
PUNDIT
[football’s original trivia game]

GAME RULES
THE COMPLETE REFEREE COURSE



starting the game

Divide into two teams – and toss a coin!
That determines who starts with the Football at the Captain’s 

feet, and also who is first to pick a question category.  

Question categories
Taking turns, the two teams choose which question categories 
to compete in until you have filled the Stand with five categories. 
The winner of the coin toss has first pick, and thereby will end up 
choosing three question categories, while the losing team only 
chooses two. 

Difficulty levels
When a team chooses a category, they decide which difficulty 
level of questions (i.e., Easy or Hard) that category will be 
competed at throughout the game. For example, if Easy is cho-
sen for ‘Spain’ – anyone getting a ‘Spain’ question will need to 
answer the Easy side of the card until the end of the game.

Kick-off
The team that won the coin toss starts with the Football at their 
Captain’s feet.



Game play

Taking turns, the attacking teams are asked questions from one 
of the chosen question categories. For each correct answer, the 

ball is passed up the field from one player to the next – 
whilst the attacking team keeps possession and therefore 

continues to draw new question cards. 

 
The Question die
At the start of the turn the attacking team rolls the Question die 
to determine what question category the team must draw from. 
Each face of the die represents one of the five-question catego-
ries chosen at the onset of the game.

A Pundit-ball on the sixth face represents the joker – if this side 
is rolled, the attacking team can freely choose which of the 
five-question categories to draw from. The attacking team reads 
their own questions out loud.

The Football
The attacking team keeps possession of the Football. If the at-
tacking team answers correctly, they keep the Football and can 
move forward towards the goal - but if they answer incorrectly, 
they lose possession to the opposing team and now need to 
defend. Just like on the pitch!

When the attacking team answers a question correctly, they can 
choose either to move the Football one position up the field (for 
instance from the Winger to the Playmaker) or they can draw a 
Tactic card. 

When a defending team takes possession of the Football, they 
generally start with the ball at the feet of their Captain and be-
come the attacking team. Tactic cards can play a role here – so 
familiarize yourself with those.   



Goal scoring
Strikers score goals in football, not wingbacks(!) – at least in 
Pundit. Any time that the Striker has the Football the attacking 
team can score a goal by answering a question correctly. But 
watch out for Tactic cards, as they can be played in favour of 
both the attacking team or the defending team. 

The end of the game

A game of Pundit lasts 45 minutes. The team with the most 
goals scored when the 45 minutes run out, wins! Naturally, the 

game can end in a tie - but honestly, we have never ended a 
night without crowning the true Pundits! We just play again. 

Stoppage time 
If a team is in possession of the Football when time runs out, 
they can finish their attack and try to score the last goal of the 
game. In this final attack, the attacking team can only choose to 
move the ball up the field and are not allowed to draw a Tactic 
card. 

However, the defending team is obviously in their full right to 
obstruct play by throwing in defensive Tactic cards if they have 
any left. Should they successfully end the opposition’s attack, 
the game ends and they don’t regain possession of the Football.



 Tactic cards

Game tactics are critical in any football game - and the same 
goes for Pundit. Teams can use Attacking or Defensive Tactic 

cards to influence the match.

You can only acquire Tactic cards when being the attacking 
team and answering a question correctly. You are then faced 
with the choice of either advancing the Football up the field to 
your next player or picking up a Tactic card. Regardless of what 
you choose you keep possession and roll the die once more. 

Attacking Tactic cards can only be used by the attacking team, 
while defensive Tactic cards can be used only by the defend-
ing team. Remember that teams take turns being in attack or 
defence. 

Tactic cards are held in your hand, hidden to the opposition until 
they are played. Each team may hold up to two Tactic cards at 
any time. Therefore, you would have to discard one of your two 
existing cards if you chose to pick up a third one. You choose 
which one to discard yourself - although you are not allowed to 
discard the new card just drawn from the deck.

FOOTBALL’S 

COMING HOME



attacking TEAM
 
High Pressure 
“And they’ve won the ball back!” The attacking 
team remains in possession of the Football due 
to a successfully executed high pressure tactic.

High Pressure may be played by the attacking team after either 
scoring a goal, the Football starts at the Captain’s feet – or after 
any kind of loss of possession, the Football is then returned to 
the player who lost it.

Penalty Kick 
“The ref points to the spot!” The attacking 
team places the Football on the Penalty Spot 
and can now score a goal by giving a correct 
answer. If the answer is wrong, the defending 
team takes possession of the Football with their 
Goalkeeper.

 
Penalty Kick must be played by the attacking team prior to 
rolling the Question die.

Red Card 
“Reckless challenge!” The attacking team 
immediately loses the Football to the defending 
team because of foul play. Possession switches 
over and the new attacking team starts with the 
Football at the Captain’s feet.

Red Card is automatically played in the instant it is drawn from 
the deck.



defending TEAM

Offside Trap 
“The linesman raises his flag!” The defending 
team successfully sets up an offside trap and 
takes possession of the Football at the feet of 
their Central Defender. 

The Offside Trap may be played by the defending team as soon 
as the attacking team has given a correct answer. It must be 
played before the attacking team makes its next move. Note, 
this card cannot be used in case of a Penalty Kick!

Tackle 
”He is brought down!” The defending team 
performs a sliding tackle and wins the right 
to answer the question just presented to the 
attacking team.

If the defending team answers correctly, their Striker takes pos-
session of the Football. If the answer is wrong, it counts as if the 
attacking team had answered correctly. 

Tackle may be played by the defending team after the attacking 
team has read their question, but before an answer is given. It 
cannot be used in case of a Penalty kick.

World Class Save 
“What a save!” The defending Goalkeeper per-
forms a world class save. The defending team 
draws a new question from the same category 
the attacking team just answered from. A cor-
rect answer completes the save and prevents 
the goal. 

 
World Class Save may be played by the defending team after a 
goal is scored in either open play or from a Penalty Kick. In case 
of a successful save, the defending team takes possession at 
their Goalkeeper.



Dear Pundits,

Our game is all about scoring loads of goals by digging up cor-
rect answers from your back catalogue of obscure yet precious 
football knowledge. 

Just like on the pitch, you Pundit players are allowed to tackle, 
set offside traps, get carded, or exert high pressure. All of this to 
score as many goals as possible, while putting up a rock-solid 
defence.

Pundit was born in Denmark during our lifelong weekend ritual 
of closely following English football. We would begin quiz-
zing each other on football nostalgia – and quickly the idea of 
creating an original football trivia game for all of us anoraks were 
inevitable. 

Now we are ready to unleash the madness – hope you enjoy!

All the best,
Jonas & Sajeev 
September 2021


