A WORD FROM GAMEWRIGHT

The simple act of reading a book will never be the same
after you play Bring Your Own Book. Inventors Matthew
Moore and Luke Nalker created this wildly inventive twist
on a popular pastime that takes the phrase “read between
the lines” to a whole new level. We all know that books
are filled with rich imagery but who knew that they could
be the source of so much fun when taken out of context?
We're sure you'll come up with some great prompts in
addition to the ones we've created. Send us your ideas
and we may include them in a future edition!
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3-8 PLAYERS ~ AGES 12+
RULES OF PLAY

CONTENTS

100 prompt cards
1 60-second sand timer

OBJECT

Collect four cards (6-8 players) or five cards (3-5) by
searching through your book for the most entertaining
phrases that match the chosen prompts.

SET UP

*Each player should grab a book from somewhere nearby
and then gather back to form a circle in the playing area.
You can play with any book: novel, cookbook, travel
guide, etc. Be creative with your choices!

* Stack the prompt cards face-down in the center,
along with the timer.
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two prompts, and reads it aloud.



SEEK

Everyone except the Picker then searches their books for text
to satisfy the prompt. Seekers should look for sequential text
of any length: a single word, half of a sentence, a whole
sentence, or multiple sentences.

“GOT IT”

The first Seeker to find matching text announces,
“I've got it,” and then turns over the sand timer.
This signals to the rest of the Seekers they have
60 seconds to also find a relevant word or phrase.

READ
When the timer runs out (or every Seeker announces
“I've got it"), each Seeker reads aloud what they’ve found.
Seekers who didn't find text in time may open their books
to a random page and read a random sentence from it.

JUDGE
The Picker chooses their favorite submission and awards
that Seeker the prompt card.

ROTATE

After each round, the person
to the left of the last Picker
becomes the new Picker.
Play continues just like the
previous round. Also, every
time any player reaches two
cards, everyone passes their
books to the left.
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ENDING THE GAME
The first player to collect four cards (6-8 players) or five
cards (3-5) wins.

VARIANTS

Cutthroat Rules
Set up and play is like the basic rules except:

1.Everyone INCLUDING the Picker searches their book
for text to match the prompt.

2.The Judge for the round is the last player who said
“I've got it.” If multiple Seekers didnt find a selection
in time, the Picker chooses one to be Judge.

Democratic Rules (4-8 Players)
Obiject: Collect four cards (6-8 players) or five cards
(4-5).

Set up and play is like the basic rules except once
the timer runs out, The Picker now counts down,
“3,2, 1, Vote,” and everyone including the Picker
points to the person with their favorite submission.
The Reader with the most votes receives the card.

If there is a tie, the Picker breaks it.

Other ways to play:
« Start the timer immediately.
* Play with newspapers or magazines.
* Use the cards as writing prompts.
* Get 20 people to play at once.



