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2About Pass the Party Food

2-4 players  |  Ages 7+  |  30 minutes

Throwback to 1989 and dig in to your all-time 
favourite party food! There’s fairy bread, 
lamingtons, green snakes and more. 

Working together, the players need to collect their 
favourite treats and share them with their friends at 
the right time.

But watch out, Ziggy the mischievous puppy is 
trying to grab food o� the table! If you can outscore 
him as a team you will all win the game together.

Game design by Phil Walker-Harding

Illustrations by Meredith Walker-Harding

Special thanks to Chris Morphew, Huck McQueen, 
Jo Hayes and the Dunk, Haviland, McCorquodale, 
Smith and Walker families.

©2022 Joey Games Pty Ltd
www.joeygames.com.au

Credits

Scan to watch
a video that 
teaches you 
how to play!



Game contents 3

4 player boards

Each player has their own board where they 
store the food tiles they have collected. 
At the top are plate spaces that you use to 
distribute food tiles each turn.

1 Ziggy board

4 player pawns and 
1 Ziggy pawn

These are used to mark how many 
points the players and Ziggy have 
on the score board.

Ziggy gets a food tile every turn and 
they are stored here. The top of the 
Ziggy board shows some diagrams 
that help you remember the rules.

The score board is 
used to keep track 
of everyone’s points. 
If you all make it to 
the birthday cake 
space without Ziggy 
catching you, you
win the game!

80 food tiles

8 swap tokens and 4 take tokens

Everyone is trying to collect sets of food tiles 
to score points. There are 20 green snakes, 
20 biscuits (pink), 15 fairy bread (yellow), 
15 pikelets (red) and 10 lamingtons (purple).

The players can spend these tokens to
take special actions.

1 score board

1 drawstring bag
This is used to store the food tiles.



Setting up the game

1 Ziggy board
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Example of a 3 player game set up

Connect the 2 pieces of the score board and place 
it in the middle of the table. Place the Ziggy board 
near the score board.

Each player chooses a colour and places the 
corresponding player board in front of them. In a 3 
or 4 player game use the side with 3 plate spaces at 
the top. In a 2 player game, use the side with 2 plate 
spaces. Leave any unused player boards in the box.

Each player takes 2 swap tokens and 1 take token 
and places them face-up beside their player board. 
Leave any unused swap and take tokens in the box.

Each player takes the player pawn of their colour 
and puts it on the scoreboard on the space with the 
white pawn icon. Place the Ziggy pawn on the score 
board on the space with the grey dog paw icon.

Food tile
discard area

Place all the food tiles in the bag. Give it a good 
shake. Each player starts with 2 food tiles, taking 
them randomly from the bag and placing them on 
their player board. Place your food tiles on the 
top-most spaces with the matching pictures. 

Ziggy starts with 3 food tiles. Take 3 random tiles 
from the bag and place them on the Ziggy board. 
Place Ziggy’s food tiles on the top-most spaces with 
the matching pictures. Ziggy may only start with at 
most 1 lamington tile on his board, so if you draw a 
second lamington return it to the bag and draw 
another tile. 

During the game, the players will discard some food 
tiles. Discarded food tiles will be kept in a discard 
area beside the score board.
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During the game, you will be collecting food tiles 
and storing them on your player board. Whenever 
you receive a food tile, place it on your board on a 
vacant space with the matching picture. You must 
place it on the top-most vacant space.

How to use the boards and food tiles

If you ever receive a 
food tile and you have 
no vacant space for it, you must 
instead place that tile in the discard area.

If there is ever a vacant gap in a column on your 
board, immediately slide the food tiles below the 
gap upwards so they �ll it in.

You are trying to collect complete sets of food tiles.
A complete set is either a full column of 4 of the 
same food tile, or a full row of 1 of each food tile.  

When you have a complete set you can score it. 
To do this, take the food tiles that make the set 
from your board and put them in the discard area. 
The number of points a set is worth is listed at the 
end of its row or column. You then move your pawn 
this many spaces forward on the score board 
towards the birthday cake space. 

The Ziggy board works in a similar way to the player 
boards. Every turn a food tile will be added to 
Ziggy’s board, which represents food Ziggy has 
grabbed o� the table. So follow the above rules 
when you place a tile on Ziggy’s board, when there is 
no vacant space for it and when there are gaps.

Ziggy also scores complete sets of food. When 
there is a full row or column on the Ziggy board, 
discard the tiles in the full set and move the Ziggy 
pawn on the score board. Ziggy’s board is di�erent 
though. Ziggy only needs 3 food tiles to complete a 
column and scores more points for a complete row 
than the players do.
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This game is co-operative, which means all the 
players will either win together or lose together. 

You win by getting every player’s pawn to the 
birthday cake space on the score board. You lose if 
Ziggy catches any player on the score board, or if 
Ziggy makes it to the birthday cake space.

The oldest player takes the �rst turn of the game, 
and then the players take turns moving clockwise 
around the table until they win or lose.

On your turn, follow these steps in order:

     1. Draw a food tile for Ziggy

     2. Check if Ziggy scores a set of food tiles

     3. Draw and distribute 3 food tiles 

     4. You may score a set of food tiles

     5. Check if Ziggy has caught you

Here is how each step works in detail.

If the Ziggy pawn moves through a space 
with a lucky dip or lands directly on it, 
Ziggy gets a special bonus. Draw a 
random tile from the bag and place it on 
the Ziggy board. If this new tile means 
Ziggy has completed a new set of food, 
it is not scored until the next turn.

If the Ziggy pawn enters the birthday 
cake space, it stops moving immediately. 
Ziggy’s behaviour is just too much, and 
you must stop the party to clean up after 
him. This means the game is over, and 
you have all lost! 

2. Check if Ziggy scores a set of 
    food tiles 

If there is now a complete set of food tiles on the 
Ziggy board, Ziggy will score it. Follow the rules for 
scoring a set on page 5 and move the Ziggy pawn on 
the score board. On the rare occasion that there is 
more than 1 complete set on Ziggy’s board, you 
choose which 1 to score.

3. Draw and distribute 3 food tiles

Next you must draw 3 random food tiles from the 
bag, one at a time. You will then distribute them, 
giving 1 to the player on your left, 1 to the player on 
your right and keeping 1 for yourself. Figure out 
which players need which food and try and give 
those tiles to them! Here’s how it works in detail.

First, draw a food tile from the bag and place it on 
any of the 3 plate spaces at the top of your player 
board. Next, draw a second food tile from the bag 
and place it on either of your remaining vacant plate 
spaces. Then draw a third food tile from the bag and 
place it on your remaining vacant plate space.

1. Draw a food tile for Ziggy

The �rst thing you do on your turn is see what food 
tile Ziggy has grabbed. Take 1 random food tile from 
the bag and place it on the Ziggy board. 
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5. Check to see if Ziggy has caught you

If Ziggy’s pawn is now on the same space as your 
pawn, or ahead of your pawn, then you have been 
caught! Ziggy’s behaviour is just too much, and you 
must stop the party to clean up after him. This 
means the game is over, and you have all lost! 

Caught! Caught!

Now you must distribute these 3 food tiles. Give the 
food tile on the left plate space to the player sitting 
to your left. They place it on their player board. Give 
the food tile on the right plate space to the player 
sitting to your right. They place it on their player 
board. Place the food tile in the centre plate space 
on your own player board. The order in which you 
distribute the tiles does not matter.  

4. You may score a set of food tiles

If there is now a complete set of food tiles on your 
player board, you may choose to score it. Follow the 
rules for scoring a set on page 5 and move your 
pawn on the score board. 

If you move through a space with a lucky 
dip or you land directly on it, you get a 
special bonus. Draw a tile from the bag 
and place it on your player board. If this 
new tile means you have completed a 
new set of food, you have to wait until 
next turn to score it.

If you move onto the birthday cake 
space and have extra moves left, stop 
moving. You have made it to the end of 
the score board and have brought your 
team closer to winning! For the rest of 
the game you may no longer score a set 
of food tiles, but you do the other steps 
of your turn as usual.

If you are playing with only 2 players, this step of 
your turn works a bit di�erently. The 2 player side of 
the player board has only 2 plate spaces and 1 ‘X’ 
space. When drawing food tiles, you must place 1 of 
them on the ‘X’ space, just as you would on a plate 
space. When you distribute food tiles, you place the 
tile on the ‘X’ space in the discard area. Give the 
food tile on the left plate space to the other player. 
They place it on their player board. Place the food 
tile in the centre plate space on your own board. 
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Using swap and take tokens

At any time on your turn, you may choose to use a 
swap or take token that you have face-up beside 
your player board. Each token gives you a one-use 
special action, as described below. Discuss with the 
other players when is the best time to use them!

After using a swap or take token, turn it face-down. 
It may not be used again. You may use any number 
of face-up tokens on your turn, and you may use 
them at di�erent times on your turn.

Take tokens let you take a food tile from Ziggy’s 
board to slow Ziggy down. When you use a take 
token, take any food tile from the Ziggy board and 
place it on your own player board. 

Swap tokens let you swap a food tile with another 
player so you can complete sets faster. When you 
use a swap token, take any food tile from your 
player board and give it to any other player. They 
place it on their player board. Then that player must 
give you a food tile from their player board. You 
place it on your player board. 

In order to swap with a player, they must have at 
least 1 food tile on their player board. The other 
player must agree to the swap. Only the player 
whose turn it is needs to use a face-up swap token 
to make a swap happen.

Important rules

If at any time the bag is empty, immediately take all 
the food tiles in the discard area and put them in the 
bag. Give it a good shake and continue playing.

You can only score a set of food tiles on your own 
turn, even if you have a full set at another time. 

You may only score 1 set of your food tiles per turn.

You can only get caught by Ziggy at the end of your 
own turn. It does not matter if he is on the same 
space or ahead of you at any other time.

Any number of pawns may occupy the same space 
on the score board.
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Winning the game

If all the player pawns are on the birthday cake 
space of the score board, you all immediately win 
the game together! You all enjoy the party and even 
manage to calm Ziggy down. Congratulations!

Changing the di�culty level

If you would like to change the di�culty level of the 
game, simply change the number of food tiles you 
put on Ziggy’s board during setup. 

For an easy game, start with 0 tiles on Ziggy’s 
board. For a di�cult game, start with 6 tiles. 
Choose any number between 0 and 6 to �nd your 
preferred di�culty. 

Remember, Ziggy may only start with at most 1 
lamington tile on his board, so if you draw a second 
lamington return it to the bag and draw another tile. 

If you choose to start with 4 or more tiles on Ziggy’s 
board, you may �ll a row or column during setup. If 
this happens, do not score the set until step 2 of the 
�rst player’s turn. If you draw a food tile during 
setup for which there is no vacant space on Ziggy’s 
board, return it to the bag and draw another tile.

Remembering the steps of a turn

The diagrams at the top of the Ziggy board illustrate 
the 5 steps you take on your turn. This can help you 
remember what they are. You can also refer to these 
diagrams when teaching the game to new players.

The �rst diagram represents steps 1 and 2. The 
second diagram represents steps 3 and 4, and the 
third diagram represents step 5. The take and swap 
tokens are a reminder that they can be used at any 
time on a player’s turn.
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Green Snakes

Sweet and chewy jelly snakes are a popular sweet in 
Australia. They come in many colours.

Hundreds and thousands biscuits 

A vanilla biscuit topped with pink icing and coated 
with tiny round multicoloured sprinkles called 
‘hundreds and thousands.’

There’s a tradition of serving all sorts of fun party 
food at kids birthday parties in Australia. Here’s a 
little bit about the food we included in the game.

Fairy Bread 

Fairy Bread is white bread cut into triangles, spread 
with butter or margarine and topped with rainbow 
sprinkles. The name likely comes from Robert Louis 
Stevenson’s 1885 poem titled ‘Fairy Bread.’

Pikelets

Pikelets are like very small pancakes with a heavier 
texture. They are made with eggs, self-raising �our 
and milk and are served topped with jam and cream. 
The pikelet is believed to originate from Wales, 
where it was known as ‘bara pyglyd,’ which was later 
anglicised as ‘pikelet.’

Lamingtons

Lamingtons are squares of butter cake or sponge 
cake coated in chocolate sauce and covered in 
desiccated coconut. Sometimes a lamington is split 
in two and sandwiched together with jam and cream.

This popular treat is thought to be named after Lord 
Lamington, the Governor of Queensland from 1896 
to 1901, or his wife Lady Lamington.



1111About Joey Games

At Joey Games, we want to share our love for 
people and the planet through playing games.

We believe play is an essential part of living a 
healthy, balanced and restful life. Our games are 
designed to create meaningful connections between 
kids and adults as they play together.

We design our games to celebrate the peoples, 
plants and animals of Australia and foster an 
understanding and care for them.

Joey Games was founded by Meredith and Phil 
Walker-Harding. 

Find out more about us or get in touch at
www.joeygames.com.au

Also available

Change the Record

Did you know that across Australia, children as 
young as 10 can be arrested by police, charged with 
an o�ence, hauled before a court and locked in 
prison? Aboriginal and Torres Strait Islander children 
are disproportionately impacted by these laws, 
accounting for 65% of younger children in prisons.

1% of the pro�ts from Pass the Party Food will be 
given to Change the Record, Australia’s only 
national First Nations led justice coalition of legal, 
health and family violence prevention experts. They 
are calling for politicians to raise the age of criminal 
responsibility to at least 14 years old and invest in 
community-led solutions that work. 

Children belong at parties not in prison.

www.changetherecord.org.au

1% for the Planet

Joey Games is a member of 1% for the Planet, 
a global network of businesses giving back to 
environmental non-pro�ts to create a healthier 
planet. This means we give 1% of our pro�ts to 
approved environmental non-pro�t partners.

www.onepercentfortheplanet.org

Pay the Rent

Joey Games operates on the lands of the Gadigal 
People of the Eora Nation. We acknowledge 
Aboriginal and Torres Strait Islander peoples as the 
�rst sovereign Nations of the Australian continent 
and islands. This sovereignty has never been ceded 
or extinguished. We work on stolen land so we pay 
the rent, sharing 1% of our pro�ts with a local 
Indigenous-led organisation.

Our giving

Busy Beaks
A card game about 
Australia’s birdlife.
2-4 players
Ages 8+  
30 minutes

Scribbly Gum
A drawing game about 
Australia’s scribbly gum trees.
1+ players  
Ages 6+  
20 minutes
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