
HOW TO PLAY KYLE THE UNICORN 
 
Kyle the Unicorn is a set-making game that uses objects from the 
Elsewhere collection. Each player works with a “hand” of 9 objects, 
trying to sort and swap them to create 3 sets of 3 objects that fit 
into pre-determined categories. Classifying objects can be a fluid 
and subjective process, so players might find themselves justifying 
their thinking to the rest of the group. 
 
Works best with 4+ players, but it’s possible to play with fewer. 
 
Components: green classification cards, blue die, blue circle mat, 
Kyle the Unicorn (mascot) 
 
Play on a table/surface with plenty of room for each player and 
several piles of objects. Place the blue Circle in the center so that 
everyone can reach it. 
 
To start, each player gathers any 11 objects from the Elsewhere 
collection and brings them back to the table. 
 
Afterward, everyone draws 3 classification cards, keeping them 
hidden from other players. Players may not draw cards until they 
have chosen all of their objects. 
 
On each card is a classification that the player must use to create 
sets. 1 set = 3 objects. Each player should now look through their 
pile of 11 objects to determine which 9 are most useful, then 
discard the remaining 2 to The Circle. From this point on, everyone 
should maintain a “hand” of 9 objects. So if someone takes a new 
object over the course of the game, they will need to 
discard/exchange another of their objects as appropriate. 
 
Once all players have discarded 2 objects to The Circle, play can 
begin. Again, the objective is to end up with 3 objects for each 
classification. One object can’t count for more than one 
classification—all 9 objects must be categorized. 
 
The group can decide who goes first, and then the order 
proceeds around the table to the left, in accordance with 
tradition, or whatever. 

Each player takes a turn by rolling the die: 
 

DRAW: Take one object from The Circle, then discard one to 
replace it. 
 
STEAL: Steal an object from another player and give them one 
of yours. OR steal a classification card from another player 
(without looking at it), then give them one of yours. Players may 
not steal from The Circle. 
 
TRADE: Negotiate an object trade with another player. 
 
GRAB: Everyone quickly grabs whatever they can from The 
Circle. After the free-for-all dies down, each player must discard 
objects to The Circle until they have 9 objects again. It’s fine to 
discard the same object(s) you’ve just grabbed. 
 
Ø: Do nothing 

 
Play continues around the table until someone has compiled 3 sets 
of 3. At any time, this player can exclaim, “Unicorn!” to announce 
that they think they’ve won. The group has discretion ahead of 
time to come up with other things to yell. “Sylvia!” is a good one. 
 
The potential winner must now share their categories and explain 
how each object fits into its respective category. This can be 
subjective, and other members of the group can dispute the 
classification. If a majority of the other players don’t buy it, then 
the game continues. If a majority supports the classification, then 
we have a winner. The rest of the players are now encouraged to 
share their categories and the sets they were working on, because 
sharing is caring. 
 
The winner now possesses the glorious honorary title of Kyle the 
Unicorn. Kyle sorts but cannot be sorted. There is no one like Kyle. 
Beware, for this title is fleeting. The next winner can take it with an 
amount of gloating and devastation that is at their sole discretion. 
Or they could be really friendly about it. 
 
CONGRATULATIONS, you have just played Kyle the Unicorn. 
	  


