
Ending your turn
After the Sussers’ guess, the reader
reveals who they were! The next player
now becomes the reader. The game ends
when everyone has been the reader.

3. Guess who they are
Sussers: discuss who you think the reader
is trying to be. As a team, you can guess
at any time, but you only get one attempt.
If you don’t want to guess just yet, ask to
see the answer to another question.

Reader: your turn ends after 6 questions!

2. Show an answer
Reader: read aloud your �rst question
and its 3 answers. Then, show everyone
which answer you’ve chosen - A, B or C.  

1. Choose a Susser
Reader: secretly choose one of the Sussers.  
When answering your questions, put 
down the ABC card you think this person 
would choose.

PLAY

Scoring is optional: The reader & Sussers
score as one. Start with 6 points, and lose
a point each time the Sussers ask to see
an answer. Be careful - if the Sussers
guess wrong... everyone loses!

What’s this game about? The reader 
answers their questions as if they were 
one of the other players! Can the Sussers 
guess which player this is?
Each player needs:
•  a Sussed card •  a set of ABC cards
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3+ players who know each other well

TRY
ME!

GUESS 
WHO I AM


