Keep a running score for each player using the score

sheets and pencil supplied. ’ : o ¥ e T
The Bluffer scores 1 point for each Bluff Detector they i ~ Theﬂame ﬂf 1 ]
managed to fool. However, if the Bluffer deployed the i ‘ Bluﬁ lies B .
‘Double Bluff strategy successfully, they double the points e e L\ i
for their turn. Each Bluff Detector who guessed correctly o a“d sm‘pﬂsm | B B 4

wins 2 points, whichever option was selected.
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NOTE: If, on reviewing the card, it is discovered that the
Bluffer broke the rules on wording, as outlined above, then the
whole turn will be void. The Bluffer will lose a point while the
Bluff Detectors will each receive a bonus point as
compensation.
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The used card is returned to the back of the box and the
round continues with the player to the left of the
previous Bluffer becoming the next Bluffer.

Once all players have taken their turn as Bluffer, starta
new round of play by each taking a card from the box and
studying the options. The first player who calls Ready!
takes their turn as first Bluffer for this new round and
turns continue clockwise as before. Rounds continue like
this until the target score is reached.

Winning the game

The winner of the game will be the first to reach or pass

25 points. If at the end of a turn, more than one player

has reached or passed 25 points, the winner will be the

player with most points above 25. If there is a tie the

players involved may resolve it with an extra round of

play. If you wish to play a shorter game simply reduce the | e .
target score to win. : Sl e or

Before you start
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To start the first round each
player takes a card from the
front of the box, keeping one
side hidden from all the other
players. Players need to read out
one of the options written on the

card, or make up an example themselves, so take a few
minutes to silently study the examples on your No Way
card. Work eut which one of the following possible options
to go for:

A (ACCURATE): This is the factual statement. If you
choose this option, read out the statement exactly as it is.

B (BLUFF): This is your opportunity to make up a lie of
your own about the topic; however, if you choose this
option you must startyour lie with the opening words on
the card, then finish the statement with something of your
own invention. Make your bluff as believable as possible
and, please note, the more surprising, strange or
entertaining you can make it (preferably all three), the
more likely you are to be believed.

C (CODSWALLOP): This is an ‘alternative fact'i.e. a fake
statement that masquerades as the truth even though itis
total fiction. Ifyou choose this option, read out the
statement exactly as it is.

D (DOUBLE BLUFF): If you choose this option, you must
invent an untrue statement entirely of your own making.

- The subject matter is summarised in the words following
THEME. Your statement should be on the theme
suggested by these words, but you must not use any of the

ideas from the other options - your Double Bluff
should be genuinely ariginal.

Players take it in turn to be the Bluffer with the
others acting as the Bluff Detectors. Aftera
moment’s thought, the first player to say
“Ready!” takes first turn as Bluffer and
play begins.

As Bluffer it is important thatyou do not
reveal which option you have gone for. You

might try to add to any deception by pretending to
stumble over your words, as if making things up, when in
fact you are reading it out; however, you may only
improvise if you are Bluffing or Double Bluffing, and then
only in accordance to the rules above.

After the Bluffer reads out the statement (no repeats can
be requested, nor questions asked) the Bluff Detectors
must make their guess, by choosing then simultaneously
revealing one face of one Bluffing Token. The Bluff
Detectors should vote as follows:

A - The Bluff Detector believes that the statement is
Accurate.

B - The Bluff Detector believes that the statementis a
Bluff, having been completed by the Bluffer after reading
out the opening words of example B.

€ The Bluff Detector believes that the statementis the
Codswallop choice printed on the card.

D - The Bluff Detector believes that the whole statement
on this theme has been invented by the Bluffer,
representing a Double Bluff.

Once all the guesses have been revealed, the Bluffer
reveals which option they opted for by displaying the
appropriate face of their Bluffing Token. For example, if
they read out the Codswallop statement, then they should
reveal C on their token, after all the voting has taken place.




