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I. Overview & Goal 
 

 Lines of Questioning is a solo game of courtroom drama. As the lawyer, your goal is to 

get key facts from a witness. You have some control over what the witness says, but be careful—

witnesses have a way of getting away from you! 

  

You win by getting all the facts you need, represented by building a stack of questions 

and answers five tiles high at each of the four corners of the board. Work quickly, because the 

judge’s patience is not infinite . . . . 

 

II. How to Play 
 

 Shuffle the white “question” stack of tiles and the grey “answer” stack of tiles, and put 

the shuffled stacks face-down in separate piles. Draw two separate hands of three tiles each, one 

hand of questions and another hand of answers. You are allowed to look at both, but do not mix 

them. You will always have two separate hands. 

 

 Shuffle the number tiles (1 through 4), and randomly place one face-up on each corner of 

the board. 

 

 The game is played in turns. During each turn, you: 

 

1. Play a question tile. 

2. Draw the next question tile from the stack and add it to your hand of question 

tiles. 

3. Play an answer tile. 

4. Draw the next answer tile from the stack and add it to your hand of answer tiles. 

 

All of these actions are mandatory; you must play a question tile, even if you would prefer not 

to, and must draw a replacement. So too for the answers; you must play one and draw one. 

(There is an exception for when you play two answer tiles in a turn instead of a question and an 

answer; this will be explained further below.) 

 

 Follow these rules regarding tile placement: 

 

1. Tiles must fit squarely within their spaces; they cannot be placed at an angle so 

that they extend outside the lines. 

2. The tile must extend the appropriate line. In other words, it must be adjacent to 

the last tile played of that type, and the line on the new tile must connect to the 

line on the previous tile. Exception: the first question and answer tile may be 



played in any space along the edge of the board, except the corner spaces, with 

the line extending from the board’s edge. 

3. The line must keep flowing forward. Each tile has one or two arrows; the arrows 

can never point back along the line you are extending. If a tile has more than one 

arrow, you can choose which one to extend from. 

4. Tiles may not stack directly on top of another tile of the same type. An answer tile 

can be played on top of a question tile, and can even be played on top of a 

question tile which has another answer tile below it. It just cannot be played 

directly on top of another answer tile. The number tiles are their own type; both 

question and answer tiles can stack on top of them. 

5. Whenever possible you must place answer tiles so that, at the moment the tile is 

placed, the line can be extended next turn. Relatedly, you must choose to play an 

answer tile that will allow this, if possible. (By contrast, it is legal to choose a 

question tile, and/or a position for a question tile, that leaves no possible move for 

the next turn—even if there are ways you could avoid ending the line.) 

 

After playing an answer tile in step 3 of the turn, check to see if it is adjacent to the last 

question tile played. If it is not, draw an answer tile and add it to the question tile hand. You may 

play answer tiles in the question tile hand in step 1 of the turn; if you do, do not play a question 

tile in step 1 or draw a question tile in step 2. (This is an exception to the general rule that you 

must do every step during the turn.) There is no limit to the number of answer tiles that can be 

added to the question tile hand. 

 

If you cannot legally place a tile—e.g., because the new tile would have to overlap with 

another one of the same type or would be off the board—do the following: 

 

1. If it was a question tile, remove all question tiles that are the topmost tile in their 

respective spaces. Start a new line, using the same rules as for placing the first 

question tile at the start of the game. 

2. If it was an answer tile, place the tile in the lowest-numbered corner, with the line 

starting at a board edge or the corner. This is the start of a new line for answer tiles; 

future answer tiles extend this new line. 

a. It is possible to go several turns with the answer tiles “hemmed in” such that 

you place a tile in the corner, find that it cannot extend outward, and place the 

next tile in the same corner space the following turn. That is entirely legal. 

b. Note that over the course of the game you will claim number tiles (as 

explained further below), so which corner is the lowest-numbered will change 

over time. 

 

Remember that these rules only apply if you cannot legally place a tile. If you can legally place a 

tile, you must do so. (In other words, if a tile has two arrows—one which makes legal placement 

impossible and one which allows a legal placement—you must choose to extend along the line 

that allows a legal placement. These rules only come into effect when every arrow on a tile leads 

to a space where you cannot legally play a tile.) 

 

 



III. Winning and Losing 

 

When there is a stack of tiles five-high or higher on corner space #1, including the 

number tile, and an answer tile is on top, you claim the “1” tile. Take it out from under the stack 

and set it aside. You claim tiles #2-4 in the same way. When you claim tile #4, you win. 

The tiles must be claimed in order. If you have five tiles on a corner space and an 

answer tile on top, but that space is not the lowest-numbered, you cannot claim that space’s 

number tile until all of the lower-numbered tiles have been claimed. As soon as you have 

claimed all of the lower-numbered tiles and met the other requirements (a stack five tiles high 

and an answer tile on top), you can claim the higher-numbered tile as well. You do not need to 

add another answer to the higher-numbered stack; the moment you meet the requirements you 

claim the number tile, even if you played in a different space and even if a single play will result 

in you claiming multiple number tiles. 

 

You lose the game if there are ever no question tiles or answer tiles in their respective 

stacks. 

 

IV. Tactical Tips 
 

 Some players like to discover a game entirely on their own; others like to have some 

strategic insights explained at the get-go. If you fall into the latter category, read on! 

 

 Remember that while you must always keep the lines going, they do not need to go 

straight. The tiles with angled lines can be used to bend the line in unusual directions, or even 

back on itself. 

 

 Manage the pile of answer tiles carefully. Putting answer tiles in the question tile hand is 

a powerful strategy, but it also depletes the answer tiles quickly. 

 

 Look for roundabout ways to get where you want to go. If you cannot go straight 

forward, it might still be possible to curve away and then loop back. 

 

 There are 31 tiles in each stack. That is enough to win with some—but not many—extras. 

Have a plan for each tile you place, and plan ahead as far as you can. Playing tiles just to 

temporize, hoping to draw something better, is risky; do that too many times, and by the time 

you get the tiles you need you will have too few left to win. 

 

 Although the board is only 4 spaces by 4 spaces, getting across it will use up some of 

your tiles. Tiles that allow you to move straight are better than they seem, since they make 

crossing the board more efficient. 

 

 Good luck!
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