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M
O

D
ELLER

S &
 G

U
ESSER

S
Team

 m
em

bers take turns at being the 
M

odeller. The rest of the team
 are the 

G
uessers. A M

odeller only w
ins a round 

w
hen one of his ow

n team
m

ates guesses 
the correct w

ord. If a com
petitor shouts 

out the right w
ord, the m

odeller should 
ignore it.
C

A
R

D
S

There are tw
o types of card:-

C
AR

D
S W

ITH O
N

LY O
N

E W
O

R
D

 - Both 
M

odellers m
ust m

odel this w
ord at the 

sam
e tim

e. 
C

AR
D

S PR
IN

TED
 W

ITH THR
EE W

O
R

D
S - The 

M
odellers m

ay choose the w
ord they feel 

is easiest. M
odellers do not have to tell 

each other w
hich w

ord they have chosen. 
M

odellers m
ay be m

odelling the sam
e or 

different w
ords.
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chosen their w
ord and after an agreed few

 
seconds of thinking tim

e, som
eone shouts 

‘go’ and the M
odellers begin m

odelling 
their w

ord, i.e. M
odellers are m

odelling at 
the sam

e tim
e.

The G
uessers try to guess the w

ord that 
their team

m
ate is m

odelling. They can 
have as m

any guesses as they like. 
D

uring this tim
e the M

odellers are only 
allow

ed to say ‘yes’ or ‘no’.  They m
ay not 

inscribe letters or draw
ings onto the dough 

unless they are enhancing the sculpture, 
nor m

ay they point to any objects in the 
room

 to assist their team
. They can only 

do w
hat w

as agreed at the beginning of the 
gam

e (see M
odelling R

ules).
W

IN
N

IN
G

 A
 R

O
U

N
D

A round is w
on as soon as a w

ord is 
guessed correctly. 
There is no tim

e lim
it. In the unlikely event 

that neither team
 guesses right after a 
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extended periods of tim
e. How

ever, 
kneading w

ith sm
all am

ounts of w
ater 

or vegetable oil can easily restore it. The 
dough should be kept in the container w

ith 
the lid securely fastened.

W
A

R
N

IN
G

The dough m
ay cause stains on clothes 

and carpets, these can usually be rem
oved 

w
ith soap and w

ater but are best avoided.
The dough is non-toxic but should N

O
T be 

eaten under any circum
stances.

D
isclaim

er
The contents of this gam

e are only 
to be used for the purpose and in the 
m

anner described in these rules and no 
liability w

ill be accepted for m
isuse or if 

the com
ponents are used for any other 

purpose.
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 D

ou
gh

 P
lu

gg
er

 T
oo

l
To

 g
et

 a
 ‘m

ax
im

um
’ p

lu
g 

fu
ll 

of
 d

ou
gh

1.
 P

ut
 t

he
 d

ou
gh

 o
n 

th
e 

ta
bl

e.

2.
 P

ul
l t

he
 p

lu
gg

er
 o

ut
 

to
 it

s 
fu

ll 
ex

te
nt

3.
 P

us
h 

th
e 

pl
ug

ge
r 

do
w

n 
on

to
 t

he
 d

ou
gh

 
by

 p
us

hi
ng

 o
n 

th
e 

ou
ts

id
e 

of
 t

he
 c

as
in

g.
 

Pu
sh

 r
ig

ht
 d

ow
n 

un
til

 
it 

to
uc

he
s 

th
e 

ta
bl

e.

D
O

 N
O

T 
tr

y 
to

 
pu

sh
 t

he
 p

lu
gg

er
 

by
 p

re
ss

in
g 

on
 t

he
 

pl
ug

ge
r.



R
4

4. Push the plugger 
right through to the 
other side of the 
dough.

5. Press the plugger  
dow

n to force out the 
dough plug.


