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True Blue Kipper

Red Herrings

Dispenser

|5 and 10
point tokens

Play

The Guesser takes out a Question
Card, holds it up so that the other
players can see the answer on the
back, then reads the question aloud.

Make sure all the other players can
clearly see the answer (but not the
Guesser).

Guesser Player
view view

In South Dakota,
where is it illegal
to fall asleep?

In South Dakota, where is
it illegal to fall asleep?

A cheese factory

Once the Guesser has read the
question, the Red Herrings have
15 seconds to invent a fake answer.

The True Blue Kipper pretends to
invent an answer even though it's
the real one.

Going around the table, each player
now gives their answer:

On a horse

In a coffin

A cheese factory

Under a tree

AIM

To win the most points by choosing the

fake answers and avoiding the real one.

OVERVIEW

In the game there are three different
types of player:

The Guesser: you will be reading
out a strange question and trying
to eliminate the fake answers that
the Red Herrings give you, before
you find the real one.

Red Herrings: you will be making up
a fake answer to the strange question
and trying to convince the Guesser
it's the right one.

True Blue Kipper: you will be saying
the right answer to the strange
question, but trying to make it
sound made-up, so that the
Guesser picks yours.

SETUP

1. Take plenty of Question Cards
and put them in the card dispenser.
Make sure they're all facing the right
way so that the Guesser won't see
the answer when they draw a card.
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Cards go in Question-side-up

2. Take out the correct number of Red
Herrings, plus the True Blue Kipper.
You need enough fish so that every
player, other than the Guesser, can
be dealt a fish.

3. Choose someone to start as the
Guesser.

4. Shuffle the fish face-down and
deal one to each player, except the
Guesser.

S. Players secretly look to see if
they are a Red Herring or the
True Blue Kipper.




Guessing

The Guesser now tries to eliminate
each of the fake answers, one by one.
They choose an answer they think is
fake, and flip over that player’s fish.

If the fish is a Red Herring, then they
have caught a fake answer and get

1 point. The Guesser can stop at any
time and bank their points — but if
they flip over the True Blue Kipper,
before all the Red Herrings have been
eliminated, then they lose the points
they won in that round and their turn
is over.

Remember, if you are a Red Herring it's

important to come up with fake answers that
are just weird enough to be true. For the True
Blue Kipper, it's best to deliver the real answer
in a less than convincing manner.

Points

Each turn, points are awarded like this:

The Guesser

* For each Red Herring you flip:
1 point

¢ If you flip the True Blue Kipper last:
Extra 1 point

¢ |f you flip the True Blue Kipper too
early: O points for that turn

Red Herrings
e |f you get flipped: O points

¢ |f you remain unflipped:
1 point for every flipped fish on the
table (including the True Blue Kipper)

True Blue Kipper

e If you get flipped: 1 point for every
unflipped fish on the table

e |f you remain unflipped: O point

Examples

(From a 5 player game)

Example One:
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Here, the Guesser won four points, for
exposing all the fish correctly.

Example Two:
B
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* The Guesser gets O points because
they flipped the Blue Fish.

* The flipped Red Herrings get O points
because they were caught.

* The True Blue Kipper gets 1 point,
because they were flipped and there's
one unflipped Red Herring.

* The unflipped Red Herring gets 3
points, because three other fish
were flipped.

Example Three:
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* The Guesser gets 2 points because
they flipped the two Red Herrings
and banked their points.

* The unflipped Red Herring gets
2 points, because two other fish
were flipped.

* The True Blue Kipper gets O points,
because they were unable to trip up
the Guesser.

Keep on fishing!

Once the Guesser has eliminated

all of the fakes, chooses to end their
turn, or stumbles upon the True Blue
Kipper by accident, it's the turn of the
next player to be the Guesser, read

a question and try to catch the fakes.

(3 ®
Winning
The winner is the person who has the
most points at the end of one or two
rounds (or you can play as many as

you like — there's plenty more fish in
the sea!)

4-5 Player game 2 rounds

6-10 Player game 1 round




For every game we sell, we'll plant a mangrove tree in
Madagascar. Well, we won't be doing the planting, the
nice people at ecologi.com will. Check out the amazing
work they do and how planting mangroves is the
perfect way to help people and planet alike.
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