How to Play 20 Questions

One person privately chooses or draws a target; everyone else narrows it down with up to twenty yes-or-no
questions.

Host guide / A4 / 2—8 adults / 5-15 minutes

Read the guide privately first if this activity has hidden answers. Print single-sided at Actual size / 100%. Cut only sheets marked CARDS.
Keep answer keys with the host.

What you need
- The host-only secret target cards below, or a target selected privately by the chooser
- Paper and pen for tracking questions, optional

- A timer is optional; no app or special equipment is needed

How to run it

1. Choose a clue holder (the chooser) and agree on target categories: object, place, animal, or familiar concept.
The chooser may select a target privately or take one host-only card; keep the card and its answer away from
guessers and out of their screen view.

2. The group asks one yes-or-no question at a time. The clue holder answers consistently; a host or another
player marks each question so the limit is visible.

3. Players may make a guess between questions. Set in advance whether a wrong guess uses one of the twenty
questions; this page uses a separate guess and does not consume a question.

4. The round ends when the group guesses correctly or uses all twenty questions. Reveal the target, then rotate
the clue holder.
Keep the question count clear

The classic structure has a strict cap of twenty questions. A host can keep count on paper, use fingers, or ask a
different person to track each turn. The group should agree whether compound questions count as one; the
cleanest rule is to ask one fact at a time.

A guess is an attempt to name the target, not a yes-or-no question. In this version, a wrong guess does not
consume a numbered question, but the host may allow only one guess per player to keep the round moving.
Choose the house rule before the first target.

- Good: “Is it usually found indoors?”
- Too broad: “Is it inside, expensive, old, and used every day?”

- Ask questions that divide the remaining possibilities.

Choose a target everyone can reasonably guess

For adult friends, use familiar objects, public places, common animals, or neutral concepts. Avoid a private
person, a personal memory, or a topic that only one participant knows. A target should have enough shared traits
for deduction, but not be so broad that every answer could fit.

The target cards below are for the chooser or host, not for guessers. Choose one privately and keep its screen or
printout away from the group until the round ends. If everyone is sharing a screen, have the host select and hold a
printed card privately, or let the chooser select a familiar target without opening the cards. Never paste a target
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into a shared chat before the reveal.
- Agree on the category before questions begin.
- Do not use a guest’s private item or history as the target.

- If a target depends on specialist knowledge, choose another one.

Make every answer consistent

The clue holder should answer based on the target, not on whether a question makes the game easier. If the
group asks a question that does not apply, agree to answer “not applicable” and do not count it, or decide that
every question counts. The first rule is easier for newcomers; the second creates a tighter challenge.

For a remote group, the chooser keeps the target in private notes and asks questions aloud. Do not show the
target card on a shared screen or reveal it in a group chat until the round ends. A short summary after the reveal
can explain the decisive clue without turning the game into a lecture.

” oW«

- Answer “yes,” “no,” or the agreed neutral clarification.
- Do not change the target mid-round.

- Rotate roles so the same person is not always the clue holder.

Use a short debrief, not a score pressure

A round can finish as soon as the target is guessed. If the group wants another, rotate the clue holder and choose
a fresh category. There is no need to keep a running match score; the satisfying part is noticing which clue split
the possibilities.

If the group reaches question twenty without a correct guess, the clue holder wins that round. Reveal the answer
and name one question that would have narrowed the search sooner. Keep the debrief friendly: the objective is
shared deduction, not to point out who asked a poor question.

- End after one round if the group has had enough.
- For a harder game, use less familiar targets, not personal secrets.

- For an easier game, announce the category and one broad clue.
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HOST-ONLY CARDS / How to Play 20 Questions

NC_20Q-001 / Everyday objects

Secret target: a compass. Category:
everyday object. Keep the answer hidden
while players ask up to twenty yes-or-no
questions.

NC_20Q-003 / Public places

Secret target: a public library. Category:
public place. Keep the answer hidden.

NC_20Q-005 / Everyday objects

Secret target: a bicycle bell. Category:

everyday object. Keep the answer hidden.
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NC_20Q-002 / Everyday objects

Secret target: a reusable water bottle.
Category: everyday object. Keep the
answer hidden.

NC_20Q-004 / Places

Secret target: a lighthouse. Category: public
structure. Keep the answer hidden.

NC_20Q-006 / Plants

Secret target: a sunflower. Category: plant.
Keep the answer hidden.
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NC_20Q-007 / Public places

Secret target: a farmers market. Category:

public place. Keep the answer hidden.

NC_20Q-009 / Transportation

Secret target: a ferry. Category:
transportation. Keep the answer hidden.

NC_20Q-011 / Everyday objects

Secret target: a bookmark. Category:

everyday object. Keep the answer hidden.
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NC_20Q-008 / Kitchen objects

Secret target: a measuring cup. Category:
kitchen object. Keep the answer hidden.

NC_20Q-010 / Useful tools

Secret target: a rain gauge. Category:
weather tool. Keep the answer hidden.

NC_20Q-012 / Public places

Secret target: a botanical garden. Category:
public place. Keep the answer hidden.
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NC_20Q-013 / Kitchen objects

Secret target: a kettle. Category: kitchen
object. Keep the answer hidden.

NC_20Q-015 / Navigation

Secret target: a paper map. Category:
navigation tool. Keep the answer hidden.

NC_20Q-017 / Kitchen objects

Secret target: a rolling pin. Category:
kitchen object. Keep the answer hidden.
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NC_20Q-014 / Public places

Secret target: a city park. Category: public
place. Keep the answer hidden.

NC_20Q-016 / Animals

Secret target: a tortoise. Category: animal.
Keep the answer hidden.

NC_20Q-018 / Public places

Secret target: a train station. Category:
public place. Keep the answer hidden.
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NC_20Q-019 / Everyday objects

Secret target: a pocket notebook. Category:

everyday object. Keep the answer hidden.

NC_20Q-021 / Places

Secret target: a greenhouse. Category:
public structure. Keep the answer hidden.

NC_20Q-023 / Places

Secret target: a bridge. Category: public
structure. Keep the answer hidden.
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NC_20Q-020 / Household objects

Secret target: a clothesline. Category:
household object. Keep the answer hidden.

NC_20Q-022 / Game objects

Secret target: a deck of playing cards.
Category: game object. Keep the answer
hidden.

NC_20Q-024 / Kitchen objects

Secret target: a can opener. Category:
kitchen object. Keep the answer hidden.



Host answer key

Keep this section separate from player cards. Accept equivalent wording where the meaning matches.

01. a compass

02. a reusable water bottle
03. a public library
04. a lighthouse

05. a bicycle bell

06. a sunflower

07. a farmers market
08. a measuring cup
09. a ferry

10. a rain gauge

11. a bookmark

12. a botanical garden
13. a kettle

14. a city park

15. a paper map

16. a tortoise

17. a rolling pin

18. a train station
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19. a pocket notebook

20. a clothesline

21. a greenhouse

22. a deck of playing cards
23. a bridge

24. a can opener

Hosting questions

Are these the same as 21 Questions?

No. Twenty Questions is a deduction game: players identify a hidden target with yes-or-no questions. 21
Questions usually means people ask one another open-ended get-to-know-you questions.

Does a wrong guess count as a question?

This version treats guesses separately. Agree on the rule before starting; counting guesses against the total is a
possible house rule.

What if the clue holder is unsure how to answer?

Use the agreed “not applicable” rule or replace the target before the next numbered question. Do not change the
answer to mislead the group.

Can the game be played with two people?

Yes. One person chooses the target and the other asks questions, then switch roles for another round.

References

Reviewed the public deduction-game definition and twenty-question cap. Target cards, adult group instructions, and all target wording here are
original.

https://teambuilding.com/blog/20-questions
Used as a secondary rule cross-check for the classic yes-or-no guessing mechanic; no text copied.
https://en.wikipedia.org/wiki/Twenty_questions

Original Al-assisted resource with Al editorial review. Independent human playtesting and physical printing have not been completed. Answer,
listen, or pass.
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