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Contact
Contact is a 30 m

inute social 
gam

e for 4-16 friendly players. 
It focuses on physical contact 
betw

een 
participants; 

test-
ing im

agination, com
m

uni-
cation, and intuition—

A
n ice 

breaker m
eant to challenge 

social boundaries.

Contents
A

 black player m
arker

A
 w

hite partner m
arker

18 cards w
ith 2 quirks each

G
am

eplay
Players gather in a circle and 
take turns interacting w

ith 
new

 partners. Each pair finds 
a w

ay to m
ake physical con-

tact that hasn’t already been 
done during the gam

e. (O
nce 

you and I have shaken hands, 
no one else can.) If a pair 
repeats a touch that’s already 
been done, tell them

 to find 
a new

 w
ay to touch. They can 

try any num
ber of tim

es. If 
they succeed, they each earn 
1 point.

G
ive 

one 
player 

the 
black 

player m
arker, and a player 

across from
 her the w

hite 
partner m

arker. Both m
arkers 

pass to the left each turn. If a 
player gets the w

hite partner 
m

arker but has already part-
nered w

ith the current player, 
she passes it to the left again.

Consent is vital, in this gam
e 

and 
in 

all 
situations. 

If 
a 

player acts w
ithout consent 

and m
akes her partner un-

com
fortable, 

that 
player 

is 
elim

inated from
 the gam

e. If th
ei

r 
be

ha
vi

or
 w

as
 i

n 
vi

ol
a-

tio
n 

of
 

th
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ev
en
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r 
ag
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th
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la

w
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fu
rt

he
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tio

n 
m

ay
 b

e 
ca

lle
d 

fo
r.
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pe

ci
-

fie
s 

w
hi

le
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 p
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a 
pl

ay
er

 i
s 

un
co

m
fo
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 c
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in
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M
ake contact w

ith your 
partner in a new

 w
ay. 

Rem
em

ber your quirk.
Pass this to the left afterw

ard.

Player
The gam

e ends w
hen ev-

eryone has partnered w
ith 

everyone else once. Tw
ice 

w
ith 6 or few

er players.

M
ake contact w

ith your 
partner in a new

 w
ay. 

Rem
em

ber your quirk.
Pass this to the left afterw

ard.

Partner
Pass this to the left if 

you’ve already partnered 
w

ith the current player.

Cut these markers out—or use something more 
tangible (Friendship bracelets would be awe-
some, nerf balls would be fun). 
Trim and fold the rules down to card-size.



Repeat your touch 
two more times.

Touching with your 
hands doesn’t count. Move like a primate.

Watch your partner’s eyes. Touching your partner’s 
hands doesn’t count. Touch for three seconds.

Touch only your 
partner’s clothing.

Make pleased sounds 
while touching.

Get on your knees 
for your turn.

Use the word ‘love.’ Move like a cat. Thank your partner.

Avoid eye contact. Lie. Touch as briefly as possible.

    Complement your partner.  Move like a dog. Apologize.



Remove an article of clothing. Make animal sounds. Speak, and in an accent.

Act like a zombie. Wait for your partner 
to initiate contact. Don’t use your arms.

Ask a question 
before touching.

Move like a cat. Don’t use your arms. Don’t speak.
(except to guess)

Close your eyes. Profess your affection. Laugh.

Growl.

Give your partner a nickname. Beg.

Request to be called 
something specific. Dance.


