Contact

Contact is a 30 minute social
gamefor4-16friendly players.
It focuses on physical contact
between participants; test-
ing imagination, communi-
cation, and intuition—An ice
breaker meant to challenge
social boundaries.

Contents

A black player marker

A white partner marker

18 cards with 2 quirks each

1

9

dWweDH}de3u0)/Woy [Infur//:dny
219y solepdn puy
pue )oeqpas) aAed| 3sedld

'9bus|jeyd ei1qo) usp|on
9y} jJo sjuedpiyied 1 sio}
-BUIPJIO0D 3Y} 0} pue iy x
YeoN ‘wepy ‘|ojuy 03 syuey |
107 1easL Aer Aq paubisaq

'9UO MaU
e UM 31 9de|dal ‘passanb S|
y4nb anoA uaypn 1ulod ayi
$396 2uo ou ‘Bwil} dwes ayj Je

tangible (Friendship bracelets would be awe-
Trim and fold the rules down to card-size.

Cut these markers out—or use something more
some, nerf balls would be fun).

Gameplay

Players gather in a circle and
take turns interacting with
new partners. Each pair finds
a way to make physical con-
tact that hasn't already been
done during the game. (Once
you and | have shaken hands,
no one else can.) If a pair
repeats a touch that’s already
been done, tell them to find
a new way to touch. They can
try any number of times. If
they succeed, they each earn
1 point.
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Give one player the black
player marker, and a player
across from her the white
partner marker. Both markers
pass to the left each turn. If a
player gets the white partner
marker but has already part-
nered with the current player,
she passes it to the left again.

Consent is vital, in this game
and in all situations. If a
player acts without consent
and makes her partner un-
comfortable, that player is
eliminated from the game. If
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Make contact with your
partner in a new way.
Remember your quirk.

Pass this to the left afterward.

Player

The game ends when ev-

eryone has partnered with

everyone else once. Twice
with 6 or fewer players.

Make contact with your

partner in a new way.
Remember your quirk.

Pass this to the left afterward.

Partner

Pass this to the left if

you've already partnered
with the current player.




Repeat your touch
two more times.
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Touching with your
hands doesn’t count.
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Move like a primate.
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Watch your partner’s eyes.
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Touching your partner’s
hands doesn’t count.
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Touch for three seconds.
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Touch only your
partner’s clothing.
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Make pleased sounds
while touching.
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Get on your knees
for your turn.
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Remove an article of clothing.
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Make animal sounds.
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Speak, and in an accent.
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Act like a zombie.

Wait for your partner
to initiate contact.

Don’t use your arms.
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. . Ask a question
Give your partner a nickname. before touching. Beg.
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