
Note: Losing players cannot immediately be asked another Life Hack question by the 
reader.

The Challenge Cards
When a player picks up a GREEN Challenge Card they must read out loud the Life 
Hack Challenge printed on the card before attempting to prove it is real to the other 
players by actually doing the hack!
If the reader can prove the hack is real (to the satisfaction of the majority of the 
other players) they may keep the card and remain as the reader.
If they fail to prove the hack is real the card is returned to the bottom of the deck 
and the role of the reader passes to the player on their left.
If they REFUSE to attempt the hack, they must return the Challenge Card PLUS ONE of 
their collected cards to the bottom of the card deck. They also lose the role of the 
reader which is passed to the player on their left.

The Steal Cards
When a reader picks up a red Question Card with STEAL printed on it then they must 
first announce to all players that this card is a Steal Card!  They then select another 
player to answer a single Life Hack question on the card (usually the player with the 
most cards) before reading the question out loud.
If the player picks the CORRECT answer they become the READER for the next round 
and the Steal Card is returned to the bottom of the deck. But if the player answers 
INCORRECTLY the reader may steal ONE of their cards! The reader remains as the 
reader and the Steal Card is returned to the bottom of the deck.

Winning the game
As soon as any player has collected enough Life Hack Cards to the total value of 9 
points, they must shout it out. The cards are checked and if they do have 9 points (or 
more) they have won the game!

Game Tips & Variations
For a longer game raise the points needed to win from 9 points to 15 points.
For a quick game, lower the points needed to win from 9 points to 5 points.
In a two-player game you are allowed to ask the losing player the second question on 
the card.
For a harder version of the game a winning player must have at least one GREEN 
Challenge Card in their winning hand.
If a player refuses to do a Life Hack Challenge you may add the rule that they must 
pay a forfeit of one of their cards before handing the challenge to the player on their 
left… who now faces the same choices.

Life Hack Challenge Advice
PLEASE READ BEFORE PLAYING
Players are urged to take all appropriate precautions before undertaking any Life 
Hacks or Life Hack Challenges. Although every effort has been made to provide 
the best possible information in this game, neither the publisher nor the creators 
are responsible for accidents, injuries or damage incurred as a result of the tasks 
undertaken by players. This game is not a substitute for professional services.

Content • 75 x Question Cards • 10 Steal Cards 
• 15 x Challenge Cards • 1 x Rules
© Copyright the Fantastic Factory Limited 2019. Manufactured by University Games 
UK Ltd. under licence from the Fantastic Factory Limited. Actual contents may vary 
from those illustrated. Made in China. Distributed in the UK and Ireland by Uiversity 
Games UK Ltd,  31 Newington Green, London N16 9PU UK.   
Please retain for future reference.  00124.
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Setting up the game
Shuffle all the cards into one card deck and place them face down in the middle of 
the table making sure a RED card is on top.

Object of the game
To be the first player to reach 9 points by collecting the Life Hack Cards.

Card Values
RED Question Cards = 1 point each – GREEN Challenge Cards = 2 points each 

Playing the game 
The player that can wiggle the tops of their ears (unaided) goes first. If no one can 
wiggle their ears, then the player who owns the game goes first.
The player starts the round by picking up a Life Hack Card before selecting another 
player in the group (any player) to challenge.
If the card is a RED Life Hack Question Card the reader first selects one of the two 
questions printed on the card before reading it out loud along with the three answers 
(A, B and C) to the other player.
If the player picks the CORRECT answer (in bold on the card) they may keep the card 
and they become the reader for the next round.
If the player answers INCORRECTLY nothing happens, and the reader may continue. 
The reader can now select another player to attempt to answer the second question 
on the card. If the second player answers CORRECTLY they get to keep the card and 
become the reader BUT, if they answer INCORRECTLY it is the reader that gets to keep 
the card as both questions have now been answered incorrectly. The player remains 
as the reader and starts a new round by picking up a new card from the top of the 
card deck. 
Players keep taking turns asking and answering questions, being the reader and 
collecting cards until a Challenge or Steal Card is picked up.
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