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INTRODUCTION: MORE THAN
JUST A PARTY GAME

In  the  landscape  of  modern  tabletop
gaming, few titles have sparked as much
laughter,  controversy,  and  cultural
conversation as the Card Game Cards
Against Humanity.  What  began as a
simple,  irreverent  card  game  created
during  a  New  Year’s  Eve  party  has
blossomed  into  a  global  phenomenon,
often  described  as  “a  party  game for

horr ib le  people.”  I ts  premise  is
deceptively  straightforward:  players  fill
in the blanks of provocative or absurd
statements  with  the  most  outrageous,
politically  incorrect,  or  humorous
responses  they  can  find.  However,
beneath its  shock-value exterior  lies  a
game that, at its best, fosters genuine
connection,  creative  thinking,  and
communal  catharsis.  This  article  will
explore  the  origins,  gameplay,  cultural
impact, and enduring appeal of the Card
Game  Cards  Against  Humanity,
providing a comprehensive look at why it
remains a staple at parties, dorm rooms,
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and game nights around the world.
The  Card  Game  Cards  Against
Humanity  operates  on  a  simple
foundation:  one player,  the Card Czar,
reads  a  black  card  containing  a  fill-in-
the-blank  statement  or  question.  All
other players respond with their funniest
white  card  from their  hand.  The  Card
Czar then selects their favorite response,
and the player who submitted it wins a
point.  While  the  mechanics  are  basic,
the content is anything but. The game
thrives on dark humor, taboo subjects,
and the element of surprise. It is a game
of  social  deduction,  taste,  and  timing,
where  understanding  your  audience  is
often  more  important  than  the  card
itself.

THE ORIGINS: FROM A
KICKSTARTER CAMPAIGN TO A
CULTURAL STAPLE

The  story  of  the  Card  Game  Cards
Against Humanity  is a classic tale of
independent  creativity  meeting  a
receptive market. The game was created
in  2011 by  a  group of  eight  Highland
Park High School  alumni:  Max Temkin,
Ben Hantoot, David Munk, Eli Halpern, Eli
Danowitz, Jenn Bane, Jess Schwalb, and
Josh Dillon. They designed the game as a
response to the popular game Apples to
Apples,  which  they felt  was  too  polite
and  family-friendly.  Their  goal  was  to
create  a  version  that  reflected  the
actual, often inappropriate, humor their
friend group shared.
The  founders  launched  a  Kickstarter
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campaign  in  December  2010  with  a
modest  goal  of  $4,000.  To  their
astonishment, the campaign raised over
$15,000, providing the seed capital for
an  initial  print  run.  The  first  edition  was
produced in a small run, and the game
quickly  sold  out.  The  demand  was
immediate and organic, fueled by word
of mouth and the virality of the game’s
content.  By  the  end  of  2011,  Cards
Against  Humanity  had  become  a
bestseller on Amazon and a must-have
item for young adults across the United
States.  The  success  of  the  Kickstarter
campaign  demonstrated  a  significant
pent-up demand for a game that pushed
boundaries  and  ignored  polit ical
correctness. The game’s DIY ethos—the
founders  handled  customer  service,
p a c k a g i n g ,  a n d  s h i p p i n g

themse lves—resonated  w i th  a
generation that valued authenticity and
humor over corporate polish.

HOW THE GAME WORKS:
SIMPLICITY, STRATEGY, AND
SHOCK

Understanding  how  to  play  the  Card
Game Cards Against Humanity is as
important as understanding its  cultural
context. The game is designed for four
or  more  p layers ,  though  i t  can
accommodate  larger  groups  through
expansion  packs.  Each  player  begins
with  a  hand  of  ten  white  cards,  each
containing  a  noun,  verb,  or  absurd
concept.  A  standard  game  includes  a
deck of black cards, each containing a
fill-in-the-blank  phrase  or  a  simple
question.
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The flow of a round is as follows:

The Card Czar: Each round, one
player is designated the Card Czar.
This role rotates clockwise each
round. The Card Czar draws a
black card and reads it aloud to
the group.
Submissions: All other players
select one white card from their
hand that they believe will best
complete the black card or answer
the question in the funniest, most
clever, or most shocking way. They
pass their chosen card face-down
to the Card Czar.
The Reading: The Card Czar
collects all submissions, shuffles
them, and reads each completed
statement aloud. The humor often

comes from the juxtaposition of
the dark or absurd black card with
the white card, creating
unexpected and comedic
combinations.
The Judgment: The Card Czar
selects the one combo they find
funniest. The player who
submitted that white card is
awarded a point, usually
represented by an Awesome Point
token. The game continues for a
predetermined number of rounds
or until the players decide to stop.

What  makes  the  Card  Game  Cards
Against  Humanity  strategically
interesting is  that  players  must  gauge
the sense of humor of the current Card
Czar. A player who knows the Czar has a
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dark  sense  of  humor  might  choose  a
card  about  death  or  disaster,  while  a
player  who  knows  the  Czar  prefers
absurdity might choose a card about a
weird  animal.  This  social  element  is
crucia l .  The  game  also  rewards
familiarity  with  the  deck;  experienced
players know which cards are likely to
succeed and which have become tired or
overused.  The  element  of  surprise  is
paramount, as a well-timed, unexpected
card  can  win  a  round  against  more
obvious choices.

EXPANSIONS AND SPECIAL
EDITIONS: GROWING THE
UNIVERSE

Following  the  massive  success  of  the
base  game,  the  creators  of  the  Card
Game Cards Against Humanity have

released a steady stream of expansions,
themed  packs,  and  special  editions.
These additions have allowed the game
to remain fresh and relevant, addressing
criticisms  of  repetition  and  offering  new
avenues  for  humor.  The  first  six
expansions, simply numbered 1 through
6, each added 60 to 100 new white and
black  cards.  These  expansions  often
introduce new themes, such as science,
food, or pop culture, while maintaining
the game’s signature edge.
In  addition  to  numbered  expansions,
several  themed  packs  have  been
released,  including:

The Crabs Adjust Humidity
Pack: A collaboration with a
popular online fan deck.
The '90s Pack: Cards filled with
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nostalgia and humor about that
decade.
The Science Pack: Developed
with input from scientists, these
cards focus on scientific
terminology and concepts.
The Hidden Gems Pack: A
collection of some of the most
popular cards from online
submissions.
The bigger, blacker box: An
oversized storage box containing
the base game and the first six
expansions, plus some exclusive
cards.

The creators have also released special
hol iday-themed  packs,  often  in
conjunction  with  their  unconventional
promotional stunts. These limited-edition

packs  are  highly  sought  after  by
collectors. The constant stream of new
content is a key reason why the Card
Game Cards  Against  Humanity  has
maintained its popularity. It ensures that
even as players become familiar with the
base deck, there are always new cards
to discover and new combinations to try.
The  expansions  also  allow  players  to
tailor  the  game  to  their  specific  group’s
taste, whether that involves adding more
science  humor  or  more  absurdist
content.

CULTURAL IMPACT AND
CONTROVERSY: THE EDGE OF
ACCEPTABILITY

The  Card  Game  Cards  Against
Humanity  is  not  just  a  game;  it  is  a
cultural  artifact  that  has  sparked
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conversations  about  humor,  taste,  and
the boundaries of acceptable speech. Its
success  is  intrinsically  tied  to  its
willingness to offend. The game contains
cards  referencing  sensitive  topics
including  race,  gender,  religion,
disability,  and tragic events.  For  many
players, this is precisely the appeal: the
game provides  a  safe  space (within  a
trusted group of friends) to laugh at the
unspeakable and explore taboo subjects
through comedy. It is a form of catharsis,
allowing  players  to  confront  difficult
top ics  in  a  cont ro l l ed ,  p lay fu l
environment.
However,  the  game  has  also  faced
criticism  for  its  content.  Critics  argue
that  some  cards  can  be  genuinely
hurtful,  reinforcing  stereotypes  or
trivializing  trauma.  There  have  been

public  incidents  where  the  game  was
played in inappropriate settings, leading
to  offense  and  outrage.  The  creators
themselves  have  acknowledged  the
problematic nature of some content, and
they  have  committed  to  removing
certain  cards  over  the  years.  For
example,  they  removed  cards  that
directly  referenced  specific  individuals
without their consent or that contained
racial  slurs.  The  game  has  weathered
multiple “cancellation” attempts,  yet  it
continues  to  sell  well.  The  key  to
enjoying  the  Card  Game  Cards
Against  Humanity  responsibly  is
knowing  your  audience.  A  card  that
might be hilarious among close friends
could be deeply offensive to strangers or
in  a  mixed  company.  The  game’s
popularity has forced a broader cultural
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conversation  about  where  the  line  is
drawn for humor and what topics should
be  off-limits,  a  conversation  that  is  far
from  settled.

THE COMPANY’S
UNCONVENTIONAL BUSINESS
MODEL: STUNTS AND
TRANSPARENCY

Beyond  the  content  of  the  cards,  the
company behind the Card Game Cards
Against  Humanity  is  famous  for  its
unconventional, often absurd, marketing
and  business  decisions.  The  creators
have  embraced  a  deliberately  anti-
corporate ethos, using the company as a
platform for performance art and social
commentary. Their annual holiday sales
are  legendary.  In  2013,  they  sold  a
single box of actual bulls**t for $6 each.

In  2014,  they  offered  to  mail  customers
a handful of tinsel for $10. In 2015, they
sold  a  box  of  nothing—absolutely
nothing—for $5, and people bought it. In
2016,  they  launched  a  digital-only
promotion  that  simply  gave customers
money.
More  significantly,  the  company  has
used  its  profits  for  political  activism.  In
2016,  they  donated  over  $100,000  to
the  Hillary  Clinton  campaign.  In  2017,
they purchased a piece of land on the
U.S.-Canada  border  to  block  the
construction of a border wall.  In 2018,
they  spent  over  $150,000  to  hire  a
lawyer  to  defend  the  Census  from
political  interference.  In  2020,  they
dona ted  ove r  $1  m i l l i on  t o  an
organization  that  bails  out  protesters.
These  actions  are  framed  as  a  direct
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challenge  to  corporate  greed  and
political  indifference.  They  are  a  core
part  of  the  brand  identity  of  Cards
Against Humanity, reinforcing the idea
that the company is run by real people
with real values. This transparency and
engagement with broader social  issues
has  fostered a  dedicated fanbase that
sees  the  game  as  more  than  just  a
product.

TIPS FOR HOSTING A
SUCCESSFUL CARDS AGAINST
HUMANITY GAME NIGHT

To truly  enjoy the Card Game Cards
Against  Humanity,  the  setting  and
group dynamics are critical. The game is
at its best when players are comfortable,
relaxed, and ready to be silly and dark.
Here  are  several  practical  tips  for

ensuring  your  game  night  is  a  hit:

Know Your Audience: The most1.
important rule. A group of close
friends who share a similar sense
of humor will have a completely
different experience than a group
of coworkers or acquaintances.
Adjust your expectations and the
card selection accordingly. Some
groups enjoy extreme shock value;
others prefer clever wordplay or
absurdism.
Set the Atmosphere: Create a2.
relaxed and playful environment.
Dim the lights, have snacks and
drinks available, and ensure there
are no distractions. Background
music can help set the mood, but
avoid anything too distracting.
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Explain the Rules Clearly: While3.
the rules are simple, confusion can
arise. Make sure everyone
understands the role of the Card
Czar, the flow of the round, and
the objective. Use the House Rules
variant “Rando Cardrissian” if you
have fewer players, where a
random card from the deck is
added to the submissions each
round.

Encourage a No-Judgment4.
Zone: The game thrives on taking
risks. Encourage players to submit
cards that are funny to them, even
if they are dark or weird. The best
rounds come from unexpected
combinations.
Take Breaks and Pace5.
Yourself: The constant cycle of
reading and judging can become


