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OPTIONAL RULE
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On their turn to bid, younger plave
choose any tapic on the card ()

blind spot topic) instead of rolling t]'.uu die.

©David Williams, Creating Games
2018/ Cheatwell Games.

Ages 12+
2+ Players

The player rall
that is marke
UNLESS it h
The Blind Spot 5



Having read the topie out loud, the playver
immediately turns over the timer and predicts
how many correct answers they will give, from 1
to &, Bidding zero is not an aption. If a player poes
for the Big & (that is, poss for six correct answers
to the topic) then no other bids can be made.

If the first bid is less than a Big 6 the other
players have the opportunity to make higher
counter-bids. All bids and counter-bids rmust be
made before the tirer runs out and no player
can change their bid cnce it is made.

If any player calls a Big & bid then bidding
immediately stops. The highest bidder takes the
card and tackles the topic.

MOTE: A bidder on turn who fails to make a bid
before the timer runs out loses all cards they
hawve to the bank, The topic passes to the next

bidder on turn and the penalised player may
not maks a counter-bid on that toplc.

THE BLIND SPOT

One of the topics on each card has a black spot

- this is the blind spot. If the number thrown on
the die corresponds to a blind spot topic, the
question should not be read out to the other
players before the bidding takes place.

Whilst the plaver whose turn it is will know the
difficulty of the topic they will face, the other
players will only know the theme and will have
to gamble if they wish to make a counter-bid
The blind spot topic is announced to all after the
bidding has finished and before it is tackled.

TACKLING tHE TOPIC

The highest bidder re-starts the timer and calls

il out correct answers to the topic until either:

i 2l The predicted numbser of correct answers
| isgivenor...

b) The timer runs out.
Disputed answers must be challenged by other

il plavers during the turn to give the topic-tackling
l plaver an opportunity to try albernatives.

Challenges made must be resalved by all players
after the turn has ended and before scoring.

SCORING

il If the turn was taken by the original bidder,

| this rule applies:

il a)If the player's target is met after discounting

; agreed wrong answers, the player keeps the card.

# bl If the target is not met the card is banked

in the centre of the table, along with an

extra card that rmust be given up by the bidder,
if they hawve any.

1f the turn was taken by a counter-bidder,
this rule applies:

a) If the target is met after discounting agreed
wrong answers, the counter-bidder keeps the
card AND steals a eard of thelr choice fram the
original bidder, if they have any.

b} If the target is not met, the original bidder
keeps the card AND steals a card of thelr choles
from the counter-bidder, if they have any.
MNOTE: At any time in the game, whoever wins the
turn alsa wins any banked cards on the table.




