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There are games we play for fun. And there are games whispered about in the dark, said to summon something beyond our understanding. This book is a collection of the scariest real-life games, rituals, and dares gathered from around the world. Some come from ancient folklore, others from modern urban legends, but all share one thing in common: they are not meant to be taken lightly.

Inside, you’ll discover midnight challenges, dangerous rituals, and eerie sleepover games that blur the line between play and the paranormal. Each comes with its own rules, warnings, and chilling stories of what happens when players don’t follow them carefully.

This book is not just a guide. It’s an invitation. But remember: every game has a cost, and once you begin, you might not be the only one playing.

Read at your own risk. Play at your own risk.
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The Midnight Game

The Midnight Game is one of the most infamous ritual games whispered about in online forums and creepypastas. It is said to have originated as an old pagan ritual, once used as a punishment for those who broke sacred rules. According to legend, the ritual invites a shadowy presence known only as the Midnight Man, and once he arrives, he does not leave easily. People say that if the ritual is done correctly, he will stalk you throughout your home until 3:33 in the morning. If it is done incorrectly, you may suffer consequences far worse than fright.

To begin, the player must prepare carefully. A candle is needed, along with a piece of paper, a writing tool, a few drops of blood, and a door that leads outside. The ritual begins just before midnight. The participant writes their full name on the paper, pricks their finger, and lets a drop of blood fall onto the page. This paper is then placed in front of the door, with the candle lit beside it. When the clock strikes exactly midnight, the player knocks on the door twenty-two times, making sure the final knock lands at 12:00 sharp. After this, the paper is left outside, the door is opened and closed, and the candle becomes the only defense against the darkness.

From this point onward, the Midnight Man is said to have entered the house. The player must move through the rooms with the candle in hand until 3:33 a.m. without ever letting it go out for too long. If the flame flickers or dies, it is believed the Midnight Man is near. To protect oneself, the candle must be relit immediately. If it refuses to light, one must quickly surround themselves with a circle of salt, staying inside it until the ritual ends. Those who fail to do this may be caught by the Midnight Man, and stories claim that his victims are subjected to terrifying hallucinations, madness, or even death.

The rules forbid turning on lights, using a flashlight, or leaving the house before 3:33 a.m. They also warn against taunting the entity, falling asleep during the game, or breaking the circle of salt if one has to create it. The belief is that the Midnight Man feeds on fear, and the more frightened the player becomes, the more power he gains. Survivors of the ritual often describe strange sounds, sudden cold spots, or the sense of being followed by something unseen. Some claim to hear whispering, soft scratching at the walls, or even to glimpse a tall shadow lurking just beyond the edge of the candlelight.

Whether one believes in the supernatural or not, the Midnight Game has gained a notorious reputation for creating a powerful psychological experience. It transforms an ordinary night into something unforgettable, filled with tension, dread, and the kind of fear that grows stronger with every creak of the floorboards.
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The Three Kings Ritual is not simply a game; it is more of an experiment in facing the unknown, one that many people approach with both curiosity and dread. It has been described as a way of entering a state of heightened awareness where the mind is tested, and sometimes, according to those who claim to have tried it, where something else may take notice of you. Unlike other rituals that focus on summoning spirits, this one seems to open a door into the psyche itself, though the results are said to be just as unsettling as any haunting.

To attempt the ritual, one must begin with careful preparation. It requires three chairs placed in a dark, quiet room, arranged so that two of them face each other while the third sits directly between them, facing forward. This center chair is where the participant must sit, and it is called the throne. The other two chairs are often referred to as the Queen and the Fool, and though they remain empty, the suggestion is that they will not feel that way once the ritual is underway.

The ritual is usually started at three thirty-three in the morning, though the preparations must be made well before midnight. A large mirror is placed on the chair to the left of the throne, angled so that if the participant sits in the center, their reflection will be seen in the corner of their eye. On the right-hand chair, another mirror is placed, creating a strange triangle of reflections. A lit candle is held in front, its flame steady and bright, and a small object of sentimental value (something meaningful to the participant) is kept nearby as a kind of anchor. A bucket of water and a fan are also required, set up just in case things go wrong.

When the ritual begins, the participant sits in the throne, holding the candle and staring straight ahead. They are forbidden from looking directly into either mirror, for it is believed that what waits in those reflections is not simply their own image. People who claim to have played the game describe hearing voices, feeling the air grow heavy, or catching unsettling movement just at the edges of their sight. The mirrors become the gateways to the Queen and the Fool, and each one is thought to represent opposing forces. The Queen might offer guidance, wisdom, or comfort, while the Fool may deceive, mock, or confuse. The participant is warned not to trust one too quickly, for appearances can be misleading, and the answers they offer may lead down very different paths.

Some describe the experience as a deep conversation with their subconscious mind, pulling truths and fears into the open. Others insist that the presences are real, that unseen entities communicate through the mirrors, and that they are not always kind. The player is instructed to remain calm, to stay in the chair until 4:34 a.m., and never to leave early. Should the candle blow out, it is said to be a very bad sign, which is why the bucket of water and the fan are there, to snap the player out of whatever state the ritual has placed them in.

The warnings surrounding the Three Kings Ritual are heavy. It is not a game for thrill alone, but for those who truly wish to face something within themselves, or beyond. Many people abandon it halfway through preparation, unsettled by the sheer weight of atmosphere the setup creates. After all, to sit between two mirrors in near darkness, holding a fragile flame, and to wonder if you are alone, is enough to test even the most rational mind.

Whether it is a psychological trick or a genuine doorway to other realms, the Three Kings Ritual has earned its reputation as one of the most unnerving experiences a person can willingly put themselves through. To play it is to risk not only fear, but the possibility of discovering something about yourself (or something about what lurks in the shadows) that you may not wish to know.
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The Dry Bones Ritual
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The Dry Bones Ritual is one of the most dangerous and unsettling of all the so-called paranormal games. Unlike others that test the mind, rely on reflections, or invite ambiguous presences, this ritual is said to summon a very specific entity: one that enjoys hunting humans for sport. Those who speak of it describe it as a gamble with your own safety and sanity, a challenge where the reward is a wish granted, but the price of failure is said to be unspeakable.

The game begins late at night, and the player must be alone. Preparation is simple, but the consequences of neglecting a single step are said to be severe. First, one waits until after midnight, when the world is quiet and shadows feel heavier. The player enters a bathroom, lights a single candle, and stares into the mirror. Once the flame is steady, the summoning begins. In a clear voice, the participant must announce that they wish to play a game of hide-and-seek with Dry Bones. Then they must repeat: “Come,” followed by the words, “I am ready.”

The moment the phrase is spoken, the ritual has started, and there is no turning back. The candle must be blown out immediately, and the player must retreat to a hiding place somewhere in the house. The rules state that the hiding place should be chosen carefully, for once the player is concealed, the hunter begins his search. Dry Bones is said to move silently, slipping from room to room, seeking the one who called him. He cannot be seen directly, but players often report feeling an oppressive weight in the air, hearing faint movements, or sensing that eyes are fixed on them from the darkness.

The goal is simple: survive until exactly 3:00 a.m. without being found. If the entity enters the player’s hiding spot, the outcome is unclear, but warnings are dire. Some claim that those who are caught vanish, taken away by the entity. Others say the player is left alive but plagued by terrifying hallucinations and bad luck, sometimes for the rest of their lives. If the player manages to remain hidden until the appointed hour, they must return to the bathroom, relight the candle, and declare aloud that the game is over. At this point, they may make a wish, and according to legend, Dry Bones will grant it before departing.

But the ritual comes with strict prohibitions. No matter what happens, the player must not leave their hiding place until 3:00 a.m. strikes, even if the presence feels unbearably close. They must not attempt to trick the entity by leaving the house, nor should they taunt or call out. It is also warned that making more than one wish is dangerous; the entity may grant the first, but any greed beyond that is believed to result in a curse.

What makes the Dry Bones Ritual particularly chilling is the intimacy of it. It is not about mirrors or distant voices. It is about being hunted in your own home, with every creak of the floorboards, every rustle in the dark, every shift of the air carrying the threat that something is closing in. Even skeptics who dismiss the supernatural often admit that the game’s structure creates an unbearable atmosphere of fear. Alone, in the silence, knowing you have summoned something with the intent to find you, the mind begins to play tricks. In the end, whether or not Dry Bones is real, the terror he inspires is very much alive.
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The Hooded Man Ritual is a strange and deeply unsettling game that has spread through whispers online, often accompanied by warnings not to attempt it. Unlike other rituals that keep the player confined to their own home, this one involves a journey, a crossing into a shadowy world that looks like our own but feels wrong in ways that are difficult to describe. Those who claim to have tried it often speak of a sense of detachment, as though they are being ferried between worlds by an unseen driver who is not entirely human.

The preparation begins in the quiet hours of the night, when the rest of the world is asleep. Before starting, the player must cleanse themselves by ringing a bell, turning off all electronic devices, and sprinkling salt along the windows and doors. A telephone is required: preferably a landline, though some have adapted the rules to mobile phones. Just before midnight, the player dials their own number. If the ritual is working, the line will connect in silence, and a hooded figure will arrive to take them away.

What follows is the most disturbing part of the ritual. The player must lie down and cover themselves with a blanket, as if preparing for sleep. It is said that once the ritual has truly begun, they will feel themselves drifting into unconsciousness, though it is not ordinary sleep. At some point, they awaken to the sound of a car pulling up outside. A black taxi is said to be waiting, its driver a man in a dark hood. Without hesitation, the player must step inside, for this is the beginning of their journey.

The ride is not like an ordinary trip through town. The streets appear deserted, the sky pitch black, and the air heavy with silence. The longer the ride continues, the more wrong everything begins to feel. Buildings may look strange, signs may appear written in symbols instead of words, and the sense of being watched grows stronger with every passing moment. The hooded driver never speaks, and players are warned never to address him. To look directly at his face is said to invite disaster.

The rules are clear: the player must not exit the car until the hooded man brings them back to their home. Along the way, they may see unsettling figures standing on the roadside, staring into the car as it passes. Some claim to hear whispers in languages they cannot understand, or to see grotesque shadows in the windows of the buildings. Above all, they must not interact with any of these entities. Speaking, touching, or acknowledging them is forbidden.

Eventually, if the ritual goes as intended, the car returns to the player’s own home. The hooded man will let them out without a word, and the player must go directly inside without looking back. To close the ritual, the player must dial their own number once again, disconnect the call, and sprinkle salt over the phone before going to sleep. By morning, it is said that everything will be normal again (at least on the surface).

Stories of the Hooded Man Ritual often emphasize the aftereffects. Players report feeling detached from reality for days, sometimes plagued by strange dreams or the sensation of being watched. Some say the hooded man can return uninvited, his presence lingering like a shadow at the edge of the eye. Others believe that once you ride in his car, a part of you never really comes back.

Whether the Hooded Man is a psychological projection, a hallucination born from ritual suggestion, or something far more sinister, his reputation persists. To call him is to risk being driven into a world that may not let you go so easily.
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The Answer Man Game is one of those rituals that thrives on curiosity. It promises the thrill of forbidden knowledge, the lure of asking questions no one else can answer. But as with all bargains, the price is hidden in the details, and those who fail to respect the rules risk paying far more than they intended. Unlike some rituals that can be attempted alone, this game requires a group. At least ten people are needed, though more can join, and each one must carry a phone.

The ritual begins when everyone dials the number of the person sitting beside them in the circle, so that each phone is calling another. If the timing is right, instead of hearing a busy signal, one of the phones will connect. On the other end of the line is not a friend, but a voice. This voice does not belong to anyone in the group. It belongs to something else, and that something calls itself the Answer Man.

The player who receives the connection may ask him a question. Any question at all. The belief is that the Answer Man knows things no one else could, secrets of the past, present, or future, and he will give a reply that is always true. Some claim he has revealed deeply personal details that no one else could possibly know, while others speak of cryptic predictions that later came to pass. The temptation to ask more is overwhelming, but this is where the danger lies.

For every answer given, the Answer Man demands a price. The player must ask no more than one question at a time, and in return, they must accept his request. The payment can be harmless: a simple task, a favor; but sometimes it is far darker. Stories tell of players asked to harm themselves, to give away something of sentimental value, or to deliver part of their own body. If the price is refused, it is said that the Answer Man takes what he wants anyway, often in terrifying ways.

The game is not without other dangers. If more than one phone connects, chaos is said to erupt, with multiple voices competing, twisting reality around the group. If no one’s call connects, the ritual must end immediately, with every participant hanging up at once. And if the Answer Man grows angry, there are whispers that he can reach through the phone itself, dragging his victim into his world.

The most unsettling accounts of the game often come not during the call, but afterward. People speak of feeling watched, of their phones ringing at strange hours with no one on the line, of hearing whispers in the static. Some say the Answer Man does not always leave once he has been summoned, that once you open the line, you can never truly close it.

Whether he is a collective hallucination, a trick of suggestion, or something real that feeds on curiosity, the Answer Man Game embodies one of humanity’s oldest fears: the cost of forbidden knowledge. After all, some answers are not meant to be known, and those who seek them may discover truths they can never forget.
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The Gambler’s Game is a ritual wrapped in mystery and temptation, one of the few that plays out like a contest rather than a haunting. The promise it offers is simple: if you win, your wish will be granted. But the price of losing is said to be far greater than anything you might wager. For this reason, the Gambler is often spoken of as one of the most dangerous entities to play with, because his game feeds directly on human greed.

The ritual must be performed at midnight. The participant prepares a quiet room with a table, two chairs, a candle, and a deck of cards. The candle is lit and placed at the center of the table, casting shadows that make the room feel alive. At the stroke of midnight, the player sits in one chair, places the deck in the center, and invites the Gambler to join them with the words: “Let’s play.” From that moment onward, the chair opposite them is no longer empty, even if it appears that way to the eye.

This is where the game’s strangeness lies. The player does not see the Gambler, nor do they physically hand him cards. Instead, the participant deals both hands: one for themselves, one for the Gambler; and must resist the temptation to peek at his cards until it is time to reveal them. Some claim that when the moment comes, the cards on his side flip themselves, the deck moving with no
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