
GOAL OF THE GAME
The Clue Giver plays Clues to help the Guessers find the 
Secret Card.

Get Ready!
Choose one player to be the Clue GiverClue Giver. The other Players will 
be the GuessersGuessers. The Clue Giver must then do the following:
1.� �Shuffle the deck and place it face down on the table to 

form a draw piledraw pile.
2.� �Pick up 12 cards from the pile and secretly look at 1 of 

them. This will be the Secret CardSecret Card that must be found by 
the Guessers!

3.� ��Shuffle the 12 cards in your hand, then lay them out on the lay them out on the 
tabletable, face up, in a 4 x 3 grid pattern.

4. ��Draw the top 5 cards from the draw pile to form a starting 
hand. These will be the 
Clues Clues you can give.

Example: The Secret Card is ArwenArwen. You could play GaladrielGaladriel as a 
Keep Clue, to suggest to the Guessers that the characters to keepkeep 
are elves, female, or wear a tiara. Or, you might play SarumanSaruman as a 
Remove Clue, to point out that the characters to removeremove are wizards, 
villainous characters, or have white hair.

ArwenArwen GaladrielGaladriel SarumanSaruman
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How to Play
Similo is a cooperative game: All players work togetherwork together to 
identify a Secret CardSecret Card using a series of Clues. The game is 
played over 5 rounds.

1. playING CLUES
The Clue Giver plays 1 Clue from their hand to help the 
Guessers find the Secret Card. There are 2 kinds of Clues:
Remove CluesRemove Clues - �cards played horizontallyhorizontally; these Clues have 

something similar to one or more cards the 
Guessers should removeremove.

Keep CluesKeep Clues - �cards played verticallyvertically; these Clues have 
something similar to one or more cards the 
Guessers should keepkeep.

Clues must be played next to the cards on display. All Clues 
stay in play until the end of the game.

How to Give Clues
The similarities between the characters depicted on the Clues 
and those on the cards to remove (or to keep) are only limited 
by the Clue Giver’s imagination... it will be up to the Guessers 
to understand what the Clue Giver is trying to suggest!

You may play Aragorn Aragorn if you want to point the 
Guessers to warriors, main characters, or characters 
carrying a sword.

You may play Sauron Sauron if you want to point the Guessers 
to villains, Maiar, or cards with a red background.

You may play Gothmog Gothmog if you want to point the Guessers 
to orcs, characters wearing armor, or characters with 
visible teeth.

You may play Gandalf Gandalf if you want to point the Guessers 
to characters with a beard, with magical powers, or 
members of the Fellowship of the Ring.

The Clue Giver cannot speak, make gestures, nor use any The Clue Giver cannot speak, make gestures, nor use any 
other method to communicate with the Guessers: they can other method to communicate with the Guessers: they can 
only play Clues on the table.only play Clues on the table.
Right after playing a Clue, the Clue Giver draws 1 card to 
refill their handrefill their hand up to 5 Clues5 Clues.
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HOW TO PLAY WITH DIFFERENT DECKS OF CARDS
There are different versions of Similo! If you have more 
than one, you can combine two different decks of cardstwo different decks of cards to 
create new and interesting strategies!
Just choose two versions of Similo and use one as the  
Guessing deck (A)Guessing deck (A) and the other as the Clue deck (B)Clue deck (B).

Rule Changes
To play a game with 2 decks, follow the regular game rules 
with the following changes:
1. �When you pick up the 12 cards to lay out on the table, use 

the Guessing deckGuessing deck (deck A, for example: Similo: Fantastic Similo: Fantastic 
Beasts and Where to Find ThemBeasts and Where to Find Them). After this, this deck 
won’t be used for the rest of the game.

2. �Whenever you must draw Cluesdraw Clues (either when forming 
your starting hand or when replenishing it at the end 
of each round), always use the Clue deckClue deck (deck B, for 
example: Similo: Harry PotterSimilo: Harry Potter).

B

Advanced Variant
If you want to further increase the difficulty of the game, try 
playing with the advanced variantadvanced variant!
This variant plays just like a regular game, with one 
exception: when the Clue Giver plays Clues, they can only 
play remove cluesremove clues.
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2. Guessing
The Guessers analyze the Clue and discuss which cards to which cards to 
removeremove, using the information the Clue Giver gave them.
Attention!Attention! If the Guessers remove the Secret Cardremove the Secret Card at any 
point during the game, all players immediately loseimmediately lose!

The number of cards to remove varies from round to round:

If nonenone of the cards removed by the Guessers is the 
Secret Card, you can start the next round. If the last Card If the last Card 
remaining at the end of the 5remaining at the end of the 5thth round is the Secret Card,   round is the Secret Card,  
all players win!all players win!

PippinPippin MerryMerry

Example:Example: The Clue Giver plays PippinPippin as a Remove ClueRemove Clue. The Guessers 
look at the cards on the table and begin to discuss. They think that 
the characters to remove could be male, hobbits, wear a cape, or 
be a heroic character. They decide to remove MerryMerry, since this card 
seems to have the most in common with Pippin.
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