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Title (Title of the exercise) Dixit 

Key words: Imagery, creativity  

Duration: 40 minutes 

Short description 

Related topics: listening comprehension, selective information, logic 

Type of exercise: requires at least four players 

Setting: classroom  

• Dixit is a guessing game with cards with fascinating illustrations where your 

imagination reveals the story. 

• Players use imaginary pictures on their cards to bluff their opponents and guess 

which picture matches the story. 

• Making the correct prediction is only part of the challenge. 

• The real success is to convince players that the story tells your picture. 

Game Preparation: 

• Each player selects a rabbit of a different color and places the rabbit in the 0 (zero) 

field on the scoring path. 84 cards with pictures are shuffled and 6 cards are dealt to 

each player. Cards must not be shown to other players. The remaining cards are laid 

out as a deck so that the pictures are not visible. Scorecards of different colors with 

numbers on them are distributed according to the number of players: 

With 4 players, each player has 4 scorecards (1 to 4) with the same color. 

With 5 players each player has 5 scorecards (1 to 5) with the same color. 

With 6 players each player has 6 scorecards (1 to 6) with the same color. 

How to play 

In each round, one player becomes the narrator. The narrator makes a sentence about the 

picture he sees by looking at the cards in his hand. The narrator must not show his / her 

card to other players. His sentence can be of different types. For example; it can be one or 

more words or even just one sound. The sentence may be inspired or taken from an 

existing artistic work (examples of poetry or songs, movie names, proverbs, etc.). 

After the narrator tells his / her own sentence to the other players, the other players give the 

the narrator the card (in their hands) that is the most appropriate to the sentence the 

narrator says without showing the card to the other players. The narrator puts the cards he 



 

has collected side by side on the floor. The order in which the cards are placed is also the 

sequence number of the cards. 

The aim of the players is to find the narrator's card from among all the cards on the ground. 

 Each player votes on the card he / she believes belongs to the narrator by placing 
the number card face down in front of him (the narrator does not participate in the vote). 
When all players have finished voting, the number cards are opened at the same time. 
(Note: Players cannot vote on their own cards). 
  

Scoring 
If all players find the narrator's card or if no one finds it, then the narrator cannot get 

any points. Each of the other players earns 2 points. 
In all other cases, the narrator and all players who find the right card earn 3 points 

each. 
Each player (except the narrator) earns one point for each vote on his card. 
Players advance their bunnies along the scoring path by the total number of points 

they have earned. 
End of the round and game: Each player draws one card from a deck of cards and 

completes the number of cards in his hand back to thee total number. The player to the left 
of the narrator becomes the narrator of the new round. The game progresses clockwise. 
The game ends when the last card is drawn. The player who is at the forefront on the 
scoring path wins the game. 
 
 

Objectives 

1-Develop logic  

2-Develop selective information 

3- Improve listening comprehension skills 

 

Activity(ies) (Stages) 

Presentation: Providing information on the game (10 minutes) 

Playing the game (25 minutes) 

Assessment (5 minutes) 

 

 

Tips for trainers 



 

Rules need to be conveyed correctly 

No one should see other players' cards 

 

List of resources, materials etc. 

Dixit game 

 

Evaluation/Feedback 

Did the abstractness of the pictures affect your creativity? 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 


