Party/Communication Games

 

Confusion

Number of players: 10 or more

Level of difficulty: 3

Objectivity: 3

Average playing time: 30 minutes 

Equipment required: Two blank cards or slips of paper per player; one envelope per player

Preparation: A non-player acts as game director. To begin a round, the game director composes a sentence with n-2 words, where n is the number of players; each word of the sentence is written on a card. Each player also writes his or her name on an envelope. The game director shuffles the envelopes, draws two of them at random, copies these two names onto new cards, and places each name in the envelope with the other’s name on it, along with the entire sentence. The game director then places one randomly-selected word card into each remaining envelope. The game director calls each player to the front of the room and shows him or her the contents of his or her envelope, but retains the envelopes and cards. Extra time is allowed for each player to read the information in his or her envelope, to give the confusers plenty of time to memorize the sentence.
Players confer with one another and share information with the aim of determining what the original sentence is, but it’s against the rules for more than two to confer at one time. 

The two players who have received one another’s names are the confusers. They try to prevent the other players from figuring out the sentence by feeding them disinformation.
At any time, a player (other than one of the confusers) may announce that he or she knows the secret sentence. The player writes down his or her guess and shows it to the game director. If the player is correct, all the non-confuser players who have not been eliminated win. If the guess is incorrect, the player is eliminated and participates only as an observer in the remainder of the game. However, if the sentence is incorrect but all the words are right the game director will allow the player one more opportunity to arrange them in the correct order. However, if all the words are right the game director will allow the player one more opportunity to arrange them in the correct order.
If all but three players are eliminated, the confusers win.
The Group and the Metagroup 

Number of players: 10 or more 

Level of difficulty: 2 

Objectivity: 1 

Average playing time: 30 minutes 

Preparation: Players are divided into two groups, the group and the metagroup; the number of players in each is not important, but the metagroup should not be larger than the group. 

The members of the group engage themselves in conversation or some other activity, as if no game were being played. Their only restriction is that they may not talk about the metagroup or its members, nor may they respond to anything they say. The members of the metagroup talk only about the group, its members, and their interaction. Anyone violating the restrictions above is reminded of them by members of the metagroup. 

The game produces an unusual psychological effect. 

Madman in the White House

Number of players: 5 or more 

Level of difficulty: 3 

Objectivity: 1 

Average playing time: 15 minutes per round 

To begin the game, players elect a President. 

The President appoints one of the other players as his Press Secretary and announces a policy, which should be provocative, humorous, or absurd. 

The Press Secretary holds a press conference and defends the President’s policy in the face of questioning by the remainder of the players, who act as reporters. 

After ten minutes of questions and answers, the reporters vote on whether the Press Secretary has successfully defended the President’s policy. If he has been successful, the Press Secretary becomes President for the next round; otherwise, the President appoints a new Press Secretary and announces another policy. 

 

Murder (traditional)
Number of players: 10 or more 

Level of difficulty: 4

Objectivity: 3

Average playing time: Variable

Murder can be played while discussion or any other group activity is going on.
Players draw straws or use some other method of secretly selecting one of their number to be the murderer. The murderer kills other players by communicating to them that they are dead—by whispering “You’re dead,” making a gun with his hand and pointing it at a player, or using whatever means gets the message across.

A player who has been murdered waits a few minutes, to avoid exposing the murderer, and then announces that he is dead. He does not participate further in the game. The murderer must also wait a few minutes after the murderee’s announcement before killing again, to allow the other players time to do some detective work.
If one of the players thinks he knows who the murderer is he can make an announcement to that effect at any time. If he is right, the remaining living players win. If he is wrong he is eliminated from the game. If the murderer kills all but three players he wins.

Variant:

Accomplice. The murderer may select an accomplice. The accomplice may also kill other players. If there is an accomplice the remaining players win by identifying either the murderer or the accomplice. The murderer may or may not be required to reveal whether he has an accomplice. The game is won by the murderer and accomplice when all but four players have been killed.
Prediction

Number of players: 5 or more 

Level of difficulty: 4
Objectivity: 2
Average playing time: variable

Prediction can be played while other activities are going on. Prediction is not usually regarded as a game, but many people play an informal version of it that has a certain resemblance to the Keep-Away variant that bullies play—Take-Away.

Players attempt to predict one another's behavior. When a player makes a prediction, he writes it on a piece of paper and places it face down in front of him. Then if the player believes that the prediction has been fulfilled, he announces, “Prediction!” 
When a prediction turns out to be correct, in the opinion of the player who made the prediction, he shows the paper he wrote it on. The players other than the predictor and the player whose behavior was allegedly predicted then vote on whether the prediction was unambiguous, nonobvious, and fulfilled by the behavior of the predictee. If the predictor was correct he scores a point. 
The game can be terminated after an agreed-upon time period or it can be open-ended.

Variant: 

Predictions can be made public. Then a predictee must keep his wits about him to avoid involuntarily doing what others who’ve got his number predict he’ll do, even though he knows about their predictions.
Psychology (Traditional) 

Number of players: 2 or more 

Level of difficulty: 3 

Objectivity: 1 

Average playing time: 20 minutes 

One player is selected to be “It.” “It” must be a player who has not played before. 

“It” is told that the other players will make up a story which he is to guess by asking yes or no questions; then he is sent out of the room. 

After “It” has left the room, someone who knows the game explains that the game is not as it seems. Instead of making up a story, the players will answer “yes” to any question in which the last letter of the last word is A through M, and “no” if the last letter is N through Z. 

“It” is called back into the room and begins asking questions. 

Questions relating to the rules, or to anything else not directly pertaining to the story should also be answered according to the last letter of the last word. 

The game ends when “It” catches on.

There is no fixed rule for how to terminate the game if “It” is particularly obtuse.
The significance of the name of the game is that the story will emerge from the mind of the player who is “It.”

Sentences (Traditional) 

Number of players: 3 or more 

Level of difficulty: 1 

Objectivity: 1 

Average playing time: 5 minutes per round 

Players sit in a circle. One player begins a sentence by announcing the first word. The player on his left, without hesitation, adds a word to the sentence. The process continues, with each player adding a word until the sentence appears to be complete, at which point a player, on his turn, may say “period.” In some cases, it will be possible for the next player to interpret the word “period” as a continuation of the sentence, and in this case he may add yet another word and play continues around the circle. 

Variants:

1. Players are permitted to add either one or two words to the sentence on their turns.
2. The game may continue from sentence to sentence, telling a continuous story.

3. Players are allowed to challenge the grammatical correctness of any word play. The challenged player responds with an explanation of how the sentence could continue correctly and the players vote on the challenge. If a challenge is proven later to have been decided incorrectly the player who should have won the challenge wins the game. If there are two or more, the player who suffered the earliest incorrect defeat at the hands of the players collectively wins.
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Telephone (Traditional) 

Number of Players: 7 or more 

Level of difficulty: 1 

Objectivity: 1 

Average playing time: 5 minutes per round 

Players sit in a circle. One player is “It.”

“It” thinks of a sentence, then whispers it to the player on his right, softly enough that the other players cannot hear it. This player then turns to the player on his right and whispers what he thinks he heard. This is repeated all the way around the circle. The player on “It's” left tells what he heard out loud and “It” then announces the original sentence. 

Optionally, play can pass to the left.

It's amazing how a sentence can get twisted around! 

Ticket to Tacoma (Traditonal) 

Number of players: 7 or more 

Level of difficulty: 3 

Objectivity: 1 

Average playing time: 10 minutes per round 

Equipment required: 2, 3 or 4 objects small enough to be held comfortably in the hand and large enough to be seen easily. 

Players sit in a circle. One player is selected to be “It.”
The player who is “It” begins the game by handing one of the objects to the player on his right, saying “This is a ticket to Tacoma.” The player on his right does not take the object immediately, but instead asks, “A what?” “It” replies “A ticket to Tacoma” and the player on his right takes the object. 

This player now turns to the player on his right and says, “This is a ticket to Tacoma.” This third player asks “A what?” The middle player turns back to “It” and asks “A what?” “It” replies, “A ticket to Tacoma,” the middle player turns back to the player on his right and says “A ticket to Tacoma,” and the third player accepts the object. He then turns to the player on his right, and the sequence is repeated, with the “A what” traveling all the way back to “It” and the answer returning to the original questioner at each stage, until the object has gone all the way round and returned to “It.”
Once the first object is moving smartly around to the right, “It” turns to the player on his left and hands him another object, saying “This is a duck-billed platypus.” The player on his left asks “A what?” and the second object moves around to the left in exactly the same way as described above. 

Things begin to get more complicated when the two objects cross, as players in the circle now have to keep track of information going both ways. 

Optionally, “It” may put a third object (a glass bear), and even a fourth (a live hand grenade) into circulation, in either direction. The objects need not all be started by one player who is “It,” but may be introduced by any player who wishes to. The names of the objects may be varied as the players introducing them see fit. 
