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Pen and Paper Games for Adults
Start with one sheet and a pen: these games work at a table, can be played seated, and do not require anyone to
share personal stories.

Host guide / A4 / 2–8 adults per table; repeat the setup for larger groups / 5–15 minutes per game

Read the guide privately first if this activity has hidden answers. Print single-sided at Actual size / 100%. Cut only sheets marked CARDS.
Keep answer keys with the host.

What you need
- Plain paper or a notebook, pens or pencils, and optional colored pens. For Paper Telephone, have one sheet per
player and fold each sheet into five horizontal panels before play.

- A host can draw grids in advance; no printer or app is required.

- Optional scrap paper for covering a code or sharing a maze.

How to run it
1. Choose one card based on the group size and draw the listed grid or starting pattern before play.

2. Explain the turn sequence, how the round ends, and whether the group wants to keep score. All games work
without ranking participants.

3. Offer a seated role such as writing, reading clues, or observing. Anyone may pass or stop early.

4. Play one short round, then ask whether the group wants to repeat, switch games, or finish.

5. Recycle or keep the paper only with the group’s agreement; avoid capturing personal notes or using game
results to assess work skills.

Set up for a calm round
The activities use only common paper and writing tools. A host can draw grids ahead of time, but participants may
also create them themselves. Explain that the goal is to play a short game together, not to prove intelligence,
drawing ability, or speed.

For a larger group, use several tables and repeat the same card. People may join as a pair, help with setup, read
the rules, or watch. If a game becomes frustrating, pause and choose another card.

Keep paper games accessible
Provide large enough grids, high-contrast marks, and more than one pen color where color matters. For a color
code, always name the colors in writing or use symbols so no one must distinguish them by sight alone. A
participant can dictate a move or ask another person to draw it.

Do not require standing, fine motor speed, or a timed answer. Offer an untimed option and let players pass. The
cards can be modified by reducing grid size or allowing cooperative play.

Choose your format
Use the two-player games as pairs and the collaborative drawing games with 3–6 people. For a meeting, set a
5-minute timer only as a reminder to check in, not as a contest cutoff. For a social event, leave the paper available
and let participants join or leave between rounds.

There is no fixed sequence; select one game and stop whenever the group is ready.
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Printable host script
“We have a few short paper games. Pick a game or just watch. There is no work score, and you can ask someone
to write or draw for you. We can play without a timer and stop whenever we like.”

At the end, say: “Thanks for playing or helping. We can keep the paper for another round or recycle it.”

Use the eight game cards
Each card gives a playable setup and stopping condition. The cards include familiar grid games plus cooperative
paper activities. They are not a test of drawing, vocabulary, or strategy. Keep a simple score only when everyone
at the table wants one.
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CARDS / Pen and Paper Games for Adults

R_PAPER-001 / Pen-and-paper game

Dots and boxes

R_PAPER-002 / Pen-and-paper game

Word ladder: COLD to WARM

R_PAPER-003 / Pen-and-paper game

Four-color codebreaker

R_PAPER-004 / Pen-and-paper game

Paper maze swap

R_PAPER-005 / Pen-and-paper game

Fold-and-pass sketch

R_PAPER-006 / Pen-and-paper game

Paper telephone: sentence-and-sketch
chain
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CARDS / Pen and Paper Games for Adults

R_PAPER-007 / Pen-and-paper game

Noughts and crosses, avoid-the-line

R_PAPER-008 / Pen-and-paper game

Shared imaginary map
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Host answer key
Keep this section separate from player cards. Accept equivalent wording where the meaning matches.

01. For 2 players: draw a 7-by-7 array of dots. Players take turns drawing one line
between two adjacent dots. When a line completes a small square, write your
initial inside it and take another turn. Stop when all boxes are claimed; compare
boxes only if the players want a winner.
Use a smaller 5-by-5 dot array for a shorter round. A third person can keep score or observe.

02. For 2–4 players: write COLD at the top and WARM at the bottom. In each
move, change exactly one letter to make a valid four-letter word. One example
route is COLD → CORD → CARD → WARD → WARM. Work together to find any
valid route; do not race or require a dictionary.
Allow players to write suggestions and accept common words the group recognizes. The printed route is an
example, not the only possible route.

03. For 2 players: choose four different colors from red, blue, green, yellow, and
purple. The code maker writes a secret sequence using four different colors and
covers it. The guesser gets six attempts, and every guess must also use four
different colors. After each guess, the maker reports how many colors are in the
exact position and how many are present but in another position, without naming
them. Reveal the code after six guesses or when solved.
Write color names or symbols as well as colors. For a cooperative version, one person records guesses while the
table chooses them.

04. For 2–4 players: each person draws a simple maze with a marked start and
finish, leaving enough width for a pen to trace. Swap papers. The solver traces
from start to finish without crossing a wall. Keep mazes generous and allow more
than one attempt.
If drawing is difficult, dictate the maze layout or use a simple grid of open and blocked cells.

05. For 3–6 players: each person draws a simple head or object at the top of a
sheet, folds the paper to hide most of it while leaving two guide marks, and
passes it to the next person. The next person draws the middle, folds again, and
passes; the final person draws the bottom. Unfold only if everyone agrees.
Use fictional objects or abstract shapes, never caricatures of coworkers. People can pass or contribute a line
verbally.
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06. For 4–8 players: give each player one sheet folded into five horizontal panels.
Everyone writes one neutral sentence in panel 1 and leaves it visible. Pass every
sheet one seat clockwise. Run exactly four passes: on pass 1, the recipient reads
the visible sentence and draws it in the next panel; on pass 2, the recipient sees
only that drawing and writes a sentence describing it; on pass 3, the recipient
sees only the new sentence and draws it; on pass 4, the recipient sees only the
latest drawing and writes one final sentence. After each contribution, fold the
older panels under so only the newest panel is visible to the next person. Stop
after the fourth pass. Each sheet stays with its last holder, who may unfold the
sequence one panel at a time only if the people who contributed agree.
Use fictional, neutral sentences, not personal, sensitive, or confidential details. A participant may dictate, pass, or
observe. The host announces whether each pass is a drawing or a caption so the whole group follows the same
order.

07. For 2 players: draw a 3-by-3 grid and take turns placing X or O. The twist is
that the first player to make a line of three loses; if the grid fills without a line, the
round is a tie. Play a single round or switch who starts.
Say the twist aloud before the first move. A third person can play as a cooperative group by suggesting moves.

08. For 3–6 players: draw a large blank rectangle and label one corner “start.”
Take turns adding one public place, path, bridge, or landmark to a fictional town
map. After each addition, the player gives a one-sentence neutral description.
Stop after one full turn per person or when the group agrees the map is complete.
No one needs to discuss a real neighborhood or workplace. Invite a participant to dictate a feature instead of
drawing.

Hosting questions

Do these games need a printer?
No. Draw the grids or prompts on plain paper. The host can prepare them in advance if that is easier.

Are the games suitable for a meeting?
They can fill a short optional break. Do not use the results to assess intelligence, drawing skill, or job performance.

Can people play without drawing?
Yes. Participants can dictate a move, read a rule, keep notes, or observe. Use larger grids and untimed turns.

Do all games need a winner?
No. Most can be collaborative. Scores and comparisons are optional.

Original AI-assisted resource with AI editorial review. Independent human playtesting and physical printing have not been completed. Answer,
listen, or pass.


