE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]an accomplice

	[image: images]large napkin, unfolded

	[image: images]lemon



STEP 1: Without anyone noticing, your accomplice should unfold a large napkin and roll and twist the corners so they look like sticks. He should then put a lemon under the napkin and put it on top of the bar.

STEP 2: Stand near the bar with your victim and bet her that you can make a mouse (or spider, crab, bugs, rat, roach, or squirrel all work equally well) appear out of thin air. When your victim doesn’t look convinced, your accomplice should then push the lemon and napkin together across the bar top, flat surface, or floor and yell “mouse!” Pretty much any animal name can be shouted as long as the animal is small enough. It’s crazy what people will actually think is under the napkin if you put an idea in their head.

STEP 3: When the lemon comes to a stop, feel free to take it one step further and prod the napkin with your finger or a fork and yell “it’s alive!” Whether or not your victim actually buys you a beer, you’ll at least get a few good laughs out of this one. The look on your horrified victim’s face will be well worth it.


IS THIS YOUR CARD?
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	YOU’LL NEED	[image: images]playing cards



STEP 1: Before performing this trick for an audience, memorize the card at the bottom of the deck.

STEP 2: Bet your opponent a beer that you will be able to guess a random card that he draws from the deck. Spread the cards out face down in your hands and tell him to select a card. He should take the card, look at it, and show it to the crowd.

STEP 3: While your opponent and audience are looking at the chosen card, start shuffling the deck in your hands to show there are no tricks, but do not shuffle the bottom card that you memorized. If, by chance, your opponent demands to shuffle the deck at this or any point during the trick, make sure you are able at some point to sneak a quick peek at the deck’s bottom card. This is the key to this trick.

STEP 4: When your opponent has his card, cut the deck in half and put half the deck on the table. It should not be the half of the deck with the memorized card. Then tell your opponent to put his card on top. You will then put the other half of the deck on top of his chosen card. The card that you memorized from the bottom of the deck will now be directly on top of your opponent’s chosen card.

STEP 5: Now go through the deck and start flipping the cards over, face up. Tell your audience that you’re getting vibes about what the chosen card is. Say things like, “I sense I’m getting closer,” and other such nonsense. When you see the card you memorized that was on the bottom of the deck earlier, you know the next card in line is your opponent’s.


JUMPING COIN
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	YOU’LL NEED
	[image: images]quarter

	[image: images]pen (or pencil)



STEP 1: Place a quarter in front of a pen and bet your opponent that he can’t make the coin jump over the pen. He can’t move the pen or his hands and he must hold on to both sides of the pen at all times.

STEP 2: When your opponent gives up, hold both sides of the pen and blow over the coin at a forty-five-degree angle. If blown just right, the coin should jump over the pen.


JUMPING EGG #1
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	YOU’LL NEED
	[image: images]egg

	[image: images]shot glass



STEP 1: Rest an egg on the opening of a shot glass and bet your opponent that he has to make the egg turn upside down, without touching either the egg or the glass.

STEP 2: When your opponent gives up, blow air as hard as you can above the egg, at about a forty-five-degree angle. The air will get into the glass and wrap around the egg, causing it to slip out and flip. It takes a lot of practice, but if you are able to master it, the trick will look really cool. And hopefully you can win a lot of free beer from those who take you up on your bet!

[image: images]


JUMPING EGG #2
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	YOU’LL NEED
	[image: images]2 shot glasses

	[image: images]egg



STEP 1: Put two shot glasses next to each other and rest the egg in the opening of one of the glasses.

STEP 2: Bet your opponent that he has to make the egg jump from one shot glass to the other without touching the egg, and he can’t simply spill or drop the egg from one glass into the other.

STEP 3: When your opponent gives up, lean the shot glasses in an upside down V-formation rim to rim, and blow above the egg at a forty-five-degree angle. It will cause the egg to slip out and jump to the other shot glass. This trick is not as difficult to master as Jumping Egg #1, but it will take a little practice and a lot of blowing.

[image: images]


JUMPING MATCH
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	YOU’LL NEED	[image: images]2 matchsticks



STEP 1: Hold a match so that the bottom of the match is held between your thumb and index fingers and the middle of the match is being supported by the nail of your middle finger.

STEP 2: Then put the head of the second match so it rests on top of the first match, and the bottom of the match rests on top of your other hand’s index finger.

STEP 3: Bet your opponent that through the power of telekinesis, you will be able to make the top match jump off. Concentrate for a few seconds and hold the bottom match tightly so that it pushes against the nail of your middle finger. While putting pressure on it, move your middle finger up and down in very tiny jerks. The pressure will cause the match on top to jump. Do this all quickly so your opponent can’t see you moving your finger and pressing.

[image: images]


JUMPING PEPPER
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	YOU’LL NEED
	[image: images]plastic comb

	[image: images]salt shaker

	[image: images]pepper shaker

	[image: images]bar rag (or a cloth or t-shirt)



STEP 1: Keep the comb hidden in your pocket for steps 1 and 2. Pour a small amount of salt on a flat surface. Pour the same small amount of pepper on top of the salt.

STEP 2: Bet your opponent to remove the pepper from the salt without touching either.


STEP 3: When your opponent gives up, take the plastic comb out of your pocket and rub it hard against a bar rag to generate a good dose of static electricity.

STEP 4: Hold the comb over the pepper. The pepper should separate itself from the salt and jump onto the comb.

NOTE: This trick will not work without generating enough static electricity, so practice a few times in private with the rag or t-shirt before doing the trick.
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KNIFE BALANCE
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	YOU’LL NEED
	[image: images]4 glasses

	[image: images]3 knives



STEP 1: Put one of the glasses off to the side. Spread the other three in a triangle formation.

STEP 2: Bet your opponent that he can’t make the fourth glass rest on top of the knives in the air. He will try all sorts of things, but most likely won’t be able to do the trick.

STEP 3: When your opponent gives up, bring the tip of one knife to the center of the second knife (tip to center). Then bring the tip of the third knife to the middle of the first knife. The second knife’s tip should be on top of this knife’s middle (tip to center). The three knives should be interlocking at this point.

[image: images]

STEP 4: Carefully move your knife formation and rest the end of each knife on the tops of the glasses. The knives will rest like this in proper formation.


STEP 5: Take the fourth glass that you put to the side of the table and place it in the middle of the knife formation. It will rest in the middle on top of the triangle the knives formed.
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LIQUID SWAP
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	YOU’LL NEED
	[image: images]driver’s license

	[image: images]2 shot glasses

	[image: images]wine

	[image: images]water



STEP 1: Here’s one for all you physics nerds out there. Keep the driver’s license hidden in your pocket. Fill one shot glass with wine and the second shot glass with water.

STEP 2: Bet your opponent that you can transfer the water to the wine shot glass and the wine to the water shot glass without introducing straws, mouths, or any new shot glasses.

STEP 3: Take your driver’s license out of your pocket and place it on top of the glass with the water. Very carefully turn the water shot with the license upside down and place it on top of the wine shot. Your driver’s license will be between the two shots.

STEP 4: Tug gently on the driver’s license so that there is a small gap between the shot glasses. Amazingly, the water will flow to the bottom glass and the liquor will flow to the top glass. Density is cool. If done successfully, down your wine shot and gloat.
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LUCKY GUESS
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	YOU’LL NEED
	[image: images]10 quarters (each with different years on them)

	[image: images]hat



NOTE: The trick works best if there are at least three spectators in the audience—the more the better. If there are fewer than 3 people, there is a chance the trick won’t work. You’ll soon learn why.

STEP 1: Place the ten quarters in a hat.

STEP 2: Tell your opponent to pick a random coin from the hat, inspect it to make sure it’s not a trick coin, and then to look at the year. Then instruct him to pass the coin around to everyone in the audience so they can study the year on the coin.

STEP 3: When the coin is passed back to the first opponent, tell him to put the coin back in the hat and to give it a little shuffle.

STEP 4: Bet the audience that you are going to correctly identify which coin your opponent chose. Put your hand into the hat and feel the coins. The trick is to find the coin that is the warmest. This is the coin that your opponent chose. It’s best to have as many spectators as possible so that many hands will feel and pass around the coin, thereby making the coin warmer and easier to guess.


MATCH BURN
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	YOU’LL NEED
	[image: images]matchbox

	[image: images]3 matches

	[image: images]lighter



STEP 1: Stand the matchbox up on end and wiggle a match into both sides so that the bottom of the match is squeezed in between the sliding tray and the side of the matchbox.

STEP 2: After you do this on both sides, put the third match longways in between them so that it is jammed between a match on both sides.

STEP 3: Bet your opponent that he will not be able to guess which match (the right or left) will catch on fire first if you light the center of the stick of the match in the middle.

STEP 4: When your opponent makes a guess, light the middle match in the center of the stick and watch the fire burn. The flame should stay, not go out. After a few seconds, the match will fly off to the side and continue burning. Quickly blow it out after it flies. Whether your opponent guessed the right match or the left match would burn first, either guess will be wrong.


MATCH TRICK
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	YOU’LL NEED
	[image: images]paper matchstick




STEP 1: Bet your opponent that he has to drop the paper match from a foot in the air and make it land on its thin side (not its front or back).

STEP 2: Your opponent will drop the match several times and try to make it land on its thin side, but will fail every time.

STEP 3: When your opponent gives up, bend the match in half so that it forms a V. Drop it from a foot up in the air and it will land on its thin side every time.


MATCHBOX HUT
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	YOU’LL NEED
	[image: images]lighter

	[image: images]matchbox

	[image: images]2 matchsticks

	[image: images]coin



STEP 1: Keep the lighter hidden in your pocket for steps 1 through 3. Place the matchbox on a flat surface and stand one of the matchsticks head up in the match tray. Close the tray so the matchstick can stand. You might need to help it with a bit of tape.

STEP 2: Place the coin on the matchbox. Place the second matchstick so its bottom is on the coin and the head is leaning on the top of the other matchstick.


[image: images]

STEP 3: Bet your opponent to remove the coin without touching the matchsticks or knocking them over.

STEP 4: When your opponent gives up, take out your hidden lighter and light the matches. When the matchsticks start to burn, the match holding down the coin will start to bend upward and will stay connected to the other matchstick without falling.



STEP 5: You can then remove the coin from the matchbox without having ever touched the matchsticks or knocking them over.
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MATCHSTICK DANCE
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	YOU’LL NEED
	[image: images]2 glasses filled with a little water (equal amounts)

	[image: images]matchstick



STEP 1: Keep one glass hidden for steps 1 through 3. Rest the matchstick on the rim of the other glass.

STEP 2: Bet your opponent to make the match dance on the glass’s rim without blowing the match or touching the glass or match.

STEP 3: When your opponent gives up, introduce the second glass. Dip your finger in the water in this glass and rub the rim in circles with your finger. This will cause sound waves that will make the second glass vibrate and the matchstick shake.


NOTE: There should be an equal amount of water in both glasses in order for the trick to work.
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MATCHSTICK SPINNER


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]comb or a few straws

	[image: images]nickel

	[image: images]matchstick

	[image: images]pint glass



STEP 1: Keep the comb or straws hidden in your pocket for steps 1 through 3. Balance a nickel on its edge on a flat surface and then balance a matchstick on top of the nickel.

STEP 2: Put a pint glass upside down over the nickel and matchstick. Bet your opponent to make the matchstick spin on top of the nickel without touching any of the objects and without them falling over.


STEP 3: When your opponent gives up, reveal the comb from your pocket and rub it roughly through your hair or against a bar rag or t-shirt to create static electricity. Then, circle the comb around the pint glass. Be careful not to touch the glass so the nickel doesn’t fall. As the comb circles the glass, the matchstick will spin in circles on top of the nickel.
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NAME THAT ANIMAL
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	YOU’LL NEED	[image: images]paper



STEP 1: Before you start the trick and when no one is watching, write “the exact same animal” on a piece of paper, fold it up many times and put it in your pocket.

STEP 2: Tell someone to write down the name of an animal on a piece of paper without showing you. Bet the person a beer that you wrote down the exact same animal on a piece of paper that is in your pocket.

STEP 3: When your opponent balks at this, tell him to reveal the animal he wrote on the paper. When he does, take the paper out of your pocket and unfold it so everyone can see. The anticipation will build the more times you folded the paper when you put it in your pocket. Reveal to the audience that you wrote “the exact same animal” just like you said you did.


NAUGHTY STRAWS
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	YOU’LL NEED
	[image: images]5 straws




STEP 1: Line up five straws in a row.

STEP 2: Bet your opponent that he has to make something round out of the five straws. When your opponent tries to connect the straws, it will either form a square or some kind of distorted shape, but certainly nothing round.

[image: images]

STEP 3: When your opponent gives up, move the straws into the formation below. It’s something round all right.
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NICKEL AND PENNY
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	YOU’LL NEED
	[image: images]nickel

	[image: images]penny



STEP 1: Tell your opponent that you will shut your eyes as he places the nickel in one of his closed fists and the penny in the other. When you open your eyes, bet your opponent that through a couple of questions you will be able to read his mind and figure out where the penny is.

STEP 2: Ask your opponent to multiply the coin in his right hand by thirteen and to tell you when he knows his answer. Then tell him to multiply the coin in his left hand by thirteen and to tell you when he knows his answer.

STEP 3: You will be able to figure out which coin is in which hand by how long your opponent took to give you his answers. If he got an answer really quickly, you know the penny is in that hand. But if he took a few extra minutes to get his answer, then you know the nickel was in that hand.


NICKELS AND DIMES
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	YOU’LL NEED
	[image: images]3 nickels

	[image: images]2 dimes



STEP 1: Any coins will work for this trick as long as you have three of one coin and two of the second kind of coin. For this version, we’re using three nickels and two dimes. Place the nickels and dimes in a row so that the pattern is nickel, dime, nickel, dime, nickel.

STEP 2: Bet your opponent that he has to move the coins into a line so that the ending pattern is dime, dime, nickel, nickel, nickel. He can only make five moves and he has to move a dime and nickel at the same time for each of the five moves.

STEP 3: When your opponent gives up, it’s time to show him how it’s done. First, move the nickel and dime at the end of the right side of the line to the opposite end of the line.

STEP 4: For your second move, move the next nickel and dime from the right side to the opposite end of the line.

STEP 5: For your third move, move the nickel and dime that are directly in the center to the opposite end on the left so that your new pattern is dime, nickel, dime, nickel, (gap,) nickel.

STEP 6: For your fourth move, move the nickel and dime in the middle of the four-coin pattern into the gap. A new gap will form on the left side.

STEP 7: For your fifth and final move, move the nickel and dime on the very end of the right side of the new four-coin pattern into the gap on the other side. The pattern is now complete and should be dime, dime, nickel, nickel, nickel.
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OLIVE SNIFTER
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	YOU’LL NEED
	[image: images]olive

	[image: images]brandy snifter



STEP 1: Place an olive on a flat surface and a brandy snifter a few inches away from the olive.

STEP 2: Bet your opponent to get the olive in the brandy snifter without touching the olive with any part of his body, scooping the olive into the snifter, or rolling the olive off the flat surface into the snifter.

STEP 3: When your opponent gives up, place the brandy snifter upside down over the olive and slowly rotate the snifter around the olive so that the olive starts to roll around the middle of the glass.

STEP 4: When the olive is comfortably rolling around


the middle of the snifter, quickly flip the snifter into its upright position. The olive should now be inside the snifter.

FUN EXTRA: For a different take on this trick, see Traveling Olive on page 220.
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ONE THOUSAND DROPS
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	YOU’LL NEED
	[image: images]aluminum foil

	[image: images]almost empty wine bottle



STEP 1: Keep the aluminum foil hidden for step 1. When there are only a few drops left in a wine bottle, bet your friends that they have to buy the next bottle if you can get one thousand drops to come out of the bottle. Your friends probably won’t think this is possible.

STEP 2: Take out the aluminum foil and lay out a large piece on a table. Flick the almost empty wine bottle up and down so that the drops of wine land on the aluminum foil. More than a thousand tiny drops will come out of the bottle this way.


PALM SWITCH
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	YOU’LL NEED	[image: images]glass



STEP 1: Fill the glass halfway with beer. Bet your opponent to put the half-full glass of beer on the back of his hand and to switch it to the front of his palm. He can only use the hand with the glass on it to make the switch and none of the beer can spill.

STEP 2: When your opponent gives up, rest the glass on the back of your hand toward the front part of your index, middle, ring, and pinky fingers. Raise your thumb and pinky fingers so that they’re holding the glass.

STEP 3: Very slowly and carefully, take out your index finger from underneath the glass and move it to the back of the glass. You are now holding the glass between your thumb, pinky, and index fingers. Note that this is the step when most performers mess up the trick and fumble the glass, so be extra careful.

STEP 4: Move your middle and ring fingers out from underneath the glass and move them to the back of the glass. Lower the glass down onto your palm.
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PAPER FOLDING
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	YOU’LL NEED	[image: images]any sheet of paper



Find any sheet of paper in any size and thickness and bet an opponent that if he can fold the paper in half eight times, you’ll buy him a beer. But if he can’t, he has to buy you a beer. The trick sounds easy enough, and if the paper is thin and large in length and width, your spectator will think he has this trick in the bag. Unfortunately for him, though, the trick is impossible. No matter how hard he tries and no matter what kind of paper he uses, he won’t be able to fold the paper more than six or seven times. You’ll win that beer every time.


PENCIL TRICK
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	YOU’LL NEED
	[image: images]a watch

	[image: images]butter knife

	[image: images]pen (or pencil)



STEP 1: This trick takes a little preparation away from the audience. Put your watch on your wrist and slip the end of a butter knife underneath the inside band of your watch. The top of the butter knife should reach just below your fingers. Put the pencil underneath the knife so that it stays put on the inside of your palm. Put your fingers down like you’re clutching the pencil and you’re good to go.

STEP 2: In front of an opponent, bet him a beer that you will be able to suspend a pencil in the air. Keeping the pencil clenched in your hand, raise your hand, palm facing you, and slowly, one by one, extend each finger. Close your hand again and repeat. Don’t let your audience see the knife on the back of your hand or the trick is ruined.
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POOL TRICK
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	YOU’LL NEED
	[image: images]pool table

	[image: images]2 balls (plus one cue ball and an eight ball)

	[image: images]cue stick



STEP 1: If you’re at a bar with a pool table, this is the perfect bar bet. On one side of a pool table, halfway between the two end pockets, set up two balls next to each other and the eight ball sitting directly on top of them on the ledge of the table.

STEP 2: Bet your spectator a beer that you can strike the cue ball with the pool stick and hit only the eight ball, and that no balls will fall off the table.

STEP 3: When your spectator gives up, get into position to make it look as if you’re going to strike the cue ball against the three balls, but at the last second, hit the cue ball against the right side of the table. The hit against the table will cause the eight ball to fall down on the table and the balls to scatter.


PSYCHIC COINS
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	YOU’LL NEED
	[image: images]an accomplice with a beer

	[image: images]three coins



STEP 1: You will need an accomplice with a beer in his hand for this trick. He should be standing casually with your audience, careful not to look suspicious. Tell your audience that you are a psychic and bet them that you will be able to correctly guess which coin someone touches when your back is turned.

STEP 2: Place three coins in a vertical line so there is one closest to you, one in the middle, and the third is closest to your audience.

STEP 3: Close your eyes, turn your back, and tell your victim to touch one of the coins so that everybody can see which one they have touched. Your accomplice should make sure he can see which coin the victim chose.

STEP 4: After the victim touches a coin, turn around and glance unsuspectingly at your accomplice. If the victim touched the coin closest to you, he should drink his beer a few times. If the victim touched the coin closest to him and the audience, he should hold the beer down at his side. If the coin in the middle was chosen, he should hold the bottle up so it’s level with his chest.

STEP 5: After you study your accomplice, you can correctly guess the coin your victim chose and amaze your audience. You can do this trick a million times, as long as you and your accomplice do not act suspiciously.


QUESTIONS
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	YOU’LL NEED
	[image: images]paper

	[image: images]pen (or pencil)

	[image: images]hat



STEP 1: Tell your opponent that you will ask him a series of questions and that he should answer each accurately.

STEP 2: Ask your opponent what his favorite color is. When he tells you, write it down, fold it up, and put it in the hat.

STEP 3: Ask your opponent what his favorite sport is. No matter what his response is, write down what he told you his favorite color was, fold it up, and put it in the hat.

STEP 4: Ask your opponent what his favorite animal is. Again, you’ll write down his favorite color and put it in the hat. Do this one more time.

STEP 5: Now tell your opponent to mix the papers in the hat with his hand, and bet him that you will be able to pick a paper from the hat and guess what it says through careful concentration.

STEP 6: After your opponent mixes up the papers, take one out, shut your eyes, and rub it in your hand. Tell your opponent that you’re sensing it’s his favorite color. Open your eyes and unfold the paper. You’re correct! Your opponent will have no idea that for each answer he gave you, you actually wrote down his favorite color all four times.


SHORTEST/LONGEST
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	YOU’LL NEED
	[image: images]soft tape measure or string

	[image: images]glass



STEP 1: Keep the soft tape measure or string hidden in your pocket for steps 1 through 3. Find a glass. A pint glass or large mug works well. Ask your opponent which is longer: the circumference of the glass or the height of the glass.

STEP 2: When your opponent guesses that the longer measurement is the height, take the tape measure or string out of your pocket and measure both. The surprising correct answer is that the circumference of the glass is longer than the height.

FUN EXTRA: In most cases, you can stack two and sometimes even three glasses on top of each other, and the circumference of the top glass will still be longer than the height of all of the glasses combined. Make sure you double check this by measuring them ahead of time, so you don’t end up looking like a fool.


SHOT GLASS POUR
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	YOU’LL NEED
	[image: images]2 shot glasses

	[image: images]2 quarters



STEP 1: Put the shot glasses next to each other. Fill one of the shot glasses with liquor and balance a quarter on the top on each side.

STEP 2: Bet your opponent a beer that he has to pour the liquor from the shot glass into the empty shot glass, without dropping the coins and without touching the shot glasses.

STEP 3: When your opponent gives up, slide your thumb and index finger on the coins and down on the sides of the shot glass. While holding the coins on the sides of the shot glass, pour the liquor into the empty glass.


STEP 4: Put the shot glass down and slide the quarters together quickly so that the shot glass slides away. Keep the quarters held between your thumb and index fingers. You have successfully transferred the liquor from one shot glass to the other without dropping the coins or touching the glasses.
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SHOT GLASS VACUUM
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	YOU’LL NEED
	[image: images]matchstick

	[image: images]shot glass

	[image: images]one hundred proof liquor



STEP 1: Keep the match hidden for steps 1 and 2. Pour a shot glass halfway with one hundred proof liquor.

STEP 2: Bet your opponent to lift the half-full shot glass in the air with the palm of his hand. He can’t use any fingers and he can’t cup his hand around the glass.

STEP 3: When your opponent gives up, reveal the match. Light the liquor and put your hand on top of the shot glass. The pressure will suction the shot glass to your hand. Don’t worry—you won’t get burned. Lift the shot glass in the air and amaze your friends.


SHOT TRICK
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	YOU’LL NEED
	[image: images]shot glass

	[image: images]hat



STEP 1: Place a filled shot glass underneath a hat.

STEP 2: Bet someone that you can drink the shot without touching the hat.

STEP 3: Go under the table and make drinking and gulping noises. Come back up and say, “See? I did it.” When your opponent doesn’t believe you, say, “Yeah, I did. See for yourself.”

STEP 4: Your opponent will lift up the hat and you’ll drink the shot!


SIPPER
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	YOU’LL NEED
	[image: images]unopened beer bottle

	[image: images]opened beer bottle



STEP 1: Bet your opponent to drink beer from an unopened bottle.

STEP 2: When he looks at you like you’re an idiot and forfeits, turn the bottle upside down, pour some beer from an opened bottle into the unopened bottle’s recessed bottom, and sip up. Your opponent will likely still look at you like you’re an idiot, but at least you proved him wrong!


SQUARES AND TRIANGLES
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	YOU’LL NEED	[image: images]8 toothpicks (or matchsticks)



STEP 1: Lay the eight toothpicks in a row and bet your opponent to make two squares and four triangles with the toothpicks. He can’t bend or break the toothpicks or introduce new objects, and every toothpick has to touch two or more toothpicks in the final formation.

STEP 2: When your opponent gives up, move the toothpicks into the formation below.
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STRAW KNOT
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	YOU’LL NEED	[image: images]2 straws



STEP 1: Tell an opponent that he must tie the two straws into a knot. Bet him that he must then have the knot magically come undone and the straws come apart by using only one tiny pull. If he makes a regular tight knot like you instructed, then he won’t be able to get the straws apart.

STEP 2: When your spectator gives up, cross straw A under straw B so they form a T shape.

STEP 3: Fold the right side of straw A over straw B so it forms a V on the left side.

[image: images]

[image: images]

STEP 4: Then fold the bottom of straw A over straw B so that it now forms a larger V on the top.

STEP 5: Fold the bottom of straw B under straw A and have it meet straw B’s other end. Then repeat step 5.

STEP 6: Grab the ends of straw B with your left hand and the ends of straw A with your right hand and tug. The knot that you created will magically come undone.

[image: images]


STRAW TRICK


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]wine glass

	[image: images]straw



STEP 1: Fill the wine glass halfway with wine. Bet your opponent to lift the wine glass off the table by only holding one end of the straw and without introducing any new objects.

STEP 2: When your opponent gives up, use the straw to measure the length of the wine glass’s mouth and then bend the straw about half a centimeter longer than the length.


[image: images]

STEP 3: Put this length of straw in the wine glass above the wine. Lift up lightly so the straw becomes wedged in the glass. The end of the straw inside the glass will stop near the glass’s rim so that the wedged straw is held between the side of the glass and the rim.

STEP 4: Continue to lift the straw sticking out of the glass in the air and you will be able to lift the glass off the table.




SUIT


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]an accomplice

	[image: images]playing cards



STEP 1: Before the game starts, select an accomplice. Tell your victim to go through the deck of cards and pull one card out to show the audience. Tell the audience that you will shut your eyes and turn your back and will be able to correctly guess the suit of the card.

STEP 2: Your accomplice will need to be able to see what the card is. If the suit is a heart, your accomplice should say, “open your eyes now.” The “open” connotes open heart surgery. If the suit is a club, he should say, “okay, we’re ready for you.” The club connotes a weapon. If the suit is a diamond, he should say, “all right, we’ve got one.” A diamond has been found! If the card is a spade, he should say, “Turn around now.” A spade (the garden tool) turns soil. You and your accomplice can of course come up with any code words or phrases you want, but these work well.

STEP 3: After your accomplice says the magic words, turn back around, open your eyes, and tell your audience the suit of the card.


T CAPS


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED	[image: images]6 bottle caps



STEP 1: Place six bottle caps in a T shape by placing four bottle caps in a straight, vertical line and the other two caps on either side of the top cap.

STEP 2: Bet your opponent to make two rows of four caps each by only moving one bottle cap.

STEP 3: After your opponent gives up, put the caps back into the correct formation from step 1. Then take the bottle cap from the bottom of the T and put it on top of the cap in the middle. No one ever said the caps couldn’t touch each other!

[image: images]


TAKE AWAY


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]20 coins (or any even number of coins)




STEP 1: Dump the coins onto the bar or table. No special formation or order is necessary.

STEP 2: Tell your opponent that you will each take turns taking away one, two, or three coins from the pile. Bet your opponent that you will be the last person to take away coins from the pile. The trick is to make each round add up to four. So, if your opponent takes away one coin, you take away three. If he takes away two coins, you take away two. If he takes away three coins, you take away one.

STEP 3: Tell your opponent to start. The other person must always start the game in order for the trick to work. No matter what combinations your opponent takes, you will always be the last person to take away the last set of coins.


TIDAL WAVE


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]lighter

	[image: images]saucer containing a splash of water

	[image: images]glass

	[image: images]lemon (or lime) wedge

	[image: images]matchstick



STEP 1: Keep the lighter hidden in your pocket for steps 1 and 2. Bet your audience that you are going to transfer the water into the glass without pouring it in.

STEP 2: Place the lemon wedge on its side in the middle of the saucer and stick the matchstick (head up) securely in the fruit, not the peel.


STEP 3: Reveal the lighter and use it to light the match in the fruit. Then, quickly place the glass over the burning fruit so the glass is touching the bottom of the saucer. This creates a vacuum of pressure and the water will be sucked into the glass.

FUN EXTRA: If you become an expert at this one, you can even flip the glass over after step 3, mouth side up, and all of the water from the saucer will be inside the glass.

[image: images]




TOOTHPICK DOG


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]11 toothpicks (or matchsticks)

	[image: images]tiny paper ball



STEP 1: Put eleven toothpicks into the formation below to form a dog, and put the tiny paper ball in the middle of the triangle, as seen below, for the dog’s eye.

[image: images]

STEP 2: Bet your opponent to make the dog look the other way by moving only two toothpicks and the eye.

STEP 3: When your opponent gives up, move the two faded toothpicks and eye into the new formation below. The dog is now looking the other way.

[image: images]


TOOTHPICK FISH
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	YOU’LL NEED
	[image: images]8 toothpicks (or matchsticks)

	[image: images]tiny paper ball



STEP 1: Put eight toothpicks and a tiny paper ball as illustrated to form a fish. The happy fish is swimming toward the surface of the water.

[image: images]

STEP 2: Bet your opponent that he has to make the poor fish drown by moving only three toothpicks.

STEP 3: When your opponent gives up, move the first toothpick into the formation at the right.


[image: images]

STEP 4: Move the second toothpick into the next formation.

[image: images]

STEP 5: Move the third toothpick and the paper ball into the finished formation.

[image: images]


TOOTHPICK MATH
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	YOU’LL NEED
	[image: images]16 toothpicks (or matchsticks)




STEP 1: Set up the toothpicks in the formation below.

STEP 2: Bet your opponent that he must make the equation work by moving only one toothpick.

[image: images]

STEP 3: When your opponent gives up, move the faded toothpick into the new formation below.

[image: images]


TOOTHPICK SQUARES
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	YOU’LL NEED
	[image: images]15 toothpicks (or matchsticks)




STEP 1: Place the toothpicks into the formation below.

[image: images]

STEP 2: Bet your opponent that he must transform the six squares into three squares, and he can remove only three toothpicks.

STEP 3: When your opponent gives up, remove the three faded toothpicks to get the new formation below.

[image: images]


TOOTHPICK UP
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	YOU’LL NEED	[image: images]5 toothpicks



STEP 1: Lay out five toothpicks on the table and bet your opponent that he has to pick up all of the toothpicks in the air by holding on to just one of them. He cannot break or bend the toothpicks, use glue, or introduce any other objects.

STEP 2: Your opponent may try to build a raftlike formation or balance all of the toothpicks on one toothpick. He will fail either way.

STEP 3: When your opponent gives up, form an X with two toothpicks. Then lay a third toothpick down the center of the X. Then weave the fourth toothpick at the top so that it goes under the first toothpick, over the middle, and under the last toothpick. Do the same with the fifth toothpick to the bottom of the formation. You can now raise all the toothpicks in the air by only holding on to one of the toothpicks.

[image: images]


TRAPPED COIN


	LEVEL OF DIFFICULTY
	[image: images]


	 


	YOU’LL NEED
	[image: images]4 quarters

	[image: images]penny

	[image: images]glass

	[image: images]tablecloth on the table



STEP 1: Stack two of the quarters. Then stack the other two quarters a few inches away from the first two. Put the penny in the middle of the two piles. Then place the glass upside down so the rim of the glass rests on top of the two quarter stacks. The penny will be inside.

STEP 2: Bet your opponent to remove the penny without touching the glass, or quarters or introducing new objects.


STEP 3: After your opponent gives up, it’s your turn. The trick is the use of the tablecloth. Pinch a little piece of the tablecloth next to the outside of the glass, pull it up, and release.

STEP 4: Continue this motion until the penny “hops” its way out from under the glass. You can even pull it out once it’s close enough to the edge of the glass.

[image: images]




TRAVELING OLIVE
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	YOU’LL NEED
	[image: images]brandy snifter

	[image: images]2 coasters

	[image: images]olive



STEP 1: Place the brandy snifter on one of the coasters and the olive on the second. The coasters should be a few inches apart.

STEP 2: Bet your opponent that he has to make the olive travel from its current coaster to the coaster with the snifter. The olive cannot touch anything but the coasters and the glass and the olive cannot be scooped into the snifter.

STEP 3: When your opponent gives up, put the mouth of the glass over the olive and slowly rotate the glass around the olive so that the olive starts to roll around the middle of the glass.

STEP 4: When the olive is comfortably rolling around the top of the glass, move the glass to the other coaster. You can flip the glass upside down before you move it if you want to, but you should also be able to move the glass back to its original coaster while the glass stays upside down.


UPSIDE DOWN BILL
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	YOU’LL NEED	[image: images]dollar bill



STEP 1: Bet your opponent that you can fold a dollar bill four times and make it magically turn upside down without turning it upside down yourself.

STEP 2: With the front of the bill facing your audience, fold the right side of the bill across the front.

STEP 3: Fold the bottom of the bill, facing you, to the top.

STEP 4: Fold the right side of the bill, facing you, to the left side.

STEP 5: Fold the bottom of the bill, facing you, to the top.

[image: images]

STEP 6: Here’s where the bill will magically turn upside down without your audience knowing. Flip the front of the bill, facing your audience, downward.

STEP 7: Flip the side in front, facing your audience, to the right.

STEP 8: Flip the side in front, facing your audience, to the top.

STEP 9: Flip the side in front, facing your audience, to the right. The bill will now magically be upside down.

[image: images]


VANISHING COIN
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	YOU’LL NEED	[image: images]coin



STEP 1: Bet your audience a beer that you will make a coin vanish into thin air. Show your open hands and the coin to your audience. Show your audience that you are putting the coin in your left hand. Then clench your hand around the coin.

STEP 2: Quickly bring your left hand to your right hand and make it look like you are passing the coin into your right hand. In reality, you are keeping the coin in your left hand and then tucking it away in your pants pocket.

STEP 3: With the coin safely in your pocket, bring a clenched left hand back up. Blow on your right hand for dramatic effect and slowly open your hand to reveal to the audience that the coin has vanished. Your audience is now going to think they’ve out-smarted you and that the coin is in your clenched left hand.

STEP 4: Blow dramatically on your left hand and slowly open your fist to reveal there is no coin hidden there either.

STEP 5: You could end the trick here, but if you want to take it one step further, clench your right hand into a fist and blow on it dramatically to divert attention away from your left hand. With your audience’s eyes on you blowing your right hand, use your left hand to fish the coin out of your pocket and clench it into a fist.

STEP 6: Then quickly knock both fists on top of each other and ask your opponent to pick a hand. If he chooses the hand with the coin in it, smile and reveal the coin. If he chooses the wrong hand, shake your head sadly and reveal the coin in the left hand. No matter which hand your opponent chooses, he should be shocked that the vanished coin has reappeared.


VANISHING TOOTHPICK


	LEVEL OF DIFFICULTY	[image: images]

	 


	YOU’LL NEED
	[image: images]tape

	[image: images]toothpick



STEP 1: Before performing this trick for an audience, cut off a piece of tape and stick the end of a toothpick on top of it. Tape the toothpick upside down to your thumbnail.

STEP 2: In front of the audience, have your thumb bent so that the toothpick is sticking straight up. The rest of your fingers should be gripped around the toothpick so they hide the tape.

[image: images]


STEP 3: Bet the audience a beer that you will make the toothpick disappear. Say, “one, two, disappear,” and then release your fingers from your grip and flip your thumb up. The toothpick will stay hidden on the back of your thumb. Wiggle your fingers around to show that the toothpick is gone. You can even make the toothpick reappear if you’d like.

[image: images]




THE DRINKING
GAMES

[image: images]

When your friends are looking to play a fun drinking game, I’m willing to bet that the first one that comes to mind is Beer Pong. However, if your friends are at the point in the night when they can no longer stand up, there is a slew of other games out there in the drinking game universe that you simply must learn how to play. If you like to shake things up a bit, take a gander at the following one hundred drinking games and find a few that suit you. You’ll be glad you did.

[image: images]

GENERAL INSTRUCTIONS

Always assume the following rules apply to every game, unless the game specifies otherwise.

[image: images]Games are best played with at least four players. The more, the merrier.

[image: images]Players should sit in a circle.

[image: images]Aces are higher than kings.

[image: images]Jokers should be removed from the deck.

[image: images]The deck of playing cards should be shuffled at the beginning of each game.

[image: images]Having a matching playing card means that the player has the same number or face card as the card in question.

[image: images]In any game that commands you to take a shot, you may swap with a drink as an alternative, and vice versa, but decide this at the beginning of the game.

[image: images]Face cards are counted as follows: jack is 11; queen is 12; king is 13; ace is 14.

[image: images]When a game instructs you to form a pyramid of cards or cups, it means horizontally, or flat on the table, not vertically.


21


	LEVEL OF BUZZ	[image: images]

	 



	YOU’LL NEED
	[image: images]playing cards



Put twenty-one cards face down into a horizontal pyramid with one card at the top and six cards at the bottom. Deal out the rest of the cards. The object is not to get a match or run out of cards.

Flip the pyramid’s top card. If player 1 doesn’t have a match, the next player goes. If a player has a match, he puts his card on top of it and drinks. The next player flips over the next card and the game continues. A new card can’t be turned over until someone has a match. If all players take a turn and there is still no match, move on to the next card. The game ends when there’s one player left in the game or the last card of the pyramid is flipped over. The last player in the game or the player with the most cards at the end is the winner.


3-MAN
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	YOU’LL NEED
	[image: images]1 die




Players sit in a circle. Player 1 rolls the die. Rules are as follows:

[image: images]Roll 1: Do nothing.

[image: images]Roll 2: Take a sip of your beer.

[image: images]Roll 3: This player becomes the 3-Man and makes a rule that everyone must follow. For instance, any time a player rolls a 1, he has to make a sound like he’s having an orgasm. The player who rolled the 3 stays the 3-Man until another player rolls a 3, and that player becomes the new 3-Man.

[image: images]Roll 4: Make another player sip from his beer.

[image: images]Roll 5: Ask someone a truth. See page 381 for ideas.

[image: images]Roll 6: Make someone do a dare. See page 382 for ideas.

If a player refuses to answer a truth or do a dare, he must chug his entire beer. The game continues until players get bored or until each player has been the 3-Man once.


3 TRUTHS AND A DRINK
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	YOU’LL NEED
	[image: images]paper

	[image: images]pens (or pencils)



Just like 3 Truths and a Lie, except the drinking version. If you know the people you’re playing the game with well, it might be a bit harder for you to trick your friends, so the game definitely works a little better if you don’t know the people you’re playing with that well. However, you may end up surprising yourself and learn things about your friends that you never knew.

Everybody should think of three truths about themselves and a lie. For instance: My favorite color is pink. I grew up in China. I rode an elephant. Start with player 1. After he gives his three truths and one lie, in no particular order, everyone else in the group has to guess what the lie is and write it down on paper. Everyone’s answers are then revealed to the group. Whoever correctly identifies the lie is safe. Whoever guesses the wrong answer has to drink. It’s then the next person’s turn.


30 SECONDS


	LEVEL OF BUZZ	[image: images]

	 



	YOU’LL NEED
	[image: images]playing cards




Similar to Truth or Dare—but with just the dares! Each player draws a card. The player with the lowest card must perform a dare chosen by the player with the highest card. Before a player does his dare, he must chug his drink for thirty seconds. He must then complete his dare in thirty seconds too! If the dare is successfully completed, players draw cards again. The player who performed the last dare chooses the dare for the next player. If a player fails to complete the dare in thirty seconds, or chickens out, he’s out of the game. For a list of sample dares, turn to page 382.


5-SHOT
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	YOU’LL NEED
	[image: images]10 coins

	[image: images]2 empty shot glasses



This is a two-player battle. Both players try to successfully bounce five coins into an empty shot glass at the same time. Whoever gets five coins in the shot glass first wins the round. The loser does a shot. The winner plays the next player.


78 CUP
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	YOU’LL NEED
	[image: images]156 cups

	[image: images]1 or 2 ping-pong balls



This game is like the Super Bowl for Beer Pong champs. If you have a ton of people and a lot of time on your hands, consider playing 78 Cup as a fun alternative to Beer Pong. Instead of two teams of two, you will play with two teams of five.

On opposite ends of a long table, both teams should arrange seventy-eight cups into a horizontal pyramid. The top of each triangle should be closest to the center of the table. At the center of the table, the first row will have one cup, the second row will have two cups, three cups in the third row, and so on.

Both sides should fill seventy-three of their team’s cups halfway with beer. Five of the seventy-eight cups will be suicide cups, and should be filled with beer all the way to the top. You can pick any five cups of your team’s choice. Each player from team 1 takes a turn attempting to throw a ping-pong ball into a cup on team 2’s side. If a shot is made, someone from team 2 must remove the cup from the table and drink the beer. However, if a player from team 1 misses a shot, team 1’s turn is immediately over and it becomes team 2’s turn. The first team to get rid of all of the other team’s cups wins.


ABC


	LEVEL OF BUZZ	[image: images]



This game—minus the buzz, of course—is a fourth-grade favorite, but with a big kid’s spin. All players sit in a circle and player 1 says a word that begins with letter A. But instead of “A is for apple,” put on your naughty thinking cap and let your imagination do the work. Player 2 should repeat your A and then say, “B is for _____.” As you continue around the circle, each player should repeat all of the previous sentences and add a new word that falls on the right letter in the alphabet. If someone messes up, he drinks, and is out of the game.


ASSHOLE
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	YOU’LL NEED
	[image: images]playing cards




Unlike most of the other games, this one should be played with only four players. That’s because there is a four-person ranking system, which will be explained later. The object is to be the first person to get rid of all your cards. To start off, the dealer should hand out seven cards to each player. The rest of the deck should be placed in the middle of the table and the top card should be turned over next to the deck.

Player 1 looks through his cards and puts down one or more cards with the same face value as the card next to the deck. Player 2 must then lay down the same number of cards as player 1, and they must be either the same face value or of greater value. For instance, if player 1 laid down two fours, then player 2 must also lay down two fours, or he can lay down two fives, or two sixes, or two sevens, etc. If the player doesn’t have any cards that work, then he must drink and it’s the next player’s turn. If no one can play the round, then the cards are cleared and the new top card on the deck is turned over.

The play continues until a player gets rid of his hand of cards. The first player to do so becomes the president. The second person to get rid of his cards becomes the vice president. The third person is the secretary, and the fourth person is the asshole and must drink generously from his beer.

It is then time for game #2. The deck is reshuffled and the game is played the same way, except this time, each player has certain privileges or punishments depending on what rank they got in the first game. The asshole is the dealer and clearer of cards. Once the asshole has dealt seven cards to each player, rules are as follows: The president gives his two worst cards to the asshole. The vice president gives one of his worst cards to the asshole. The secretary can tell any player at any point during the game that he wants them to drink, and the player has to obey immediately. If the secretary tells the asshole to drink, the asshole has to take a longer chug of his beer than normal. The game can then begin. Each time the game is played, a new rank is formed.

If a player becomes president three times, he can create any rule of his choosing. If a player becomes asshole three times (damn, that sucks!), then he must tell a juicy secret to the group every time it’s his turn, and the secrets had better be good!


BEAT THE DEALER


	LEVEL OF BUZZ	[image: images]


	 



	YOU’LL NEED
	[image: images]playing cards




The deck should be shuffled and placed on the table. The dealer turns over the top card from the deck and looks at it, but does not reveal it to anyone else. Player 1 takes a guess at what the card is (three, ten, king, etc). If player 1 is correct, the dealer has been beat. He has to drink, and player 1 then becomes the dealer. If player 1 is incorrect, he has to drink, and the dealer has to tell him if the card is higher or lower than player 1’s guess. Player 1 then takes a second guess. If the guess is incorrect again, he drinks and it’s now player 2’s turn. The dealer stays the same since no one has beat him yet. He draws a new card off the top of the deck for player 2 to try to guess. If player 1’s guess was correct, though, the dealer has been beat. He must drink, and player 1 becomes the new dealer. The play continues in this way until all of the cards have run out.

NOTE: If you want the game to be a bit easier, start it by removing one full suit of cards from the deck and line them up from two to ace, face up, on the table. Each time a card is discarded, it should be placed next to its face value in this row, face up, so that the players have an easier shot at guessing remaining cards.


BEERAMID
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	YOU’LL NEED
	[image: images]6 cups

	[image: images]1 die



Put six cups filled with beer in a horizontal pyramid with one cup at the top and three cups at the bottom. The first player rolls the die. If it’s a 1, he drinks the cup on top. If it’s a 2, he drinks the second cup in the formation. If it’s a 3, he drinks the third cup, and so on. If a player rolls a die that corresponds with a cup that is empty, he refills the cup, but doesn’t drink it. The game continues in this way and the game ends whenever players have had enough.


BEER BALL


	LEVEL OF BUZZ	[image: images]


	 



	YOU’LL NEED
	[image: images]bowl

	[image: images]ping-pong ball



Fill a bowl with beer and put it on a table. Designate a spot you have to stand behind and attempt to throw a ping-pong ball or other small object into the bowl. If a player makes the shot, he is awarded a point and the other players drink. If the player misses the shot, he drinks. The first player to reach ten points wins. At that point the player with the least amount of points drinks the contents of the bowl.


BEER BASEBALL
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	YOU’LL NEED
	[image: images]1 or 2 ping-pong balls

	[image: images]8 cups



This game is best played with an even number of players. Choose two team captains and have each take turns picking players for their team. When teams have been decided, team 1 should line up on one side of a table and team 2 should line up on the other side. Each team should arrange three cups into a vertical line. The fourth cup should be a bit farther back from the other three. Fill the cup on your side that is closest to the other team (first base) onefourths of the way with beer. Fill the second cup (second base) halfway with beer. Fill the third cup (third base) three-fourths of the way with beer, and the fourth cup (home run) should be filled to the top with beer.

Team 1 is first up to bat. Each player from team 1 should try to throw the ping-pong ball into a cup on the other side of the table. If the ball lands in the first base cup, give your team one point. If the ball lands in the second base cup, give your team two points, and so on. Team 2 must also consume the beer in the cup that the ball landed in and all of the cups below it. After team 2 drinks the contents of the cup, the cup should be refilled with the same amount of beer and placed back in its position on the table. Team 1 keeps going until they miss three shots (three outs). Then team 2 is up to bat. The game continues like this for nine rounds (or innings). At the end of nine innings, count up each team’s points to see who wins.


BEER BOUNCE
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	YOU’LL NEED
	[image: images]cups

	[image: images]quarters



Put one cup in the middle of the table and a circle of cups around the center cup. The number of cups in the circle should be the same number as there are players. Each player should designate the cup closest to them as their own. Fill each cup, except for the cup in the center, about two-thirds of the way with beer.

Player 1 attempts to bounce the quarter off the table and into one of the cups. Whoever’s cup the quarter falls in has to drink the cup of beer and then refill it. If the quarter bounces into the cup in the center, all the other players have to chug their cups of beer and refill them. If player 1 is not successful at bouncing the quarter into one of the cups, he has to drink his cup of beer and refill it. It is then the next player’s turn. The play continues in this way until there is no beer left.


BEER BOWLING
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	YOU’LL NEED
	[image: images]10 empty cups

	[image: images]ping-pong ball

	[image: images]shots



Play one-on-one or in teams. Form a horizontal pyramid of cups, with one cup in front and four in the last row. Stand a generous distance away from the cups and attempt to knock down as many as you can with the ping-pong ball. The number of cups you knock down determines how many drinks your opponent or the other team has to take. If you’re not playing in teams, give out drinks to the player of your choice. If you don’t knock down any cups, do a shot. Each player gets two turns. Keep track of how many cups each team knocks down, because the team with the most knocked down after everybody has bowled three times wins.


BEER CRAWL
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	YOU’LL NEED
	[image: images]paper

	[image: images]pen (or pencil)



This game works well if you are in an area where you can easily walk to a lot of bars. About five to seven bars should do the trick, or however many you want.

At bar #1, order a beer and see how much of it you can drink without taking a pause or a breath. Just try to chug it as much as you can. Someone should keep track for you how many chugs it takes for you to finish the beer. If you took three breaks, you get three points. Four breaks equals four points, and so on. When everyone is done, tally up everyone’s score and move on to bar #2. When you’re done the bar crawl, count up everyone’s score. Whoever has the lowest number is the winner!


BEER DASH
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	YOU’LL NEED
	[image: images]cups




Players are divided into two teams and line up on one side of a room. Fill as many cups of beer as there are players and place them on a table at the opposite end of the room. The first player from each team must race to the table and chug a full cup of beer, then race back to his team and slap the next player’s hand. The next player then runs to the table and does the same. Each player must go, all cups’ contents must be fully consumed, and players can’t run until their hands have been slapped. The first team to complete the beer dash wins.


BEER PONG
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	YOU’LL NEED
	[image: images]20 cups

	[image: images]2 ping-pong balls



Divide players into two teams of two. On opposite ends of a long table, both teams arrange ten cups filled halfway with beer into a horizontal pyramid with one cup in the first row, two in the second row, and so on. The top of both triangles should be closest to the center of the table. Each player on team 1 takes a turn throwing a ping-pong ball into a cup on team 2’s side. If a shot is made, a player from team 2 drinks the cup of beer and removes it from the table. The cups are rearranged so they touch. If the shot misses, it’s the other team’s turn. The first team to get rid of the other team’s cups wins.


FUN EXTRA: If you are feeling up to the challenge, play Beer Pong in the dark! To do this, you should turn on a black light and use flourescent-colored cups and white ping-pong balls.

[image: images]




BEER POOL
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	YOU’LL NEED
	[image: images]pool table

	[image: images]cue sticks



The rules for a regular game of pool apply, but now you will incorporate some drinking rules as well. Rules are as follows:

[image: images]Before you take your turn, you must drink.

[image: images]If you sink one of your balls, the other player drinks.

[image: images]If the other player sinks one of his balls, you drink.

[image: images]If you sink the other player’s ball by accident, take two drinks.

[image: images]If you lose the game, chug the rest of your drink.

FUN EXTRA: If you want to make the game even more fun, combine Beer Pool with a friendly game of Strip Pool. For all the rules above, except the first one, in addition to taking a drink you must also remove an article of clothing.


BEER ROW
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	YOU’LL NEED
	[image: images]playing cards



Put twenty-five cards into five rows of five. Deal out the rest of the cards. Flip over the first card in the first row. Whichever player(s) has a match to that card puts it on top and picks someone to drink. Then move on and flip over the next card. Players with matches give out one drink in the first row, two drinks in the second row, and so on. The person who gets rid of his cards first, or who has the least number of cards after the last card in the last row is flipped, wins.


BEER SNAP
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	YOU’LL NEED
	[image: images]playing cards




There are two players for each round. Divide the cards into two piles, one pile for each player. Player 1 flips over his first card and puts it on the table. Player 2 then flips over his own card and puts it on the same spot. Anytime the card is a face card, players should snap a hand down on the pile. The player who snaps his hand down first is the winner and plays against the next player. The loser drinks.

FUN EXTRA: Only slap your hand down when the face card is a jack. If a player accidentally snaps his hand down on a different face card, he loses and drinks.


BEIRUT
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	YOU’LL NEED
	[image: images]12 cups

	[image: images]bottle cap



If you are without ping-pong balls or looking for an alternative to Beer Pong, try Beirut. Divide players into two teams of two. On opposite ends of a long table, each team arranges six cups filled to the top with beer into a horizontal pyramid with one cup in the first row, two cups in the second row, and three cups in the third row. The top of each triangle should be closest to the center of the table.

Each player on team 1 takes a turn throwing the bottle cap into a cup on team 2’s side. If a shot is made, a player from team 2 drinks the cup of beer and removes it from the table. The cups are then rearranged so they touch. If the shot misses, it’s the other team’s turn. When a team has only one cup left to sink, the other team can place the last cup anywhere they want on the table. Both players must then get the bottle cap in the last cup in order to win the game.


BLACKOUT
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	YOU’LL NEED
	[image: images]playing cards

	[image: images]cups



There is no skill involved in this game, so if it’s one of those long and tiring nights and your ability to remember your name was lost somewhere along the last few hours, this might be a good game for you.

The dealer should deal out a card to the first player. If the card is red, the player is safe and the dealer deals out the next card to player 2. However, if the card is black, the player must drink. The game continues in this way until the deck runs out. Some of the cards have special rules, which you can find on the next page, or feel free to make up some of your own—if your brain cells are still functioning, that is.

If the card dealt to you is a(n) . . .

[image: images]Black ace: Instead of drinking from your beer, do a shot.

[image: images]Black jack: Declare a thumb war with someone at the table. Whoever loses has to drink or do a shot.

[image: images]Black king: Everyone drinks.

[image: images]Two of spades: Congratulations. You’re the beer bitch. Any time someone wants a drink or a shot, you have to fetch it for them.


BOOZE HUNT
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	YOU’LL NEED
	[image: images]cans or bottles of beer

	[image: images]5 different bottles of liquor

	[image: images]stopwatch or timer

	[image: images]a bag for each person



Perhaps you remember how fun it was to hunt for Easter eggs when you were a kid. Well, it’s about time you took a seat at the big kid’s table. You’re all grown up, so now you’ll be hunting for booze. The time keeper should hide a bunch of cans or bottles of beer and five (or more) bottles of liquor around the house or in the backyard. When he’s done hiding the booze, all players should take a few moments to chug a beer before getting started.

When players are ready, the time keeper sets the stopwatch for ten minutes (or however long the group sees fit), and the players should see how many beers and booze they can find, and toss the bottles into their bags. Beers are worth one point and each bottle of booze should be given a different point value. For instance, a bottle of wine can be worth three points, a bottle of tequila can be worth five points, etc. At the end of the ten minutes, all players come together and show their findings. Scores are then added up. The player(s) with the lowest points has to do shots and the winning player(s) gets to decide what their prize will be.


BULLSHIT
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	YOU’LL NEED
	[image: images]playing cards




The object of this game is to be the first person to get rid of his cards. Players sit in a circle. The dealer deals out an even number of cards to each player, face down. If there are any extra cards, they can be placed in a discard pile. Each player holds his cards, careful not to show anyone his hand.

Player 1 starts by putting down two of a kind, three of a kind, or four of a kind, face down. For instance, you can put down two fours or three aces, etc. But, you can only put down one set. If you don’t have a matching set in your hand you can either pass (which won’t get you very far in this game) or pretend that you do, and put down any two, three, or four cards of your choice.

Once you’ve put down your cards, you can make a truthful claim and announce the real set you laid down, or you can make a dishonest claim and lie about the cards you laid down. See if someone challenges your claim or if you get away with your play. If someone thinks you’re bullshitting and that you didn’t put down the cards you said you did, he calls out “bullshit!” The cards are then turned over and revealed.

If the player who called “bullshit” is correct, the bullshitter must put the cards from the table back in his hand, plus any cards in the discard pile, and drink. If the player who called “bullshit” is incorrect, that person must add the cards from the table to his hand, including the discard pile, and drink. If no one calls your bullshit, reveal the set you laid down and add them to the discard pile.

If you are down to one card and it’s your turn, make a claim about what your last card is. If someone calls your bullshit and is wrong, you win! If not, you must take the card back, including any cards in the discard pile, and drink—and the game continues.


BUZZ


	LEVEL OF BUZZ	[image: images]




This is a game that people tend to mess up pretty easily since it’s hard to think on your feet, especially when you’ve been drinking. Players sit in a circle and player 1 starts by saying “one.” The next player in the circle says “two,” and so on. However, any time the number is a multiple of five, the player needs to say “buzz” instead of the number. If a player forgets to say it or thinks for too long, he has to drink. In addition, when a player says “buzz,” the order has to switch directions so that the game now goes in reverse. It’s the player’s turn who went before you said “buzz.”

To add more competition to the game, any time a multiple of seven comes up, players should say “bizz.” Feel free to add more multiples to the game and new words to say. New words you may incorporate are “bang,” “bam,” etc. Players will be messing up left and right, and everyone will get a nice buzz going.


CAPS
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	YOU’LL NEED
	[image: images]2 cups

	[image: images]handful of bottle caps



This game can be played standing or sitting. Two players start the battle. They should be sitting far apart from each other or on opposite sides of a table. Fill each cup to the top with beer and place one in front of each player. Player 1 tosses the cap and tries to dunk it in the cup on the other side. If he is successful, player 2 must drink a quarter of the beer from the cup. If he is unsuccessful, player 1 must drink a quarter of beer from his own cup. After five rounds, whoever made the least number of dunks is the loser, and must drink the rest of the beer from both cups. The winner plays the next challenger.


CASE RACE
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	YOU’LL NEED
	[image: images]cups




Players should sit in a circle. Each player places a cup in front of himself filled two-thirds or halfway with beer. The two players who start need to be sitting across from each other in the circle. When someone calls “go!,” the two players race to finish their beer and quickly put their cup down, which then signals the person sitting to that player’s left to immediately start chugging. Once you drink the beer from your cup, you should immediately refill it so that it’s ready to go when it’s your turn again. If one person finds himself stuck between the race on both sides, he has to drink a cup on his own, and then immediately start playing against the player sitting across from him in the circle. Whoever has to refill his cup with the last beer in the case loses.


CATEGORIES
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	YOU’LL NEED
	[image: images]playing cards




Each player picks a category (examples: beer brands, cartoon characters, sex positions, words for “penis,” Seinfeld characters, colors, kitchen appliances, insects, etc.). Each player draws a card and keeps it face down. Once everybody has a card, flip them face up for all to see. When two players have the same number or face card, the first to shout out a correct answer in the other person’s or persons’ category(ies) wins. The loser drinks.


CELEBRITY SIPS
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Players sit in a circle and each has his own beer. Player 1 starts by saying the name of a famous person or celebrity. Player 2 then says the name of another celebrity whose name starts with the last letter of the previous celebrity’s last name. If the celebrity goes by only a first name, then the next player to go should name a celebrity whose name starts with the last letter of the previous celeb’s first name. Example:

Player 1: Madonna

Player 2: Albert Einstein

Player 3: Neil Armstrong

Each player has only a few seconds to identify a famous person. If a player takes too long to name a person or can’t think of one, he should chug from his beer and it’s the next player’s turn. If no one in the circle can give an answer, the last player to name a famous person should start with a new celebrity.


CHASER


	LEVEL OF BUZZ	[image: images]

	 



	YOU’LL NEED
	[image: images]playing cards



Put ten cards in a horizontal pyramid, with one card at the top and four cards at the bottom. The object is for a player to reach the top of the pyramid without turning over a face card. If a player turns over a face card, he drinks generously and replaces any cards that have been turned over with cards from the deck. It’s then the next player’s turn. If a player reaches the top of the pyramid without turning over a face card, he wins.


CHUG-A-LUG
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	YOU’LL NEED
	[image: images]shot glasses

	[image: images]coins



Put a filled shot glass in the center of the table and a cup of beer in front of each player. The first player tries to bounce a quarter into the cup of the player to his right. If he makes the shot, he gets a point and the person whose cup it was has to drink the cup and refill it. If the shot misses, the player drinks the cup’s contents and refills. After each player has had three turns, the game is over. The player with the lowest number of points loses and does the shot.


CLOCK
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	YOU’LL NEED
	[image: images]playing cards

	[image: images]shots



Put twelve cards face down in a clock formation, so that each card represents a number on a clock. Put one card in the middle of the clock. The rest of the cards should be dealt evenly to the players. The card in the 1:00 spot is flipped over. Whoever has the same number or face card gives one sip to a player of his choice. The card in the 2:00 spot is then flipped over. Anyone with a match can now give out two sips to the player of his choice, and so on as numbers increase. When the cards in the clock have all been turned over, it’s time to flip over the card in the middle of the clock. This is an evil card. In this case, whoever has a match has to do a shot.


COASTERS
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	YOU’LL NEED
	[image: images]cardboard drink coaster




For those of you who remember playing Finger Football as a kid, this is the drinking version. The game should be played on a tabletop. A large round table or a big square one works best. Two players start the battle and should sit on opposite sides of the table. Player 1 puts the coaster in front of himself on the table and gives it a flick with his thumb and middle finger. The object is to get the coaster to hang halfway off the other side of the table. It doesn’t count as a win if the coaster is very close to the edge of the table. Half or a small part of the coaster must be hanging off the edge.

If player 1 succeeds, player 2 must drink. If player 1 doesn’t succeed, he must drink. Do this for five rounds. The player who succeeds the most times out of the five rounds is the winner, and will play the next challenger. The strategy in this game is to determine how hard to flick the coaster. If you flick it too hard, it will fly off the other side of the table, but if you don’t flick it hard enough, it won’t even make it to the other side and will probably stop about halfway.


COIN WARS
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	YOU’LL NEED
	[image: images]coins

	[image: images]shots



Each player should have a coin. On the count of three, all players must flip their coins in the air. If your coin lands heads up, you are safe. But whoever’s coin lands on tails must chug from their beer and flip their coin again. Whoever’s coin landed on heads in this round is now safe. This pattern continues until only one player is left with tails. This player must do a shot. Then the game starts all over again. It’s funny if the same person ends up with tails every time, or if the same player keeps having to take shots.


COP AND KILLER
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	YOU’LL NEED
	[image: images]playing cards

	[image: images]shots



This game needs to have at least twelve players in order for it to work well; the more players, the better. The number of playing cards you need is the same number as there are players. Be sure that you include one jack and one king. There should only be one jack and one king used for this game.

With the faces of the cards hidden, one player shuffles the condensed deck and passes one card to each player. Everyone looks at their card and then turns it face down so that no one can see it. The player in possession of the jack is the killer. The player in possession of the king is the cop. All other cards represent the townsfolk. Players should not reveal their identities.

The game begins by each player walking around and shaking hands with every player he comes across. When the killer shakes someone’s hand, he should give it a gentle squeeze, thereby signifying to the other player that he has been killed. Any time a player’s hand is squeezed (i.e. killed), he must wait thirty seconds and then drop to the floor; he stays there for the rest of the game. The cop gets one guess to correctly identify who the killer is before all the players drop to the floor. If he guesses correctly, the killer loses, and has to do a shot. But if he guesses incorrectly or has not given an answer by the time the last of the townsfolk drops, the cop loses, and does a shot. The cop should be sure he knows who the killer is before he makes a guess, since he only gets one.


DEATH BY DOUBLES
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	YOU’LL NEED
	[image: images]paper

	[image: images]hat

	[image: images]pair of dice

	[image: images]shots



Put everybody’s name on a piece of paper and place the papers in a hat. The first player rolls the dice. Rules are below. The game does not end until a player rolls snake eyes (double 1s). This player automatically wins.

[image: images]Dice add up to 3: Drink.

[image: images]4 or 5: Pick someone to drink.

[image: images]6 or 7: Pick someone to drink with you.

[image: images]8 or 9: Pick two people to drink.

[image: images]10 or 11: Pick a name from the hat and kiss this person.

[image: images]12: Everybody does a shot.

[image: images]Doubles: Do a shot.


DEATH SHOTS
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	YOU’LL NEED
	[image: images]shots




There is not a whole lot going on here, but it’s a fun one. The number of shots should be the number of players minus one. Fill two of the shot glasses with a hard clear liquor, like vodka, and the rest of the shot glasses with water. One player leaves the room for a minute. He will be the guesser. One player rearranges and shuffles around the shot glasses so that they’re out of order. Tell the player who left the room to come back. Everyone then picks up the shot in front of them and drinks. The guesser has to guess which one of the players took the shot. Since there are two, it should be a little easier for him. If the guesser guesses correctly, the other players chug some beer, but if the guesser is incorrect, he has to chug his beer. Someone is bound to get trashed. Enjoy.


DIRTY DICE
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	YOU’LL NEED
	[image: images]1 die or pair of dice




This game requires absolutely no skill and gets right to the point. If you’re playing the game with one to six players, use one die only. If you’re playing with seven to twelve players, use the dice. Each player should be assigned a number from either one to six (if playing with one die) or two to twelve (if playing with the dice). Player 1 then starts the game by taking a drink from his beer, and then rolling the die or dice. Whoever was given the number that shows up on the die or dice is the player that player 1 has to kiss. If no one was assigned to that number, player 1 has to drink again. The play then continues to player 2.


DOUBLE ROLLER
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	YOU’LL NEED
	[image: images]pair of dice




Each player should take a turn rolling the dice. If you don’t get doubles, take a drink and it’s the next player’s turn. But, if you do get doubles, you must follow the right rule below. The rule will no longer apply to you when you roll another set of doubles (then the new rule applies), or when another player rolls the same doubles that you did. For instance, if you roll double 2s, you get to make a rule that must be followed. Let’s say the next double you get is double 4s. The rule you made is immediately forgotten and you now become the thumb master instead. You’re now the “thumb master” (see below) until the next time you roll doubles or until another player rolls double 4s and he becomes the thumb master. Rules for the dice are as follows:

[image: images]Double 1s: Whenever anyone rolls a 1, that person has to drink.

[image: images]Double 2s: Make a rule. For instance, anytime someone curses, he has to drink.

[image: images]Double 3s: The game continues in reverse. The last person to roll the dice is up again.

[image: images]Double 4s: This person becomes the thumb master. At any point during the game, the thumb master sticks his thumb up, and everyone else has to follow suit. The last person to catch on and stick his thumb up has to drink.

[image: images]Double 5s: Make a bet with someone at the table that he can’t do something. For instance, you might bet someone that he can’t spell a hard word. If the person succeeds, the player who rolled the double 5s must drink, but if the player fails, that player must drink.

[image: images]Double 6s: This person becomes the headmaster. The headmaster can demand anyone on the spot to start drinking and can also order other players to fetch him beers. He also has the power to veto anyone’s rule or bet and pick a new one if he finds the current one lame.


DRINK TANK
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	YOU’LL NEED
	[image: images]5 liquors

	[image: images]beer

	[image: images]1 die



This is a fast way to get messed up. Assign a number from 2–6 to each of the liquors. The number 1 on the die represents the beer and the other numbers each represent one of the liquors. Player 1 rolls the die and takes a drink from the corresponding liquor or beer. The play continues around in the circle until one player can’t take it anymore and forfeits. The last person in the game is the winner.


DRUNK TUNES


	LEVEL OF BUZZ	[image: images]



This game works for any song. Put on some music or listen to the songs that are playing at the bar. Each player should make up a rule that must be followed throughout the next few songs. For example: If you are listening to a country song, you might decide that whenever the singer mentions his guitar, you have to do a shot.


EDWARD 40-HANDS
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	YOU’LL NEED
	[image: images]2 40-oz. beers

	[image: images]lots of duct tape



This isn’t so much a game as it is just a really fun way to get drunk quickly. All you need to do is tape a 40 to each hand with a lot of duct tape. You can’t take them off until the beer is completely gone, so good luck trying to go to the bathroom and pretty much doing anything else. Better get chugging!


FLIP CUP
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	YOU’LL NEED
	[image: images]cups




Players divide into two teams and line up on opposite sides of a table. Each player is given a cup filled halfway with beer. When the game begins, the first two players from each team race to be the first to drink his entire cup of beer and flip his cup upside down. When player 1 flips his cup, player 2 races to do the same and so on. The first team to finish flipping all its cups wins.

How to flip: After drinking your beer, put your cup at the edge of the table so half is hanging off. Tap the bottom upwards and try to make the cup land perfectly upside down.

[image: images]


FLIP ’N’ STRIP
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	YOU’LL NEED
	[image: images]coin

	[image: images]shots



Each player takes a turn flipping the coin. After each player has flipped once, the round is over and everybody does a shot. Repeat each round as often as you want. Whoever has the most clothes on at the end of the game wins.

[image: images]ROUND 1

Heads: Remove an article of clothing.

Tails: Drink.

[image: images]ROUND 2

Heads: Remove an article of someone else’s clothing.

Tails: Pick someone to drink.

[image: images]ROUND 3

Heads: The player to your right removes an article of clothing.

Tails: The player to your left removes an article of clothing.


FLIP PONG
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	YOU’LL NEED
	[image: images]2 shot glasses (one is filled and one is empty)

	[image: images]playing cards

	[image: images]ping-pong ball



There are many variations of this game, but I have offered here one of my favorites. Players should sit in a circle around a table with an empty shot glass in the middle. A filled shot glass should be set to the side of the table for safe keeping.

One of the players should deal out one card, face down, to each player, and set it in front of them. Everyone should decide which two players are up first to battle. When two people are picked, each player should take a turn bouncing a ping-pong ball into the empty shot glass. If both players make the shot, they should keep going until someone misses. Whoever misses the shot first is the loser and has to drink the filled shot glass.

Each player at the table then turns over their card. Whoever has the highest card at the table is the next challenger to play the winner. If two or more people have the highest card, a new card should be placed in front of these players to determine the winner. The empty shot glass from which the losing player drank is now refilled and a new card is dealt face down to each player. The game continues in this way until no one can see straight or the deck of cards has run out.


FOUR OF A KIND
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	YOU’LL NEED
	[image: images]playing cards




The object of this game is to be the first person to get four of a kind. That could mean four tens, four jacks, etc. Decide at the beginning of the game if a straight can win the game, too. A straight is when you have four cards that follow a sequence, like: nine, ten, jack, queen.

This game should only be played with four of a kinds, not the entire deck, and the number of cards you play with is determined by how many players you have (i.e. the number of four of a kinds in the deck you play with should be equal to the amount of players). For example: If you have four players, you can play the game with the four aces from the deck, the four twos, the four threes, and the four fours. If you are playing with five people, you’ll also play with the four fives. Set aside the rest of the cards you’re not playing with.

With your new deck, deal out all of the cards to each player. The dealer then says, “1, 2, 3, drink.” Each player should immediately take a chug from his beer, and then pass a card in his hand to the player on his left. The card should be one that will least likely help them get four of a kind. For instance, if you have two fives in your hand, don’t pass one of the fives since you have the best chance at winning four of a kind on fives. Each time a card is passed, the dealer says “1, 2, 3, drink,” and each player takes a drink of their beer, and then passes another card (that does not look like it will help them get four of a kind) to the player next to them.

The game continues in this way until someone gets four of a kind, and is thus declared the winner. The players have to buy the winner a victory shot. It’s a fun card game and a quick way for someone to get sloshed.


FUCK THE DEALER
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	YOU’LL NEED
	[image: images]playing cards




The dealer draws one card and looks at it, making sure no one else can see the card. Player 1 guesses the number on the dealer’s card. If the player’s guess is too high, the dealer says “lower.” If the guess is too low, the dealer says “higher.” Each player can only make three guesses. If a guess is right, the dealer drinks. If the player guesses wrong, he drinks. The game continues until the cards run out.


FUCK YOU
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	YOU’LL NEED
	[image: images]playing cards




Deal out six cards to each player and put the rest of the deck on the table. Player 1 flips the top card off the deck. If he doesn’t have the same number or face in his hand, the next card in the deck is flipped over and it’s the next player’s turn. If a player does have the same number or face, he says “fuck you” to a player of his choice, and that player drinks. If the fucked player also has the same number or face, he says “No, fuck you” and the other player drinks. Or, he can say “No, fuck [another player’s name],” and that player drinks. The game ends when the deck runs out.


GIVE AND TAKE
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	YOU’LL NEED	[image: images]playing cards (jokers included)



This game is very simple and a fast way to get tipsy. One player should shuffle the deck of cards and spread them out face down on a flat surface. Leave the jokers in the deck for this game. There need be no rhyme or reason to the pile, but most of the cards should not be overlapping by much, if possible.

Player 1 starts by drawing one of the cards and flipping it over. If the card he flipped over was a black card, he has to take the number of sips the card indicates. For instance, if the card was a black three, he takes three sips. But if the card he flipped over was a red card, he gets to give out three sips to any player or players of his choice. If a player draws a joker, he picks someone in the group to either chug the rest of his beer or do a shot. The game gets fun when players start to pick on the same one or two people to keep drinking, or the same player keeps drawing black cards. The game moves from player to player and is over when the cards have run out.


GRENADE


	LEVEL OF BUZZ	[image: images]

	 



	YOU’LL NEED
	[image: images]cups

	[image: images]coins

	[image: images]kitchen timer or stopwatch



Players divide into pairs. One teammate throws and one catches. The catcher stands at one side of the room with an empty cup. The thrower stands at the opposite end with a handful of coins. Your group can play one pair at a time or all at once. A stopwatch is set up for three minutes on the clock. When the clock starts, the thrower attempts to toss his coins into his teammate’s cup. The catcher is allowed to move around. If a coin is tossed and does not land in the cup, the pair must take a sip from their drinks. At the end of three minutes, the coins in the catchers’ cups are counted. The team that caught the most coins wins. Losers drink.


HAPPY-GO-PUKEY
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	YOU’LL NEED
	[image: images]money

	[image: images]a pitcher of beer



Unlike some of the other games where you’re just drinking, in this one you’ll have the potential to make a lot of money—or lose all your money, if you suck!

Players should sit in a circle and everyone should give a designated amount of money to the “pot,” or center of the table. If you’re babies and/or broke, you can play with your pocket change, but if you’re really feeling up to the challenge, everyone should start by putting in a dollar.

The first person in the circle should drink from the pitcher and then pass it to the person to his left. Each person can drink as much or as little from the pitcher as he wants, but the object is to be the last person to drink from it, because that’s the person who will win all the money in the pot. There is a little bit of strategy involved as you eye up the pitcher as it’s being passed to see how much of it you’ll need to drink to win, but a lot of the game will be luck, too. You may also choose to play that each time the pitcher has made a full circle, everyone has to put another dollar into the pot. The name of the game comes into play when players’ endurances start to wane and people start to get sick from all the chugging. Don’t start puking until you win the money, though!


HIDE AND DRINK


	LEVEL OF BUZZ	[image: images]



Like Hide and Go Seek, but it’s Hide and Go Drink! One player counts to twenty and the rest of the players go off and hide. Each player should hide with a beer in his hand. When the player who counted finds a player, that player must drink from his beer. The game continues until all players have been found.

As an alternative to this game, it’s also fun to play Drunken Sardines. In Drunken Sardines, one player hides and the rest of the players count to twenty. When one of the players finds the person who hid, he should hide with them. The person who was found should drink. The last player to find the group is the loser and has to down a beer.


HI-LOW
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	YOU’LL NEED
	[image: images]playing cards




A deck is shuffled and put on the table. The dealer flips over the top card from the deck. Player 1 then has to guess if the next card off the deck will be higher or lower than the card on the table. After the guess is made, the second card is flipped over. If player 1 was correct, he keeps going, but if he was wrong, he drinks, and it’s then the next player’s turn. The play continues in this way. Since the ace card is the highest card in the deck, any time an ace is turned over the string of cards on the table should be shuffled back into the deck and a new card from the top of the deck should be flipped over. When a player makes five correct guesses in a row, he wins.


HORNY STORY
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	YOU’LL NEED
	[image: images]bowl




Put a bowl in the middle of your circle of friends. Each player drinks before his turn. Player 1 says a word and then pours some of his beer into the bowl. Player 2 then says the first word and adds a word that “logically” follows the previous one, and then pours some beer into the bowl. The game continues like this around the circle as the sentence becomes sick and twisted. The game ends when a player can’t add to the sentence, messes up the words or order, or chooses a word the group rules doesn’t “logically” fit the sentence. The loser drinks all of the beer in the bowl.


ICE TRAY TOSS
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	YOU’LL NEED
	[image: images]ice-cube tray (or egg carton)

	[image: images]coins



Put the empty ice-cube tray down horizontally, and a generous length away from the players. Player 1 attempts to throw a coin into the tray. If the coin lands in the back row, the player picks two people to drink. If the coin lands in the front row, the player picks one person to drink. If the player misses, he drinks.

FUN EXTRA: When a coin lands in a spot in the tray, it must stay there the entire game and no one else gets rewarded if his coin lands in the same spot.


IDENTITY
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	YOU’LL NEED
	[image: images]paper




You’ll need paper that sticks to your forehead, like Post-It notes. Everybody writes down the name of a famous person on a Post-It and exchanges with another player. No peeking. Players stick their Post-It to their foreheads and sit in a circle. The first player, the questioner, asks the group yes or no questions so that he can guess his identity. If the group answers “yes,” they must all take a drink. If they answer “no,” the questioner drinks. Questioners can only ask the group ten questions and take three guesses. If he guesses his identity correctly, the group must take a generous drink and it’s the next player’s turn to be questioner. If he guesses incorrectly, the questioner drinks.


KINGS
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	YOU’LL NEED
	[image: images]playing cards




Spread the cards face down in a pile. Each player draws a card and follows these rules:

[image: images]Ace is waterfall: Player 1 drinks, player 2 drinks, player 3 drinks, and so on in order. When one player stops, the rest follow one by one.

[image: images]2 is you: Choose who drinks!

[image: images]3 is me: You drink!

[image: images]4 is whores: Females drink!

[image: images]5 is social: Everybody drinks!

[image: images]6 is dicks: Males drink!

[image: images]7 is heaven: Everybody has to quickly point their index finger up to heaven. Whoever is last loses!

[image: images]8 is never have I ever: Each player says something he’s never done. Everyone who has done that something drinks. For example: Never have I ever skinny dipped. Players who have must drink.

[image: images]9 is bust a rhyme: Each player says a sentence that rhymes with the previous person’s sentence. Whoever messes up must drink.

[image: images]10 is categories: Pick a category (i.e. cartoon characters). Everyone goes around in a circle and gives a correct answer in the category. Whoever messes up must drink.

[image: images]Jack is sentences: Each person says a word so that a sentence and thus a story develops. Whoever messes up must drink.

[image: images]Queen is questions: One player asks a second player a question. The second player asks a third player a question. No questions are ever answered. Whoever messes up must drink.

[image: images]King is pick a rule: (Example: When someone draws a red diamond, the player must compliment me.)


KISS THE KING
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	YOU’LL NEED
	[image: images]playing cards




Shuffle the deck of cards and put it on the table. Player 1 should draw the first card. If it’s a number card, he drinks from his beer and it’s the next player’s turn. If it’s a face card, he drinks from his beer as well as kisses one of the other players. He can choose whoever he wants. If a player draws a face card and it happens to be a king, he must kiss every person in the room, or every person in the room of the opposite sex, depending on how you want to play. Each player takes a turn drawing a card until the deck runs out.


LAST CALL
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	YOU’LL NEED
	[image: images]playing cards




The dealer shuffles the deck and holds it in his hand. He asks every player the same question in each round. If the player says the wrong answer, he drinks. If the player’s guess is right, the dealer drinks. Repeat each round until the cards run out. The questions are as follows:

[image: images]Round 1: Will the next card be black or red?

[image: images]Round 2: Will the next card fall between two and seven?

[image: images]Round 3: Will the next card be a number or face?

[image: images]Round 4: What is the suit of the next card?


LIQUID POISON
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	YOU’LL NEED
	[image: images]cups

	[image: images]pair of dice



Divide the players into two teams. Each player needs a cup filled with beer and each team needs one die. Player 1 from each team starts off by trying to roll a one. Once a one is rolled, the player drinks his cup of beer and the next player tries to roll a two. Once a two is rolled, the second player drinks his cup of beer and the next player tries to roll a three, and so on. If the team has less than six players, player 1 starts again after the last player has rolled. Players should roll and drink quickly, because the first team to get to six first wins.


LUCKY 7
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	YOU’LL NEED
	[image: images]shots

	[image: images]pair of dice



Two players start. Each player rolls one die at the same time. Whoever has the lower number drinks. If the dice add up to seven, both players do a shot. It’s the best of two out of three. The winner moves on to play the next challenger.


LUCKY ROLL
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	YOU’LL NEED
	[image: images]1 die

	[image: images]paper

	[image: images]hat

	[image: images]shots



Each player takes a turn drinking and rolling the die. When each player has had a chance to roll the die five times, the game is over and the person with the most clothes on wins. Before getting the die rolling, write each player’s name on separate pieces of paper, fold them, and place in a hat. The rules:

[image: images]Roll 1 or 6: Take a shot.

[image: images]Roll 2: Remove an article of clothing.

[image: images]Roll 3: Pick someone’s name out of the hat to remove an article of clothing.

[image: images]Roll 4: Pick someone’s name out of the hat to make out with.

[image: images]Roll 5: Put an article of clothing back on.


MAIN SQUEEZE
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	YOU’LL NEED
	[image: images]an orange

	[image: images]shots



Player 1 starts with an orange under his chin. He passes it to the player’s chin on his right without using his hands! Whoever drops the orange first is the loser and does a shot.


MOUSE TRAP
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	YOU’LL NEED
	[image: images]playing cards




Deal a complete deck of cards out to the players. One player starts as the mouse—trapped between the player on his right and left. These two players each lay down a card they think the mouse doesn’t have. The player to the mouse’s left always lays down a card first. If the mouse doesn’t have the same number or face card, he drinks. If he does have a match, the player to his left drinks and then becomes the trapped mouse. The game continues until all players run out of cards. The last mouse is the loser and drinks generously.


MOVIE BUZZ
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	[image: images]




Put on your favorite movie or TV show. Each player should make up a rule that must be followed throughout the movie. For example: If you are watching The Wizard of Oz, here are two rules you might make:

[image: images]Whenever the witch appears on screen, do a shot.

[image: images]Whenever someone breaks into song, drink seven sips.


MUSICAL SHOTS
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	YOU’LL NEED
	[image: images]shot glasses

	[image: images]music



This is a fun way for players to drink, and it’s funny to see who ends up with the real shot. One designated player volunteers to sit the first round out, but he still has a job to do. He fills one shot glass with a clear liquor, like vodka, and the rest of the glasses with water. Players sit in a circle, and everyone shuts their eyes. The same designated player then rearranges and shuffles the shots so no one knows where the liquor shot is. Then everybody opens their eyes and places a shot in front of themselves. The designated player then turns on the music and everybody passes their shot to the person on their left. Players keep passing the shot as long as the music plays on.

When the designated player is ready, he turns the music off, and all players immediately stop passing the shots. Everybody then needs to take the shot in front of them. They’ll either get a water shot, or be the unlucky one with a glass full of liquor. The shot glasses are then refilled as before, with one liquor shot and the rest water shots. The designated player then starts up the music again and the play continues. When he’s sick of sitting out, another player should switch out with him. The game can get pretty funny if the same one or two players keep ending up with the liquor shot.


NAUGHTY NANCY
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	YOU’LL NEED
	[image: images]playing cards




The dealer lays two cards face up. The cards shouldn’t be the same number or face or follow a sequence. For instance, the cards can’t be a four and five. The first player guesses if the next card will fall between the two cards on the table. If he’s right, it’s the next player’s turn. If he’s wrong, the player drinks, and must kiss the player to his left. The game ends when the cards are gone.


NICE DICE
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	YOU’LL NEED
	[image: images]1 die




Player 1 takes a drink and rolls one numbered die. If the die is 1–3, player 1 must kiss the player to his right. If the die is 4–6, he must kiss the player to his left. Then the player who was kissed rolls the die. The play continues in this way until the beer has run out or no one wants to make out anymore.


NUMBERS


	LEVEL OF BUZZ	[image: images]




Players sit in a circle and everyone is assigned a different number. All players start by clapping their hands twice, snapping twice, clapping twice, snapping twice, etc. Everyone should be in sync and no one should break the rhythm.

One person starts by saying their number and then a second player’s number in the group. It can be any player’s number. The player’s number who was called then says his own number, followed by another person’s number. For example:

Player 1: 1, 5

Player 5: 5, 3

Player 3: 3, 7

Player 7: 7, 6

The clapping and snapping should continue throughout the game, the numbers should be said to the beat, and the game should move at a fast pace. If a player fumbles over a number, messes up the rule of saying his own number first followed by another player’s, or messes up the clapping and snapping rhythm, he has to drink. The more players that have been drinking, the more they’re bound to mess up the numbers and the rhythm.


ODDS AND EVENS
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	YOU’LL NEED
	[image: images]playing cards




Players sit in a circle and a deck of cards is shuffled. The dealer deals out the top card from the deck in front of player 1. If it’s an even number, player 1 has to drink the number of sips the number on the card indicates. If it’s an odd number, all the other players have to drink the number of sips the card indicates. If the card is an ace, all players must drink. The play then continues to player 2, and the same process is repeated. The game continues until the deck has run out.


PENNY SHOTS
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	YOU’LL NEED
	[image: images]pennies

	[image: images]pair of dice

	[image: images]shots



This is a battle between two players. Each player should have his own supply of pennies to gamble with. Players need an equal number of pennies and one die each. A filled shot glass is placed between them. The two players roll their die at the same time. Whoever has the lower number does the shot and gives a penny to his opponent. If the two players roll the same number, they both roll again. Repeat this ten times. The player with the least amount of pennies after ten rolls is the loser. The winner keeps his pennies and plays against the next challenger.


QUARTER CUPS
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	YOU’LL NEED
	[image: images]8 cups

	[image: images]handful of quarters



Divide players into two teams. Each team should sit on opposite ends of a long table with four cups filled with beer on each side. You can either choose a square formation or a horizontal line. Each player from team 1 takes a turn throwing a quarter into a cup on the other side of the table. Any cup is fine. If all players from team 1 are successful, the players from team 2 must drink the cups of beer. If not all four players are successful, the players from team 1 who messed up must drink the cups of beer. Any time a cup is empty, it must be refilled and placed back on the table. The game continues until all of the beer is gone.


QUARTERS
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	YOU’LL NEED
	[image: images]cup

	[image: images]20 quarters



Players divide into two even teams and put an empty cup on a table. Each team gets ten quarters. Player 1 from team 1 starts by attempting to bounce a quarter off the table and into the cup. If player 1 is successful, he picks someone from the other team to drink. If he misses, he drinks. It is then player 1 from team 2’s turn. Make sure to keep track of how many quarters each team sinks in the cup. The team with the most quarters sunk after all ten quarters from each team have been used wins.


ROCK, PAPER, DRINK
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	YOU’LL NEED
	[image: images]shots




Just like Rock, Paper, Scissors, but the drinking version! Two players start the battle first. At the same time, both of you hold out a fist and say, “Rock, Paper, Scissors, shoot.” When you say “shoot,” you can either keep your hand in a fist (rock), make your hand flat (paper), or stick out your index and middle fingers like you’re making a peace sign (scissors). The win: Paper lays over rock (paper wins), rock breaks scissors (rock wins), and scissors cuts paper (scissors wins). If you lose, you must drink a shot. The next challenger plays the winner.


ROYAL COURT
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	YOU’LL NEED
	[image: images]paper

	[image: images]2 hats

	[image: images]playing cards



Write all of the girls’ names on pieces of paper and put them in one hat and the guys’ names in another hat. Player 1 picks the top card from the deck of playing cards. If it’s a number card, player 1 drinks. If it’s a king, player 1 picks a name out of the guys’ hat and must kiss that guy. If it’s a queen, the player picks a name from the girls’ hat to kiss. If the card is a jack, pick one name from each hat for a three-way kiss! The game ends when the cards run out.


SEQUENCE
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	YOU’LL NEED
	[image: images]playing cards




This game should be played with two suits only. Draw a card and place it face up on the table. Deal out the rest of the cards evenly among the players. Player 1 puts down a card that logically follows the sequence of the card on the table. For example, if there is a seven on the table, player 1 needs to put down a six in front of the seven or an eight after the seven, regardless of the suit. Players can only make one move per turn. After a move is made, it’s player 2’s turn. If a player can’t make a move, he drinks. The game ends when the sequence is complete from two to ace.


SHIPWRECK
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	YOU’LL NEED
	[image: images]cup

	[image: images]bowl



Fill a large bowl with beer. Put a cup (the ship) in the bowl so that it floats (you may need to weigh it down with a bit of beer). Each player takes a turn pouring a splash of his beer into the floating cup. The play continues like this until someone makes the “ship” sink. This player must drink all of the beer in the bowl as punishment.


SHOT DOWN
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	YOU’LL NEED
	[image: images]shots




This is a race against your friends to see who can finish their beer and shot first. Whoever is the last person to finish loses. The loser has one chance to redeem himself. After he loses, he must go up to a girl or guy at the bar of his friends’ choosing and ask the person for his or her number. If he gets the person’s number, the other players must buy him a victory shot of his choice, but if he is “shot down,” he must buy a round of drinks for his friends.


SKEE BEER
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	YOU’LL NEED
	[image: images]cups

	[image: images]ping-pong ball

	[image: images]paper

	[image: images]pen (or pencil)



If Skee Ball is one of your favorite arcade games, you’ll like this one. Start by setting up five cups in a vertical line on a long table. The cup closest to you is worth ten points and is filled all the way to the top with beer. The second cup closest to you is worth twenty points and is filled three-fourths of the way with beer. The third cup is worth thirty points and is filled halfway with beer. The fourth cup is worth forty points and is filled onefourths of the way with beer. And finally, the fifth cup is worth fifty points and is left empty. Basically, the worse you are at Skee Beer, the more you’ll have to drink!

Each player takes a turn to stand behind the table, on the side farthest from the cups, and attempts to throw the ping-pong ball into the fifty-point cup. When the ball lands in a cup, the player must drink the contents and add the cup’s point value to their score. If a player doesn’t get the ball into any of the cups, ten points must be subtracted from his score. A player left with a negative score value is entirely possible. Each time a player drinks from a cup, the cup must be refilled with beer for the next player. Whoever has the most points at the end of five rounds is the winner.


SLOPPY RECALL
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	YOU’LL NEED
	[image: images]playing cards

	[image: images]shots



This game should be played with two suits and two players only. Shuffle the cards and lay them face down in rows. It’s okay if one of the rows has less cards than the others. The first player turns over any two cards. If the cards don’t have the same face or number, he drinks. If the cards are a match, he collects his match, takes another turn, and the other player must do a shot. The player with the most matches at the end of the game is the winner.


SMOKE OR FIRE
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	YOU’LL NEED
	[image: images]playing cards




Shuffle the cards and spread them out face down on a flat surface. Player 1 guesses if the card he draws will be smoke (a black card) or fire (a red card). If he guesses correctly, he demands the number of sips the number on the card indicates of a player of his choice, but if he guesses incorrectly, he must drink the number of sips the number on the card indicates. For instance, if the player correctly guesses the card will be smoke, and he draws a five of clubs, he commands five people to drink, or one person to take five sips, whichever he chooses. The game continues from player to player until the deck of cards runs out.


SNAKE EYES
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	YOU’LL NEED
	[image: images]pair of dice

	[image: images]shots



Player 1 rolls the dice. If one die indicates a six, or the dice add up to six, he drinks. If he gets doubles, he drinks the number of sips the dice indicate. This means if he rolls double 3s or double 6s, he has a lot of drinking to do. A player’s turn is not over until the dice show no 6s or doubles. It is then the next player’s turn. If a player gets snake eyes (double 1s), the player does a shot and the game automatically ends.


SPEED QUARTERS
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	YOU’LL NEED
	[image: images]3 shot glasses

	[image: images]2 quarters



Divide players into two teams. Each team gets one empty shot glass and one quarter. A third shot glass is filled with liquor and placed aside. Players line up behind a table and player 1 from each team starts. Player 1’s job is to quickly bounce the quarter on the table and into the empty shot glass. When he makes the shot, he races to the back of the line and it’s player 2’s turn. Both teams race to finish first. Whichever team finishes last loses. All players from the losing team have to decide which player from their team held them back the most. That’s the player who must do the liquor shot.


SPILL YOUR GUTS
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	YOU’LL NEED	[image: images]cans of beer or shots



This fun and invasive drinking game is similar to Truth or Drink (page 374), but the questions are asked on the spot rather than written down ahead of time on paper, and you have the ability to ask a person of your choosing a question rather than by random draw.

Player 1 should choose a person in the group (a player 2) to answer his question. The question should, of course, be personal, uncomfortable, silly, or nasty. For a list of suggested questions, take a peek at page 381. If player 2 answers the question, he then asks a question to another person in the group. If player 2 refuses to answer the question, he must chug from his beer or do a shot. Player 1 then asks him another question. The game can’t move on until player 2 answers one of player 1’s questions. The game continues this way until all of the beer or shots are gone. Shy people or prudes should prepare themselves to get very drunk with this one!


SPIN THE BEER
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	YOU’LL NEED	[image: images]an empty beer bottle



Remember when you played Spin the Bottle in high school? Now it’s time to play the drinking version. All players sit in a circle. Put the empty beer bottle in the middle and player 1 gives it a spin. When the bottle stops spinning, that player must make out with the person to whom the mouth of the bottle is pointing—but first, both players should drink. If you don’t know everyone playing the game, you will very soon!


STACKED
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	YOU’LL NEED
	[image: images]cups

	[image: images]shots



Put five empty cups in a row. Each player takes a drink and then a turn stacking an empty cup on top of a cup in the row. A cup can be overlapped, but has to be placed in the opposite direction of the cup underneath it. The player who knocks over one or more cups is out and does a shot.


STREAK!
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	YOU’LL NEED
	[image: images]pair of dice




This game is not for the shy ones. Tell them to work up some courage or take a hike. There will be plenty of stripping and perhaps (hopefully!) some streaking in this one. Players sit in a circle and each player takes a turn rolling the dice. The numbers below refer to the total number when you add the number on the first die with the number on the second die. In this game, the number 11 is very, very evil—or perhaps very lucky, depending on who is doing the rolling! The rules are as follows:

[image: images]Roll an even number like 2, 4, 6, 8, 10, or 12: Chug from your drink.

[image: images]Roll 3: Remove an article of clothing.

[image: images]Roll 5: Pick a player to remove an article of clothing.

[image: images]Roll 7: Switch shirts with another player in front of the group.

[image: images]Roll 9: Switch pants with another player in front of the group.

[image: images]Roll 11: Sorry, buddy. Throw off all your clothes (or at least down to your tighty-whiteys if you’re going to be a baby about it) and go streak across the street and back.


STRIP DICE
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	YOU’LL NEED
	[image: images]pair of dice




Players sit in a circle. Player 1 rolls the dice, then player 2, etc. Rules are as follows:

[image: images]Roll 2, 5, 9, or 11: Drink.

[image: images]Roll 3 or 8: Take off an article of clothing.

[image: images]Roll 4: Put an article of clothing back on.

[image: images]Roll 6 or 10: Demand someone else to take off an article of clothing.

[image: images]Roll 7: Kiss the person to your left.

[image: images]Roll 12: Kiss every person in the game.


SUCK AND CHUG


	LEVEL OF BUZZ	[image: images]

	 



	YOU’LL NEED
	[image: images]1 playing card




You may have already guessed by the title that this is a drinking spin-off on the classic high school hook-up game, Suck and Blow. Players should sit in a circle either in girl, boy, girl, boy order, or in whatever order you feel most comfortable. It’s important to note that the person who sits next to you is someone you’re most likely going to have to kiss.

Player 1 should put the playing card on his lips and suck in. The sucking will help keep the card attached to the player’s lips. Player 1 then attempts to pass the card to the lips of the player sitting next to him, without letting the card fall. The card should continue around the circle of players in this way. If and when the card falls, the two players the card fell between are in trouble. Both players chug a beer and then kiss.


SUDDEN DEATH
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	YOU’LL NEED
	[image: images]playing cards (including one joker)

	[image: images]cups



Shuffle the cards and make a small circle of ten cards face down. There should be a small gap in the middle of the circle. Make a second circle of eighteen cards around the first circle. Make a final circle of the last twenty-four cards around the second circle. Put a cup filled to the top with beer in the middle of the inner circle. This is the sudden death cup.

Player 1 starts by flipping over one of the cards. The card can be from any of the three circles, but rules vary from circle to circle. The trick is to avoid the joker card, or else you’ll experience sudden death, which means you have to drink the entire cup of beer that sits in the inner circle. When this happens, the game is immediately over. All cards can then be reshuffled and made into the circle formation again so that a new round can start. Rules for the cards are as follows:

[image: images]Black card: If the card was drawn from the inner circle, take a sip from your beer. If drawn from the second circle, take two longer sips of beer. If drawn from the outer circle, take three very long sips of beer.

[image: images]Black face cards: Instead of drinking from your own beer, demand someone else in the group to drink from his beer. The number of sips that apply under “Black card,” apply here as well.

[image: images]Red card: Do nothing.

[image: images]Joker: Sudden death! The player who drew this card drinks the entire cup of beer sitting in the inner circle and the game is over.


SUICIDE CUP
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	YOU’LL NEED
	[image: images]1 die

	[image: images]cups



Put a cup filled to the top with beer at the center of the table. This is the suicide cup. Player 1 starts by guessing which number he will roll (from 1–6) and announcing it to the group. Then he rolls the die. If his guess was incorrect, player 1 then has two more tries to guess a number and roll the die. If, after a total of three tries, player 1 has failed, he has to drink the entire suicide cup. But, if he guesses correctly, he is safe, and the rest of the players have to pass the suicide cup around the table and drink it. The suicide cup is then refilled and the play continues to player 2. The game continues in this way until players can’t handle anymore—or until someone has to puke.


SUITS
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	YOU’LL NEED
	[image: images]playing cards




The dealer calls out a suit and lays a card face up in front of each player, including himself, until one of the players gets the suit that the dealer called. That player drinks and then becomes the new dealer. Now it’s his turn to call out the suit. The game continues like this until the deck runs out.


THUMPER


	LEVEL OF BUZZ	[image: images]




This is one of those classic drinking games that is super strange, but everyone likes to play it anyway. Players sit in a circle. Each player must come up with a unique hand gesture. Each person’s sign or gesture must be different from all the others. Once everyone has come up with a gesture and everyone knows them all, player 1 starts by making his own gesture and then someone else’s gesture. The person whose gesture he made repeats his own gesture, and then makes someone else’s gesture. The play continues in this way until someone messes up, either by forgetting a gesture or waiting too long. If it’s a player’s turn to do his gesture but he isn’t paying attention, the rhythm is broken and he is the loser. The loser drinks and the next round is started. While the game is going on, all players who aren’t doing a hand gesture at that moment should pound their fists against the table in a steady, rhythmic pound.

At any point while the game is going on, any player can shout, “What’s the name of the game?” When players hear this, they must yell back, “thumper!” The player then asks, “Why do we play it?,” and the other players call back, “To get fucked up!” All players except for the one doing his gesture must participate in the battle cry. Any player who is caught not participating must drink.


TIP THE BARTENDER
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	YOU’LL NEED	[image: images]playing cards (including one joker)



Put a large bowl in the middle of your circle of friends. Each player takes a turn drawing a card. If the card is black, the player doesn’t drink. If the card is red, the player drinks. If it’s a face card, the player must “tip the bartender” and put an amount of his choice from his drink into the bowl. The player who draws the joker is the bartender. He must drink the entire contents of the bowl, and so ends the game.


TOUR DE FRANZIA
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	YOU’LL NEED
	[image: images]2 boxes of Franzia

	[image: images]2 cameras

	[image: images]paper and 2 pens or pencils



Instead of the Tour de France, you will be competing in a competitive game of Tour de Franzia. Instead of bicycling across France, you will be racing to ten different places by any means of transportation that suits. Since you will be drinking, you should have one player from each team be the designated driver, or opt for trains and cabs instead. And in case you are one of the few who are still sitting there thinking to yourself, “What the heck is Franzia?,” shame on you. It’s a brand of wine best known for delightful and generously sized box packaging.

Each team is going to write down ten places and give the list to the other team. Before each team makes its list, however, there are a few things to determine. First, decide how much ground you want to cover because, for instance, if team 1 is traveling to ten places in only one town and team 2 is traveling to ten places in three different towns, the game will be unfair. Next, decide whether you want both teams to visit the same ten places (but in reverse order) or if you want the lists to be different. It is usually a lot more fun if both lists are completely (or almost completely) different. Finally, decide if there is a time limit or not. The race is best if done in under one hour.

Once the two lists are made, each team must get to those ten places and have someone take a picture of them drinking Franzia at each location. Instead of having someone from your team take the picture, you must find a random person at that location to take the picture. Be the first team to travel to all ten locations on your list and race back to the starting location or to a designated finish line. Whichever team gets back first with a picture from each location is the winning team. End the crazy day by watching both slideshows.


TOWER
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	YOU’LL NEED
	[image: images]bottle caps

	[image: images]can of beer (or beer bottle)



Each player needs a bunch of bottle caps or can tabs for stacking. The can is put in the middle of your circle of friends (a bottle of beer turned on its side also works). Each player takes a turn putting a tab or cap onto the can without any falling off. Players can only use one hand to do so. The player who makes the tower of caps fall is the loser, and must chug the contents of the can.


TRUTH OR DRINK
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	YOU’LL NEED
	[image: images]paper

	[image: images]hat



This is a variation on Truth or Dare—with no dares! Each player gets five pieces of paper and a drink. On each paper, players write down a question they want someone to answer. When all questions are recorded, fold them up and place them in a hat. Each player takes a turn sipping his drink and then drawing a question. If a player is too chicken to answer the question, or wants someone else to answer instead, he must take a generous sip of his drink and pass the question to a player of his choice. For sample questions, turn to page 381.


TWO OUT OF THREE
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	YOU’LL NEED
	[image: images]coin




This is a battle between two players. Player 2 shuts his eyes and player 1 puts a coin in either his right fist or his left. Player 2 opens his eyes and makes a guess as to which fist the coin is hiding in. If he can correctly identify which fist the coin is hiding in two times in a row, player 1 must chug from his beer and player 2 plays against the next player. If player 2 guesses incorrectly two times in a row, he loses and chugs from his beer, and player 1 plays the next player. If player 2 guesses correctly the first time but incorrectly the second time, or vice versa, he has one more chance. The game continues in this way until players run out of beer.


UP THE RIVER, DOWN THE RIVER
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	YOU’LL NEED
	[image: images]playing cards




Deal five cards face down to each player and put the rest of the deck at the center of the table. Flip over the top card of the deck and reveal it to the players. If you have a match in your hand, meaning the same number or face card, you must drink. Everyone then sets aside those cards that matched the top card on the deck. Five more cards are then dealt to each player and the second card from the deck is flipped over. The game continues in this way until a player runs out of cards or the deck runs out.


WATERFALL
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	YOU’LL NEED
	[image: images]pitcher with beer

	[image: images]playing cards



Also called Pass the Pitcher, in this game everyone sits in a circle and a filled pitcher is passed from person to person. Each time the pitcher gets to you, you have to chug some beer from it and keep passing. If the person before you drinks the last drop right before it’s passed to you, you have to buy a new one for the group. There are a lot of ways to spice up the game. Try to create your own rules for the game and find a few below to help you get started.

[image: images]Listen to music as you play the game. The person holding the pitcher when a song is over has to answer a truth or do a dare of the group’s choosing.

[image: images]At any point during the game, a person can put his thumb up. When you see someone do this, you have to put your thumb up, too. The last person to notice that everyone’s thumbs are up is the loser, and has to answer a truth of the group’s choosing.

[image: images]Every time the pitcher gets back to the first person who started the waterfall, each person has to draw a playing card from the top of a shuffled deck. Whoever draws the highest card gets to make up a rule. For instance, every time someone says “drink,” he has to buy the table a round of shots. Or, any time someone says “fuck,” he gets skipped over the next time the pitcher comes to him.

For a list of suggested truths, see page 381. For suggested dares, see page 382.


 

SUGGESTED TRUTHS
AND DARES

TRUTHS:

These questions can be used for the following games: 3-Man (page 230), Spill Your Guts (page 349), Truth or Drink (page 369), and Waterfall (page 372).

[image: images]If your bedroom playmate had to dress up in any costume or uniform of your choice, what would it be?

[image: images]What is your fantasy?

[image: images]Where is the most exciting place you’ve ever gotten down and dirty?

[image: images]Where do you fantasize about doing the dirty?

[image: images]What’s one of the craziest things you’ve ever done in the bedroom?

[image: images]Who are the top three celebrities you’d want to take to bed with you?

[image: images]What’s the hottest thing you’d want someone to say to you in the bedroom?

[image: images]Would you rather dominate or be dominated?

[image: images]What is your favorite body part?

[image: images]What is your favorite thing to do in the bedroom?

DARES:

These dares can be used for the following games: 3-Man (page 230), 30 Seconds (page 234), and Waterfall (page 372).

[image: images]Dare someone to switch shirts or pants with another player in front of the group.

[image: images]Dare someone to streak outside.

[image: images]Dare someone to give a lap dance to another player.

[image: images]Dare someone to make out with another player.

[image: images]Dare someone to suck face with his hand.

[image: images]Dare someone to kiss everyone in the room.
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