
[image: The Little Book of Weed Games: 25 Hilarious Pot-Smoking Games and Cannabis-Themed Activities to Spark Up Your Next Smoke Sesh!, by Mr. Bud. Illustrated by Amanda Lanzone. Previously published as Mr.Bud’s Pot-Smoking Games.]



[image: The Little Book of Weed Games: 25 Hilarious Pot-Smoking Games and Cannabis-Themed Activities to Spark Up Your Next Smoke Sesh!, by Mr. Bud. Illustrated by Amanda Lanzone. Previously published as Mr.Bud’s Pot-Smoking Games. Ulysses Press.]




A Note from Mr. Bud

If you’re like most stoners, you’ve got a crew of regulars you love to sit around and smoke with. You’ve probably got some rituals about where people sit, what you use to smoke from, what you watch once you’re high—stuff like that. But as wonderful as all that is in its pure form, after a while a cipher can go a little stale. You’ve watched and rewatched every single episode of Family Guy and South Park. You’ve taken the same trek to 7-Eleven for a Slurpee of your own design (a mix of all the flavors, but mostly the blue one) enough times to rot your teeth out, and if someone brings up Phish again, you’re going to freak out.

Well, Mr. Bud is here to save the day (or night)! With these 25 weed-errific games, you’ll put the pizzazz back in your pot, the blast back in your bong, and the kink back in your kind bud. You’ll throw dice, play cards, revive some dusty board games, and breathe smoke back into classic movies. I’ve even provided stoner versions for a few of your favorite childhood board games online at www.ulyssespress.com/books/the-little-book-of-weed-games. You’ll never think about Candy Land the same way again.

Unlike in drinking games where you have to drink when you lose, the games in this book reward you with smoking. If you do well and win, you smoke—as it should be. There are a couple of games where I give the option to do the opposite, and smoke as a penalty, and really any game can be flip-flopped and played this way. But that makes no sense to Mr. Bud.

I recommend using dirt weed or even spliffs (if you’re into the whole tobacco thing) to play the games in this book. If you use the fancy hydroponics shit, you’re going to burn a lot of dough, cuz that stuff ain’t cheap, and you’re about to smoke a lot. And since you’re going to smoke a lot, try to know your limits. Being super high is super fun! Being too high is just a paranoid bummer. So call it quits whenever you feel like you’ve had enough, or you could smoke yourself blind (Mr. Bud did that once—true story!).

OK, you’ve been warned! Now get going!




Dice and Deck Games

Turn boring old cards and dice into exciting new ways to get waaaaaay too friggin’ stoned!
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One of the oldest weed games known to man, this game harkens back to ye olde 1970s. The ancient texts have been rewritten and revised countless times by forgetful stoners, so though no verifiably official rule set can be trusted absolutely, the version below is Mr. Bud’s favorite. It may seem complicated at first, but trust me, the rules make a lot of sense once you get them down.
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Object of the game


	Roll dice for points.

	Points get you bong hits.

	Bong hits make you happy.

	Highest score/player wins—really though, everyone who plays wins.





What you will need


	5 dice

	1 notebook

	1 pen, pencil, or crayon

	3 or more players

	Snacks never hurt

	1 sucker to be the scorekeeper (they also get to be a player, so they should be somewhat trustworthy and be able to do simple addition under the influence—or at least own a calculator)





How to play


	1. The youngest player rolls first to start the game. Gameplay goes clockwise. Each turn starts by rolling all 5 dice.

	2. You must get at least one scoring die (see below for the down-low on scoring dice), or you zonk out and get 0 points. If at least 1 die scores you points, you can take those points and end your turn (if you’re a total wuss, anyway).

	3. Or you can gamble by rerolling the non-scoring dice to increase your score. You can stop after any successful gambling roll and take your points and be all pleased with yourself. The only time you have to reroll is if you are using all 5 scoring dice.





Gambling rolls


	1. You can reroll as many dice as you want, as long as at least 1 scoring die remains. For example, if you roll 2 scoring dice and 3 duds (like 2 fives, a two, a four, and a six), then you can reroll 4 of them (including one of the fives) as long as you keep 1 scoring die (the other five).
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	2. A die that is only a scoring die as part of a set cannot be rerolled. For example, say as part of your roll, you rolled 3 threes (and a couple of duds like a four and a six); you can’t just keep 1 three and reroll the other 2. But you could reroll all 3 threes (as long as you keep at least one scoring die, duh). So you can:
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But you are not allowed to:
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If you take this gamble and none of the dice you reroll scores points, then (wah wah!) you zonk out and lose all your points from that turn.


	3. You can keep rerolling dice as long as you’re hot and the dice keep scoring! Or you can stop after any scoring roll.
But: If you keep a die as a scoring die in one turn, that die cannot be rerolled in a subsequent turn. For example, say you keep a five as a scoring die and reroll the other 4 dice and get 3 threes and a two. You can keep the 3 threes as scoring dice and reroll the two to keep the hotness going, but you cannot also roll that five that scored for you on your first roll. You can only reroll the two.

Kept from first roll: [image: Image]
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You can keep those points or gamble and reroll the [image: Image], but that’s it.


	4. If all five dice are scoring dice you want to keep, you must pick them up and roll them all again. Any additional points are added to your turn’s score. If you get no scoring dice, you lose it all.





Score!

Here’s how to get your points:

[image: Image] is worth 50 points. [image: Image] is worth 100 points.

A Straight: These are worth 150 points. They must be 5 consecutive numbers one through five or two through six.
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Three of a Kind: Rolling 3 of the same number is worth 100 times the number. For example, 3 fives are worth 500 points:

[image: Image] × 100 = 500 points.

This is true for all numbers except one—3 ones are worth 1,000 points.

[image: Image] = 1,000 points.

Four of a Kind: Worth 100 times the number plus 500. For example, if you roll 5 fives, you get 100 × 5 + 500 = 1000!

[image: Image] × 100 + 500 = 1,000 points.

Five of a Kind: Worth 100 times the number plus 1,000. For example, if you roll 5 fives, you get 100 × 5 + 1,000 = 1,500!

[image: Image] × 100 + 1,000 = 1,500 points.


Adding on to your score

Say you roll a one-three-six-four-four, you keep the one and roll the remaining 4 dice. If you roll two-three-four-five, then you have a Straight, i.e., even though the one was used as a scoring die of 100 points from your initial roll, it can be counted toward a Straight on a subsequent roll. You do not retain that 100 points from your first roll though. You just get the 150 points from the Straight, you greedy bastard.

First roll: [image: Image]

Kept from first roll: [image: Image]

Second roll: [image: Image] = a Straight when combined with your first roll, which equals 150 points.

Same goes if your second roll was a one-one-four-three. You can use the 2 newly rolled ones with your one from your first roll to get the 1,000-point 3-ones bonus.
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Kept from first roll: [image: Image]

Second roll: [image: Image] = Three of a Kind of ones, which equals 1,000 points.




How do I keep track of this shit!?

Keeping score is easy. Just write everyone’s names, initials, or nicknames (less incriminating) across the top of a piece of lined paper, and draw vertical lines down the page to give each person a column. At the end of each person’s turn, write down what happened. This will be:


	Their points.

	“Zonk” if they zonked (or whatever special roll happened—see below).

	Add a star if they got a bong hit.

	Draw a party if it was a social smoke.



Have fun with it. You can record the start and end time, so you can marvel at how much you smoked in such a short time. If something hilarious happens along the way, leave a note so when you look back fondly on the score sheet, you still won’t be able to remember what happened, but at least you’ll know it was definitely awesome!
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So when do I smoke!?


	1. Every time you get 1,000 points, you smoke.

	2. Every time someone gets 4,200 points as the score at the end of their turn, it’s a social and everyone smokes. Woot!

	3. Every time someone breaks 10,000 points, it’s a social and everyone smokes. Hooray!





So when do we stop!?

Whenever you want! You can set a points goal, play till you run out of weed, or roll on and on until you just can’t roll anymore.



Special names, rolls, and rules

All sorts of weirdo things can and will happen as you play. Some of my favorites are below. You can incorporate them into your game or come up with your own house rules.

Klutz: If you are rerolling all 5 dice because you scored with all of them in one or multiple rolls, and on that 5-dice reroll you get no scoring dice, then you lose all your points on that turn and you’re a klutz. Ugh, it’s the worst!

Sloppy dice: If you roll 1 or more dice off the table or whatever surface you are playing on, you lose your points and your turn.

Whale’s tail: If a die lands on top of 1 or more other dice, it’s a whale’s tail and you get a bonus 100 points on top of any other scoring die. If there are no other scoring dice, i.e, you zonked out, you get the 100 points, but your turn is over. If a whale’s tail is suspected to be on purpose, all players (excluding the player whose turn it is) will vote on whether it was by accident or on purpose. If it is decided it was on purpose, you are a cheater and not only do you lose this turn but your next turn is also skipped. Shame!

Geeking it: If you drop the dice by accident while shaking them, you geeked it and you lose your turn, geek.

Double goodness: If you have 2 dice left and you risk rolling them and they come up as a (non-scoring) pair, you don’t get any additional points, but you keep your points and reroll all 5 dice. But if you choke on the 5-dice reroll, as always, you lose all the points from that turn.

Lowest totem: Whoever has the lowest score has to do the bidding of the player with the highest score, getting chips, packing bowls, doing dances, all of it.

Nicknames: In the beginning of the game, everyone picks a nickname. If during the course of the game anyone accidentally calls someone by their real name instead of their nickname, that person loses their current turn if they’re in the middle of rolling or their next turn.





[image: ] CEE-HI [image: ]

Why would you want to be low when you can get high? I have no idea either. That’s why I play this game instead of the classic Cee-Lo.


Object of the game


	Bet weed.

	Win weed with the best roll.

	Smoke weed.





What you will need


	3 dice

	3 players who all have weed
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How to play

Everyone bets a certain amount of weed or hits. The youngest player rolls first. Gameplay goes clockwise. Roll all 3 dice until you get a scoring roll. If there’s a tie at the end of the round, the tied players reroll until someone wins.



Score!

Scoring rolls ranked from awesomest to sorriest are:
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If you roll this, you automatically win! Hooray! Unless someone gets the same roll—then it’s tie-breaker time.

Tripping: If you roll 3 of a kind, you are trippin’, son! The higher the trip, the better, duh. So 3 sixes beats 3 twos.

[image: Image]

Pairing: If you roll a pair, then you’re left with a leftover, and it’s the leftover that counts as the score. So if you roll 2 sixes and a one, but someone else rolls 2 ones and a six, you’re beat!
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If you roll this combo, then everyone smokes all the weed bet at the beginning of the round. Let’s hear it for communism!
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Remember how if you roll four-five-six, you automatically win? Well if you roll one-two-three then you automatically lose. Wah wah. It counts as a scoring roll, so you have to keep it, but it’s the worst thing you can get that counts. The only thing that will save you is if everyone playing is the worst.

Anything else: is worthless and you have to reroll all the dice.



So when do I smoke!?


	1. Whoever has the best roll wins the weed or hits bet at the beginning of the round.

	2. If someone rolls four-two-one, then everyone smokes. Eff yeah, Cee-Hi!
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