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AMOROUS ANGLING .. vecciesom

A Romantic Game
OBJECT OF THE GAME

The object of this game is to provide a loving couple with a fun and amorous means of
foreplay. Each players’ goal is to get their partner naked and then to arouse passion in them to
a point of no return.

GAME SETUP

For this game you will need one standard deck of 52 cards and two players with six articles
of clothing on. Optional is a romantic ambiance, such as candles, wine and soft music.

RULES FOR PLAY

1. This game is based on the card game “Go Fish”. In this version of Go Fish there are rewards for collecting
and laying down each set of four matching cards.

2. The cards are shuffled and seven cards are dealt to each player. The remaining cards are placed face down
and serve as the card stock.

3. Ladies go first in this game. She looks at her cards to see which card she would like to use to make a set of
four. Then she asks her partner if he has any of them (let us say kings for this example). If he has any kings
he must hand them over to her. She must have one of these cards in her hand before she can ask for them. If
his kings complete her set of four, she will lay them down face up and he must remove one article of
clothing. If she already has a set of four matching cards she may lay them down immediately, in which case
he must remove one article of clothing also.

4. Play continues with her asking for a different card. If and when he has none of the cards that she asks for, he
says “go fish”. She draws one card from the card stock; if she draws the card she last asked for, she shows
this to her opponent and continues her turn. If it is not the same card she last asked for, the turn goes to the
other player.

5. This rule deviates from the traditional go fish card game. When the card stock is depleted, all cards are
gathered at that point to be shuffled once again. Each player is dealt seven cards and play resumes with the
player whose turn it is.

6. If a player has lost all of his/her clothing and a set of four matching cards is laid down, the reward is now an
amorous task given to the naked player. The only limits on what task you may assign are the limits that you
as a couple may have set for yourselves in this respect.

7. Eventually, both players will be naked and amorous tasks have been assigned and completed. We can call
the winner the person who gets the other naked first. Now that a winner is defined, we can go on and have a
winning good time with this game!



CANTANKEROUS CARD TOSS

© 2007 Kiss of the Romantic

A Romantic Game

OBIJECT OF THE GAME

The object of this game is to toss cards into a hat for rewards. It is, in truth, a fun game
designed to prolong your foreplay and enhance your loving experience; thus sharing more

intimacy.

GAME SETUP

Each player starts with six articles of clothing on. You will need a standard deck of cards and
a hat. Now don’t forget the wine, candlelight (lots of it), sexy saxophone music playing in the

background and an attitude of loving fun.

RULES FOR PLAY

Sorry guys, this game has the deck stacked in favor of the ladies.

1.

Each player cuts the cards to see who goes first. Highest card wins (cards
are ranked ace low, king high, then one-faced joker, then two faced joker).

. The hat is placed on the floor approximately six feet from the chair or couch

you are sitting in.

. The winner of the card draw tosses his/her cards one at a time at the hat,

trying to get as many as possible into the hat.
The male player gets five cards to toss per round. The female player gets
seven cards to toss per round.

. You get one reward for every two cards in the hat, per round. Sitting on the

rim of the hat is not counted. To clarify: let’s say she won the cut, and got
three cards into the hat out of seven tosses. In this case he must remove
one article of clothing. Her third card counts for nothing.

Another example is: if he gets four cards into the hat out of five tosses, then she

must remove two articles of clothing.

In the event a player has lost all articles of clothing, the successful card
thrower can now assign a frisky task to his/her opponent for every two
cards in the hat, per round. Play does not resume until the frisky task is
completed as assigned.

Play continues until passion overrides the game; at which point you have
won. What? Who has won? Why, both of you have won!



CUPID’S DARE o coenemeromnc

A Romantic Game

OBJECT OF THE GAME

The object of this game is to have a continuously running game with your spouse;
designed to infuse a fun and romantic rapport into your relationship.

GAME SETUP
There is no setup required for this game except for reading the rules.

RULES FOR PLAY

1. The game never really ends.

2. The feminine partner goes first in this romantic game.

3. She thinks of something to dare him to do and tells him in as clear a

manner as possible.

4. She also sets a reasonable time limit on how long he has to actually

accomplish the dare.

5. He must try to perform the dare, or tell her if he cannot accomplish the

dare.

6. If he fails the dare or the time limit is exceeded, he must do a chore as

directed by her.

7. Because each person has their own limits as to what they will attempt as
a dar e, this rule allows for one to
you absolutely will not do.

. If afoul is called, and is reasonable, the dare turn is lost by the dare giver.

9. After a dare is successfully accomplished, the turn reverts to the other

player (him in this case) and it is now his turn to give a dare and a time
limit in which to accomplish it.

10.1f a player is given a chore because of a failed dare, the chore must be

satisfactorily accomplished before play continues.

11.Fun is the theme of this game, and a playful attitude is required.
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DICE N SPICE ..o

A Romantic Game

OBJECT OF THE GAME

The object of this game is to roll more doubles and get your partner naked first. The player
who does this first can direct the sex-play to his/her liking. Bear in mind that the ultimate
purpose of this game is to initiate sensuous foreplay.

PREPARATION

You will need:

1. One pair of dice 2. Each player has six articles of clothing on.
3. An electronic timer.
Gather the following optional items.

1. Candles for ambiance (one can be scented) 2. Romantic music

3. Wine for two 4. Silk scarf
5. Electric massager 6. Personal lubricant
7. Feathers 8. Whipped cream

9. Your favorite toy(s).

RULES/HOW TO PLAY

1. Both players roll one die. The highest roll goes first.

2. The player whose turn it is rolls both dice.

3. If doubles are rolled, the other player must disrobe articles of
clothing corresponding to the number shown on each die. For
example, if you roll two ones, your partner must remove one
article of clothing. Which article of clothing is removed is at the
discretion of the person doing the disrobing. The same player
rolls again until no doubles are thrown. No amorous task can be
assigned to your partner until your partner has lost all six
articles of clothing.



4.
S.

If no doubles are thrown, the turn goes to the next player.

The next player now rolls both dice, following the directions
given in rule number 3. Play continues in this manner until one
player is completely naked.

If a player rolls doubles which result in the other player to
become naked, the dice are thrown again. The naked player

must now perform an amorous task as directed by the dice
thrower. The length of time for each task is determined by the

value of the two dice rolled times 0.25.

The following list shows the time of task for each numerical value of

the two dice.

two= 30 sec.

three = 45 sec.

four = 1.0 min.

five = 1 min - 15 sec.
six=1 min- 30 sec.
seven = 1 min- 45 sec.
eight = 2.0 min.

nine = 2 min - 15 sec.
ten =2 min — 30 sec.
eleven =2 min — 45 sec.
twelve = 3.0 min.

Use your imagination when choosing an amorous task for your
loved one. You may direct him/her to perform a task or direct him/her
to submit to your attentions. You may choose to employ an accessory
such as listed above, or not. Inform your partner what his/her task is
and then set the timer for the time corresponding to the rolled dice
and the chart above. Once the timer expires the play goes to the next
dice roller. Your opponent must be completely unclothed before your
dice roll can result in an assigned task.

The winner of this game is the player who can first cause his/her
partner to orgasm first.

Once a winner is established, the winner now is allowed to direct
how the remainder of this encounter will play out! Enjoy!



PAPER, ROCK, ZINGERS! ..o ccorisonms

A Romantic Game

OBJECT OF THE GAME

The object of this game is to be a bette
The loser of each round is required to strip and later to perform a task as specified by the

pl ayer s’ opponent and whi ch oebe tatk$raee knovnrase e
“Z1I NGERS"” .

GAME SETUP

What you need for this game are: an electronic timer, two willing players looking for
some fun, a pencil or pen, any accessory each of you would like to incorporate into the game
and six articles of clothing on each player. Candlelight and wine would be nice but is not
mandatory.

WINNING THE GAME

The player who first wins six zingers (after the other player has lost all their clothing) is
declared the winner.

RULES AND STRATEGIES
1. Each player will filli n t he bl ank “ZI1I NGERS” on
design the specific task, or” Zl NGER"
ROCK or SCI SSORS. She will do | i kewi
that each of you write tasks that will enflame your opponents '’ passion

This is because the loser of this game is the player who can no longer
contain their passions and leaves the format of this game. Likewise, each
player will define in the space provided what their winning reward will
be. Of course only the winner of this game will get to realize what is
written in the rewards blank lines.
2. After the “ZI NGERS” are established,

“Paper, Rock, Scissors game. Each pl
their opponent and counts 1, 2, while bouncing your fisted fore-arms up
and down. On the “3” count you wil/

paper, rock or scissors. As you probably already know: paper covers rock,
rock breaks scissors and scissors cuts paper.



. The loser of the round must remove one article of clothing. Once a player
I S naked, and | oses a round,
corresponding to the winning form. For example: she won with paper
over rock; he must do the ZINGER for him in the paper category.
. Each ZINGER has a time frame of one minute. The timer is set for one
minute; the loser performs the ZINGER until the timer goes off. One
minute is added if a player wins twice in a row with the same form. A
third minute is added for three consecutive wins using the same form. Be
careful of the consequences of this rule. It can be a powerful strategic tool
for either player!
. A player who is observed breaking eye contact during the 1, 2, 3 count
and glancing at t heir ountdspwenwilfotfeit
the round. An article of clothing is removed or, if already naked, must
choose one of the three tasks on his/her list and perform it.
. A second cheat as described in rule 5 above loses two clothes or gets an
extra minute added to the penalty of choice. A third cheat gets the loss of
three clothes or an extra two minutes added to the penalty of the
cheaters opponent s’ choice.
. The person who comes to climax first is declared the loser of this game,
and the winner is rewarded with their own player defined reward. The
bottom of this document is where each player defines their reward for

hel st

wi nning the game. The | oser mu st Co

reward.

. Each player may try to increase their chance of winning by playfully
teasing and erotically encouraging their opponent during their Zinger
time. Watch carefully for action that is outside the defined Zinger.



ZINGERS AND REWARDS

Her Zingers His Zingers
(he defines, she does) (she defines, he does)
PAPER:
ROCK:
SCISSORS:
Her winning His winning
Reward Reward

(she defines) (he defines)




R,QMAN Q E @ P@ LY © 2007 Kiss of the Romantic A Romantic Game

OBJECT OF THE GAME

The object is to enhance your romance with your partner in a lighthearted and fun manner.
The means by which this is accomplished is: extended foreplay. Studies have shown that
extended foreplay will enhance both partners’ enjoyment and satisfaction; and ultimately
your relationship will grow to new levels.

PREPARATION

Things you will need:

1. A game of real estate that you probably already have on a shelf somewhere.

2. Six articles of clothing on each player.

3. Print out one extra page of both pages #2 and #3 of this document. This will give you a
total of 20 cards of each kind (her armoire, and his prospect). You already have one page each from when you printed
this document out. Cut these 40 cards out with a pair of scissors. She gets the "her armoire” cards and he gets the “his
prospect” cards.

4. This is optional, but the setting or ambiance can set the mood a little better; with things like scented candles, soft
music or maybe a little wine to share.

5. Two pencils or ink pens.

SET-UP, RULES AND SUGGESTIONS

Set-up: a. Now you must each fill in the backside of your respective card set. She will write romantic tasks on the back of
each “her armoire” cards, and he will write romantic tasks on the back of each “his prospect” cards. Keep in mind that
each of you will eventually draw your own as well as the other players' card piles. Page 4 of this document has
suggestions on what to write on the back of your cards. They are meant only for idea generation; a self tailored game
will allow both of you to set your own limits or test each others limits, however you mutually agree. As you may have
perceived, you may tweak or modify your future games as a result of what you learn or experience in this first game. In
any event, a playful attitude is essential in how you set up the game and during play.

b. Set up the “real estate” (money) game as you normally would. All rules that came with the original game apply. The
only exception is that you will use your self-written cards in place of the two card sets normally placed in the center of
the board area. Be sure to shuffle your card sets before placing them on the board.

Rules: 1. When a player lands on one of the “task places” he or she must follow the directions that are now written
on the reverse side of the card on top of that pile.

2. If a player refuses or fails to comply with their assigned task, a penalty of 500 game money dollars is paid to the
other player and one article of clothing is forfeited.

3. Chances are: this game will never reach a point where a winner can be declared. But later, after the romance is
fulfilled, the monetary superior can be allowed a “wish” to be fulfilled by the monetary loser.
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ROMANCEOPOLY  succEsTIONS FOR

A Romantic Game ROMANTIC TASKS

This page is dedicated to supplying the players of ROMANCEOPOLY with helpful inspirations
for filling out their respective task cards. Teasing tasks are probably best for this game.

You have purchased a ticket on the ___ railroad. The ride has made you randy and you caress your ___.
You have donated to a Charity Organization. Remove one article of clothing.
You have entered a Kissing contest. Test your Kisses on your game opponent.

You have been arrested for bribery. Try it again on your jailer by removing two articles of clothing. Go there.
You have been away for a month. Greet your game opponentby  his/her __ passionately.

Taxes are due. Pay 75 game dollars, take a sip of wine and playfully spank your opponent.

Move player piece to ___, if game opponent owns it, reward hospitality by his/her .

Your car has broken down. Nothing better to do than get in back seat w/ game opponentand .

The evening is warm, very warm. Remove one article of clothing. Move player pieceto .

Move your player piece to ___, if you slide by the starting square, receive 200 and get a chest massage.
You have the day off. Move to the parking lot and make out with your game opponent. Get the cash.
Your date is exciting, so you tease him/her with moans and randy self caresses.

Your bank made a mistake, credit you 200 game dollars. Now make a romantic command to your opponent.
I have posted bail for you to get out of the slammer. Save card till needed. A big wet kiss is appreciated.
You sold your stock in romantic accessories & made 500 game dollars. Remove one article of clothing.
Your Great Aunt passed away, left you 500 game dollars. You are so happy that you ___ his/her .
You are busted for exposure. In the slammer, nothingtodobut ___ yourown____and

You owe 2,000 game dollars to an art gallery. Bill is waived if you pose in the buff. Remove all clothing.
You have volunteered for charity. Your game opponent is in dire need of a long kiss and gentle caressing.
Physicians bill for a physical is 50 game dollars. Your doctor will now inspect and tease your .

You came in 1st place in a good looks competition. Prove it by removing one article of clothing.

You charge 100 game dollars for services as a masseuse. But first you must massage other players’ .
You have purchased an exotic toy for yourself for 100 game dollars. Now try it out!

Talent show opening, collect 50 game dollars from other player. Now perform an exotic dance to music.
Move to the nearest power company. You don’t want to pay so bribe the pay clerk. (Other player)

Your waitress slipped you an aphrodisiac and you are compelled to slurpa___and some .

You are compelled to shell out for homeless tax. 50 game dollars. Remove one article of clothing.

Move player pieceto . If already occupied, bribe for your rent.

Building inspector compels code improvements. Domiciles—25, commercial rentals-100. You are not happy so you
gently pinch your game opponents .

Move your player piece back three places. Then smile as your game opponent teases your .

Windfall game money of 100 from stock price increase. Celebrate with a sip of wine or drink.

You’ve joined a dice game. Roll even, remove one clothing. Roll odd, opponent removes one clothing.
Alcohol tax: Pay 50 game dollars. Because you drank too much, you dance around in the buff.
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SMIRK N SMOCK ..crvcciere

A Romantic Game

OBJECT OF THE GAME

The object of this game is to get your partner (opponent) to smile or grin, while you
verbally tell stories of wild and funny and erotic fantasies. A smile or grin will get the listener a
penalty; the loss of one article of clothing... | think you get the picture!

PREPARATION

This one is easy. All you really need is four articles of clothing on each player, a good
imagination, and an electronic timer. But really, wouldn’t you rather set a romantic ambiance
for this encounter? It doesn’t take much; some wine, candle light only, and soft background
music will do the trick. Go as far as you like. It will be worth the effort.

RULES AND STRATEGIES

1. Heflips a coin into the air; she calls heads or tails; the winner goes first.

2. The timer is set for three minutes. The coin toss winner begins to tell a wild,
funny, erotic fantasy story to his/her opponent and watches for a smile or a
grin. You may use facial expressions, sounds, gestures or even acting things
out to entice that elusive smirk. Your opponent will surely try to suppress
it! You may want to take a moment to concoct a strategy before you begin.
Helpful prompts on the next page may be used if you need them.

3. If you succeed in drawing out a smile or a smirk, the listener must remove
one article of clothing. If you fail to entice a smile or smirk, it is you, the
storyteller, who must remove an article of clothing.

4. Play continues even after all clothes are removed, except now a romantic
favor is assigned to the naked loser of a round. Here, a good imagination
and a playful attitude are most conducive to a fun game.

WINNING THE GAME

Both players win in this game. The real question is: when does the game end? You
may find yourself prolonging the game on purpose!

14



SMIRK N SMOLK HELPFUL PROMPTS

In the event that you need help with concocting your wild, funny
and erotic fantasy story, the following category lists may be used.

Male character: banker dumb idiot jock millionaire explorer body
builder judge pimp boyfriend fag landscaper pilot butcher farmer
lawyer pirate cabdriver fisherman lover plumber chef fatguy maleidiot
sex maniac cop chump Greek God male masseuse skinny guy gynecologist
male nurse teacher daredevil hunter biker dude super hero cowboy
astronaut the president ancient Egyptian psychologist

Female character: actress female chef hooker housewife roller derby

chick secretary baglady female doctor stewardess lady in waiting butch
female lawyer lesbian  socialite madam  busty chick female masseuse
stripper college student cowgirl female surgeon motorcycle mama teacher
flirt  mud wrestler tease dominatrix French lover nurse dumb blonde
Geisha girl operasinger Queen female bodybuilder hippy chick hot model

Situations: amnesiac losing mind perpetual arousal solo love stuck can’t
get it out  ate psycho mushroom  hang gliding eating reacts to sugar as
aphrodisiac captive of psycho girl dreaming inebriated inacoma craves love
liquids sleepwalking love struck slipped a Mickey stranded on island
surgically implanted time travel hypnotized has three wishes found treasure
chest abletofly stoned has x-ray eyes can change nose to any shape can
grow it to huge proportions pheromones are impossibly powerful has romantic
Midas touch Cupid’s pal can animate hair to do anything

Place: boxcar bus copcar doctors office subway train emergency room
in bushes department store window in a rowboat judge’s chamber on top of
taxi passenger airliner upatree boutique drive-intheatre airportrunway in
a cave top of flagpole

Thing: anvil avocado artificial banana baseball bat car croquet ball
electric mixer  foot  handcuffs horse paddle  winch polish sausage
strawberries whipped cream kneepads chastity belt

15



The object of this game is for both partners in a loving relationship to SCORE the kind of
lovin’ they really want. This is made possible by expressing to your partner exactly what you
want him/her to do if you are the winner of this game. Hopefully both of you will be
completely honest about what pleases you most as this will enable a more intimate
relationship.

THE GAME’S ONI! ..o

A Romantic Game

OBJECT OF THE GAME

RULES AND SUGGESTIONS

You as a couple will choose a sports game that is scheduled on the day you wish to play
this game. To make things fair, it is best to choose a sport that both of you enjoy; and both

know a little something about the teams on your particular league or conference.

1.

Actually watching the game is optional, but the element of anticipation
and excitement is certainly lost if you simply check the score after the
sports game is ended.

To play this game, each player chooses which team they think will win the
game. A wager is then made by each player on what your pleasure will be
if your team wins.

To add some more spice to your wagers, a point spread can be agreed
upon, where if your choice of spread is correct and your team wins, an
extra favor is owed. For example, you may demand an erotic dance and
strip in addition to your romantic favor.

Quite likely, this game will be repeated many times, and a different wager
can be made each time, or keep it the same.

The games that are most likely to fit the format of “THE GAME’S ON!” are
football and basketball. That is not to say that other sports games cannot
be used, such as: hockey and baseball or soccer. You could even wager one
NASCAR driver to cross the finish line before your opponent’s choice of
driver. The bottom line is that your team has to score better than the
opposing team in order to win “THE GAME’S ON!”
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TRFV FA * n ’ TEAS E © 2007 Kiss of the Romantic

A Romantic Game

OBIJECT OF THE GAME

The object of this game is to get your opponent naked (and more) before he/she can do the
same to you. This is accomplished by knowing your trivia better than your opponent.

GAME SETUP

You will need a coin, a deck of cards, an electronic timer, six items of clothing on each player
and lots of smiles and giggles. The jokers are kept in the deck. A little preparation time would be
well advised. Jot down some trivia notes to give yourself a little advantage if you can.

RULES FOR PLAY

Each player chooses a trivia category of their liking and declares it to the other player. He
tosses the coin into the air; she calls it heads or tails. The coin toss winner gets his/her trivia
category as the games’ default category and

The winner of the coin toss asks a trivia question that his/her opponent hopefully cannot
answer. If the question is answered correctly, the person asking must remove one article of
clothing. If the player cannot answer correctly, he/she must remove one article of clothing. Play
continues in this manner, taking turns asking a trivia question.

In the event a player becomes completely naked, he/she must cut the cards after they have
been shuffled. The value of the card that is turned over determines how long he/she must
stroke themselves (no cross touching allowed). Here, after the timer is set and started, the
player must stroke earnestly while at the same time try not to climax. A climax declares the
player the loser of the game and must immediately give oral pleasure to the winner. Each naked
player who fails to stump or answer correctly must cut the cards and do his/her time!

Here are the time values for each card:

A= 10sec. 2=15sec. 3=20sec. 4=25sec. 5=30sec. 6=35sec.
7= 40sec. 8=45sec. 9=50sec. 10=55sec. J=60sec. Q= 2min.

6. K=3min. One face Joker=4min. Two face Joker= 5min.

Where is the tease? The tease is during the penalty time. Here it is suggested that the player
who is watching the other player do his/her time, cheer on the player doing the stroking! Say
erotic encouraging things meant to force the person who is stroking over the edge and lose the
game! And most importantly, be playful and have fun!
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YOUR NUMBER'S UP! ot e

A Romantic Game

OBJECT OF THE GAME

The object of this game is to be a better number guesser than your opponent; first
resulting in your opponent being naked before you, and then having control of his/her
penalties. In essence though, the true object is to have a fun time with extended foreplay.

GAME SETUP

You will need a coin, a pad of paper, pencil or pen, six articles of clothing on each player,
and any other sort of toy you hope to incorporate into this game.

RULES FOR PLAY

The coin toss winner writes a number between one and thirty on a piece of paper. The
opponent tries to guess what that number is. On the first two guesses, the number bearer
must tell the guesser if the correct number is higher or lower than the guess. On the third
and final guess, or any previous guesses the guesser wins the play if he/she guesses correctly
within one number plus or minus of the written down number. A correct guess, plus or
minus one, means no action is taken. An incorrect guess gets the guesser one article of
clothing closer to being naked. The turn now goes to the other player writing a number
between one and thirty.

Once a player is completely naked, a missed guess gets a task. The task is given by the
number writer at his/her discretion. An example could be: Use that toy on me here and
don’t stop until | tell you to stop.

WINNING THE GAME

Who could possibly think that you can lose this game? This game will most assuredly
degenerate into a flurry of passion at any given moment; unless one player demands that
play continue. Even then how much longer can that person continue?
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