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​Introduction

Welcome to a book dedicated entirely to having fun, breaking the ice, and creating unforgettable memories with friends. Drinking games have been part of social gatherings for generations, and this collection brings together 50 of the most popular, accessible, and entertaining games from around the world. Whether you’re hosting a small gathering, a themed party, or a full-on celebration, this book is designed to give you clear instructions, quick setups, and helpful variations so your group can jump right into the action.

Purpose of the Book

The goal of this book is simple: to help you bring more laughter, energy, and connection to your social events. Drinking games can loosen people up, get conversations flowing, and turn an ordinary night into something special. Each chapter explains how to play, what you need, how long it takes, how many people can join, and tips to keep the game fun and flowing.  

Safety Tips and Responsible Drinking

While drinking games can be fun, they should always be played responsibly. Everyone’s tolerance is different, and the best nights happen when everyone feels safe and included. Keep the following guidelines in mind:

	Know your limits and respect the limits of others.

	No one should ever feel pressured to drink. Provide opt-out options or non-alcoholic alternatives for any rule.

	Stay hydrated by keeping water close by and encouraging breaks.

	Never mix heavy drinking with driving. Arrange a designated driver, rideshare, or a safe place to stay.

	Avoid encouraging chugging, dares that lead to unsafe behavior, or penalties that involve excessive drinking.

	Look out for each other. If someone needs to slow down, switch to water, or stop entirely, support that choice immediately.


Suggested Supplies for Each Type of Game

Most drinking games require nothing more than a deck of cards, some dice, or a set of cups, but having the right supplies on hand makes everything smoother. Here’s a quick equipment overview to help you prepare:

Card Games

	Standard deck of playing cards

	Optional: extra deck, jokers, table space


Dice Games

	One to four dice

	Small table or flat surface

	Cups for dice-shaking (optional)


––––––––

Cup & Tabletop Games

	Plastic cups (Solo cups or similar)

	Ping-pong balls

	A long, sturdy table

	Paper towels or cloth for spills


Party & Social Games

	Jenga set (for Drunk Jenga)

	Sticky notes or paper slips (for Paranoia or guessing games)

	Pens or markers

	Speakers or music playlist for atmosphere


Active or Outdoor Games

	Frisbee, bat, or ball (depending on the game)

	Extra space for movement

	Comfortable footwear

	Ground-safe plastic cups or markers


How to Choose the Right Game for Your Group

Different groups enjoy different styles of games. A rowdy group might love a high-energy challenge like Flip Cup, while a quieter group may prefer something social and conversational like Never Have I Ever. Keep these factors in mind to choose the perfect game:

Group Size

Some games work best with 2–4 players; others shine with 10 or more. Check the recommended player count before starting.

Available Space

A cramped apartment may not be ideal for Beer Frisbee or Dizzy Bat, but it’s perfect for card-based or storytelling games.

The following chapters will guide you through each game step-by-step so you can host with confidence and enjoy the night. Let the games begin!
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​Beer Die
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Beer Die is a fast-paced, skill-focused drinking game that combines reflexes, accuracy, and just enough chaos to keep everyone laughing. Popular on college campuses and at backyard parties, it’s played with a long table, a die, and a good amount of friendly rivalry. While the game has many regional variations, the core idea is simple: toss a die high into the air, try to hit the opponent’s side of the table, and keep your drink safe.

What You Need

	One long table (ideally 8 feet or longer)

	Four players (two per team)

	One standard die

	Four cups, one for each player

	Drinks (beer is traditional, but any drink works)

	Optional: extra dice, marked corners, and towels for spills


Setup

Seat or stand two players on each end of the table, facing their opponents. Each player places their cup near the corner of the table in front of them. Cups typically sit on the table, not the edge. Partners sit on opposite sides, not next to each other. Fill each cup about one-third full, enough to drink from but not so much that spills become disasters.

Basic Objective

Your team scores points by throwing the die so it lands on or bounces off the opponents’ side of the table. The defending team tries to catch the die before it hits the ground. Failure to catch often leads to points, and drinks.

Gameplay Overview

Beer Die is turn-based. One team throws, the other defends. After both partners have thrown, turns switch.

The Throw

	The die must be tossed underhand.

	It must travel high enough. Most groups require it to clear at least “table height,” meaning the die should go higher than the table itself.

	The die must land on the opponent’s side of the table to count as a valid throw.

	If the die hits the table and bounces off, the defending team must attempt to catch it with one hand.


Scoring

Rules vary, but the most common scoring system is:

1 point: The die hits the opponent’s side and they fail to catch it.
1 point: The die hits a cup.
2 points: The die lands in a cup (this is rare and usually ends the round, with both opponents finishing their drinks).
0 points: If the throw is low, misses the table entirely, or hits your own side.
Catching Rules

	Defenders must use one hand only.

	No trapping the die against the body or table.

	If both players go for the die and collide, it’s still considered a failed catch.


Drinking Rules

Drinking happens lightly and consistently throughout the game. Common traditions include:

	Drink when the opposing team scores a point.

	Drink if you fail to catch the die.

	Drink if the die hits your cup.

	Optional: “Sinks” (when the die lands inside a cup) often require finishing the drink.


Winning the Game

Standard games play to 5, 7, or 11 points, depending on how long you want the match to last. The winning team must win by 2 points in most house rules.

House Rules and Variations

Beer Die has countless variations. Consider adding or adjusting rules based on your group’s style:

	Height Rule: Require the die to go above a certain marker or line on the wall.

	Bounce Rule: The die must bounce at least once to be valid.

	Cup Placement: Some groups require cups to be in specific corners; others allow flexible placement.


Beer Die is the perfect opener for a lively night. It’s interactive, energetic, and always unpredictable. That’s why it deserves the first spot in this book.
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Three-Man is a classic dice-based drinking game that’s easy to learn, fast to play, and perfect for groups of all sizes. The rules are simple: roll the dice, follow the results, and try to avoid becoming the dreaded “Three-Man.” Once someone earns that title, the game gets chaotic very quickly.

What You Need

	Two dice

	A table or flat playing surface

	Drinks for everyone

	Optional: a special hat for the Three-Man (some groups love this tradition)


Setup

Everyone sits in a circle. All players should be able to reach the dice easily. The group chooses who starts, usually by having everyone roll one die. The lowest roll becomes Three-Man to start the game. Alternatively, you can simply pick someone at random.

Basic Objective

The goal is simple: avoid becoming the Three-Man, and avoid rolling numbers that force you to drink. The Three-Man has extra responsibilities (and penalties), which makes the role entertaining but risky.

––––––––
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Who Is the Three-Man?

The Three-Man is the target of the game. Anytime certain dice combinations appear, the Three-Man must drink. Also, anyone can pass the Three-Man role to another player by rolling specific numbers. This keeps the game moving and unpredictable.

Gameplay Overview

Players take turns rolling both dice. Each roll may trigger drinking rules, special actions, or the passing of dice to another player. If nothing happens, the next player rolls.

Dice Roll Outcomes

The following are the most common and widely used rules.

Any roll containing a 3: The Three-Man drinks.

If the Three-Man rolls a 3: They drink twice.

3 + 3 (double threes):

	The Three-Man drinks.

	The roller chooses a new Three-Man.


Total of 7: The player to the roller’s left drinks.

Total of 11: The player to the roller’s right drinks.

Doubles (1–1, 2–2, etc.):

	The roller assigns drinks, one drink per die number. 

	If doubles are rolled, the same player rolls again after assigning drinks.


Special Rolls (optional but very popular):

	2 + 1: “Social” — everyone drinks.

	4 + 1: “Thumb Master” — the roller may place their thumb on the table anytime later; last person to copy drinks.

	5 + 2: “Pointing Game” — roller points at someone; that person drinks.
Snake Eyes (1–1): Roller becomes Three-Man unless already the Three-Man.


Passing the Role of Three-Man

There are two common ways to pass the Three-Man role:

	Rolling a 3+3 (double threes) lets you choose a new Three-Man.

	Rolling Snake Eyes (1–1) automatically makes the roller the new Three-Man, unless house rules say otherwise.


Ending a Turn

After resolving the effects of the roll, play passes clockwise, unless the roller rolled doubles, in which case they roll again.

Winning the Game  

Three-Man isn’t usually played to a specific score. It’s more of an open-ended party game. You can stop anytime, switch the Three-Man role, or move to another game. Some groups choose to end when the Three-Man role doesn’t change for a full round.

House Rules and Variations

Three-Man is famous for its flexibility. Try adding or modifying rules to suit your group:

Hat Rule: The Three-Man must wear a funny hat; anyone who forgets and drinks without the hat drinks again.
Fast Three-Man: Add extra drink triggers to speed up the game.
Slow Three-Man: Limit the number of special rolls for more relaxed play.
Silent Three-Man: If the Three-Man speaks at all, they drink.
Dice Control Rule: Allow players to reroll once per turn but risk penalty drinks on the second roll.
Three-Man is one of the all-time classic drinking games because it blends randomness with just enough strategy, making every round feel different. Once the dice start rolling, the laughs tend to follow.
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7–11–Doubles is one of the fastest, loudest, and most energetic dice drinking games out there. It’s simple: roll the dice and try to beat your opponent’s reflexes. The game combines quick reactions, luck, and a surprising amount of suspense as players race to drink or stop others from scoring. Because rounds move quickly and everyone stays involved, it’s a perfect choice for parties, tailgates, or any setting where people want a high-energy challenge.

What You Need

	Two dice

	One cup (usually a plastic cup)

	A table or flat surface

	Drinks

	At least 2 players (4–8 works best for fast rotation)


Setup

Place the cup in the center of the table. Fill it with a small amount of a chosen drink, typically two or three ounces. Players sit or stand around the table, and the two players who will start the round sit opposite each other.

Basic Objective

The roller is trying to make the defending player drink by rolling certain combinations. The defending player is trying to grab the cup and finish the drink before the roller can score again. 

Gameplay Overview

Two players face off: one roller, one drinker. The roller gets the dice. The cup sits in front of the drinker.

The Roller’s Goal

Roll a 7, an 11, or any double. If they do, the drinker must pick up the cup and drink immediately while the roller keeps rolling.

The Drinker’s Goal

Finish the drink, set the empty cup back on the table, and flip it upside down before the roller hits another scoring roll.

Scoring Rolls

The following rolls trigger the drink:

	Total of 7

	Total of 11

	Any doubles (1–1, 2–2, 3–3, 4–4, 5–5, 6–6)


When one of these appears, the drinker must grab the cup right away.

The Race

Here’s where the game becomes chaotic and fun. As soon as the drinker lifts the cup, the roller keeps rolling trying to land another 7, 11, or doubles before the drinker sets the empty cup upside down. If the roller hits another scoring combo first, the drinker loses and must refill the cup and drink again. If the drinker flips the cup before the roller scores, The roller loses and must become the next drinker.

Refilling the Cup

The drinker (or loser of the race) refills the cup with a small amount of drink. Keeping the cup only partially full prevents chugging and keeps the game moving.

Rotation

After someone loses a race, roles rotate:

	The roller becomes the drinker.

	The next person in the circle becomes the roller.

	Play continues clockwise.


This keeps everyone involved and creates constant action.

Winning the Game

7–11–Doubles doesn’t have a formal ending. The game continues as long as the group wants. Because rounds are short, people can jump in or out easily.

House Rules and Variations

Different friend groups have their own spin on the game. Here are some fun additions:

Bounce Rule: Dice must bounce off the table before counting.

One-Hand Rule: Drinkers must flip the cup using only one hand.

Table-Slap Rule: If the roller slaps the table before rolling, the drink doesn’t count. This prevents cheating or accidental rolls.

Rebound Doubles Rule: If doubles are rolled twice in a row, everyone drinks.

Soft Cup Rule: The cup must be placed softly upside down; knocking it over results in an automatic loss.

7–11–Doubles is an ideal choice when you want a game that gets everyone shouting, laughing, and reacting in real time. Simple to learn and addictively fun, it’s a staple at parties for a reason: once the dice start flying, the excitement never stops.
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