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Contents:

« 100 Yes or No Cards
. Bell

Object of the Game:

Be the first player to collect 10 Yes or No Cards by
either getting other players to say “Yes” or “No” or by
avoiding saying “Yes” or “No” on their turn.

Set-Up:

1. Place the Bell so that it is in the middle of all of
the players.

2. Shuffle the Yes or No Cards and place them face
down next to the Bell.

How to Play:

1.The last player to have said “Yes” or “No”in
conversation goes first by turning over the top
Card in the deck. This player is the Reader.

2. After reading the instructions on the top of the
Card, the Reader turns to the player indicated on
the Card and begins to read the questions aloud,
one at a time.

Note: The real skill in playing this game successfully
is interpreting the questions in the manner most
likely to catch an opponent off guard. Players must
not add or omit anything from the Card, but the use
of pace and intonation can be a good strategy.

3. If the Reader hears that player say “Yes” or “No”
during any part of the questioning, the Reader
rings the Bell immediately. The Reader keeps that
Card and adds it to his/her pile. Play continues
clockwise with the next player becoming
the Reader.

4.If the Reader does not hear that player say “Yes”
or“No” by the end of the questioning, that Card is
discarded and play continues clockwise with the
next player becoming the Reader.

5. Play continues in this fashion with one player
acting as the Reader and another player
answering questions from a Card.

Winning the Game:

The game ends when one player successfully
collects 10 Yes or No Cards. That player is the
winner!

Remewber:

The Reader must ring the bell when an opponent
says “Yes” or “No” in order to collect that Card.
Readers may also ring the Bell if their opponent
hesitates for too long, nods or shakes his/her head
in a“Yes” or“No” fashion, s/he refuses or cannot
answer a question or if s/he repeats an answer more
than twice per Card (Example: saying “I don’t know”
three times for one Card).



