


Place the question cards into four piles based on their category with the question side facing downwards.
Provide all players with a notepad and a pencil. 
Set the hourglass and the Psychiatric Hospital card next to the game board.
Each player selects a pawn and places it at the starting point of the board. 
The youngest player will start the game and thereafter the game will continue in a clockwise direction.

The active player rolls the die and proceeds accordingly. 
The player picks the top card from the designated category they land on and follows the instructions given on the card. 
In the                      square the player can select the category freely. 
After the card has been used, it’s placed at the bottom of the deck.

GAME CONTENTS
Gameboard, 6 pawns, a die, hourglass, Psychiatric Hospital card, 6 notepads and pencils, 200 cards: (50  Self-knowledge cards,
Creativity cards, Mental Health cards & Task cards) and instructions

NUMBER OF PLAYERS
Impro works best when played with 3 - 6 players or in teams. If there are more than six players, we recommend playing in teams. 

TEAM PLAY
If playing in teams, the team must choose one player to represent the team for that round. Only that player can answer officially
on behalf of the team. Other players on the team can still provide advice, but cannot answer for the team.

GAME SETUP
1.
2.
3.
4.
5.

The sense of humor is to be switched on at this point.

GAME PLAY 
The game is played over a series of rounds. In each round the active player starts by rolling the die until the gilded homestretch is
reached. In each round the following happens in order:

1.
2.
3.
4.

Note! If the player feels that they picked a card that is too challenging, they may pick another card
once at their turn. As a penalty, the player takes one step backward at the end of their turn.

THE GILDED HOMESTRETCH
When the game proceeds to the gilded homestretch, the player proceeds forward as instructed by
the cards (by completing the categories or guessing right). At this point, use of the die is no
longer allowed; this is marked on the game board.

OBJECTIVE
The winner of the game is the player that gets to the finish square first. If two or more players get to the finish square in the same
round, the game ends in a tie.

CARDS

SELF-KNOWLEDGE
When a player draws a Self-knowledge card, they read out loud the situation and the answer 
choices presented on the card. Other players/teams will guess what course of action 
the active player will choose and write down their guess in their notepad. The active player will 
write down their answer to their notepad. Once all the other players have written down their guess, 
they will display their answer simultaneously. 

The active player reveals the answer, and for every correct answer the active player receives, they move 
one step forward. The other players that guess right, move one step forward.
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CREATIVITY
When a player draws a Creativity card, they read out loud only the text in the beginning
(DO NOT READ the numbered options out loud!). Then the active player rolls the die and turns the
hourglass to begin the countdown. The number of the rolled die depicts which option of the specific 
game card the player starts to act or draw. The player has as much time to accomplish the card as 
there is sand left in the hourglass. Other players/teams will guess what the player is acting or drawing 
and write down their guess in their notepad. Once all the other players have written down their guess, 
they will display their answer simultaneously.

The active player reveals the Creativity card, and for every correct answer the active player receives, 
they move one step forward. The other players that guess right, move one step forward.

MENTAL HEALTH
When a player draws a Mental Health card, they read it out loud. Then they turn the hourglass
and start to explain to the other players why the situation depicted in the card makes total sense. 
After the time has run out, the other players have one question each to ask from the active player.
Based on the explanation and answers of the active player, the other players decide the faith of the
 active player and write their answers on their notepads. If they consider the player sane, they write
 discharge and if they were not convinced, they write down Psychiatric Hospital.

When everyone has written their answer, all the answers are revealed simultaneously.
The fate of the player is decided by the majority of the answers. If the answers are a tie, 
the player’s fate is resolved by rolling the die. The player sitting to the left of the active player, rolls the die. 
The result is determined as follows:
1-3 = Psychiatric Hospital
4-6 = Discharge

Psychiatric Hospital
The player receives the Psychiatric Hospital card. If the card is still in the player’s possession 
on the next round, they are forced to skip the round. After this, the card is returned next to the hourglass. 
The Psychiatric Hospital card can only be in one player’s possession at a time. For example, if another
player gets committed on the same round, the card is given forward to that player. Only the player who 
currently possesses the card will have to skip the round.

Discharge
If the player is discharged, he gets to move two steps forward.

TASK
When a player draws a Task card, they read the question out loud. The active player’s task is to guess 
individually for all the other players whether they will answer yes or no. Other players/teams will write 
down their own answer (yes or no). When all the players have answered, the active player tells their 
guess and the other players reveal their written answers simultaneously.

For every correct answer the active player receives, they move one step forward. 
The other players who answered the same as the active player, move one step forward.  



 Self-knowledge, Creativity and Task cards: For every correct answer

the player gets to move one step forward (ie. If 3 of the other players

guess right, the active player gets to move 3 steps forward). The other

players that answered correctly will also get to move one step forward.

Mental Health cards: If the player gets discharged from Mental Health

evaluation, they move two steps forward. If they end up in the

Psychiatric Hospital and are still there in the next round, they are forced

to skip their turn. In this category the other players don’t get to move

forward.

Quick Reference
1. Roll the die and move your pawn accordingly on the game board.

2. Draw a card relative to the square you land on, and act as instructed by the

category. In the                   square you can choose the category freely.

3. Move forward depending on the category 

a.

b.

4. The winner of the game is the player who reaches the finish square first. The

game ends up in a tie if two or more players reach the finish square on the same

round.

                            Note! If you add the additional naughty R18 cards to the game, 
                            take notice that they are not suitable for family game night!

Impro

IMPRO

ImproGames Oy Pori, Finland www.improgame.com


