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Question 26 Impossible Quiz

Introduction: The
Quiz That Broke the
Internet

In the vast and often chaotic world
of online gaming, few titles have
achieved the  legendary  status  of
the  Impossible  Quiz.  Created  by
Splapp-me-do  and  released  in
2007,  this  deceptively  simple
Flash-based  game  challenged

players  to  answer  110  questions
that seemed designed to frustrate,
mislead, and ultimately entertain.
Among  these  110  brain-teasers,
one  quest ion  stands  out  as
particularly  iconic:  Question  26
Impossible Quiz.  For those who
have played, the mere mention of
th i s  ques t ion  br ings  back
memories  of  confusion,  laughter,
and  the  satisfying  click  of  the
correct  answer.  But  what  makes



Question 26 so special? Why does
i t  c o n t i n u e  t o  a p p e a r  i n
discussions,  memes,  and  even
modern  gameplay  videos  more
than a decade later? This article
takes an in-depth look at Question
26, its place in gaming history, the
psychology behind its design, and
the  strategies  you  can  use  to
conquer it.

The Legacy of the
Impossible Quiz

Before diving into the specifics of
Question  26,  it  is  important  to
understand the context in which it
exists.  The  Impossible  Quiz  was

not  just  another  puzzle  game;  it
was  a  cultural  phenomenon.
Released  during  the  heyday  of
Flash  gaming,  the  quiz  spread
rapidly  across  social  media
platforms,  forums,  and  school
computer  labs.  Players  were
drawn  to  its  unique  blend  of
irreverent  humor,  pop  culture
references, and deliberately unfair
challenges.

The  game  operates  on  a  simple
premise: you are given a question
and four possible answers, but the
correct  choice  is  almost  never
what  you  expect.  The  questions
rely  on  wordplay,  trickery,  and
lateral thinking. Some require you
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to ignore the answers entirely and
interact  with  the  environment.
Others  demand  that  you  recall
obscure  facts  from  ear l ier
questions. This formula created an
exper ience  tha t  was  bo th
infuriating  and  addictive.

Within  this  framework,  each
question has its  own personality.
Some  are  infamous  for  their
diff iculty,  while  others  are
remembered for their  cleverness.
Question  26  Impossible  Quiz
belongs to a special category: it is
a  question  about  the  question
itself.  This  meta  approach  was
relatively  novel  at  the  time  and
helped  cement  the  game's

reputation for breaking the rules
of traditional quiz design.

Why Question 26 Stands
Out

Question  26  is  not  the  hardest
question in the Impossible Quiz. It
is not the most obscure, nor does
i t  require  the  most  latera l
t h i n k i n g .  W h a t  m a k e s  i t
memorable is its elegant simplicity
and the way it  forces  players  to
question their own understanding
of the game. The question reads:
"What  is  the  answer  to  this
question?" The four options are:
"This one," "That one," "This one,"
and "That one." At first glance, the



question  appears  nonsensical.
How can  you  answer  a  question
that refers only to itself? This self-
referential  loop  is  a  classic
paradox, and the game uses it to
brilliant effect.

The  correct  answer  is  the  first
"This  one."  This  solution  is  not
derived  from logic  or  knowledge
but  from  a  simple  process  of
elimination  and  observation.  The
game  rewards  players  who  are
willing  to  try  different  answers
without overthinking the problem.
In many ways, Question 26 serves
as  a  microcosm  of  the  entire
Impossible  Quiz  experience:  it
teaches  you  that  sometimes  the

right answer is the one that feels
most  in tu i t ive ,  even  when
every th ing  e l se  sugges t s
otherwise.

Decoding Question
26: What Is the
Answer to This
Question?

Let us break down the mechanics
of Question 26 in detail. When you
first encounter this question, you
are likely to experience a moment
of confusion. The question appears
circular: to know the answer, you
must first know the question, but
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the question is asking for its own
answer. This is a classic example
of  a  self-referential  paradox,
s imilar  to  the  famous  "this
statement is false" logical puzzle.

The  four  options  are  deceptively
similar.  Two say "This  one,"  and
two  say  "That  one."  They  are
arranged in a grid, with "This one"
in  the  top-left  and  bottom-left
positions,  and  "That  one"  in  the
top-right  and  bottom-right
positions.  The  correct  answer  is
the top-left "This one."

How do you arrive at this answer?
The key is to understand that the
game  is  playing  with  language.

The phrase "this one" refers to the
option itself.  In other words,  the
correct  answer  is  the  one  that
claims to be the correct answer. It
is a tautology, but in the context of
the Impossible Quiz, it works. The
other options are wrong because
"that  one"  refers  to  something
else,  creating  a  disconnect.  By
clicking the first  "This  one,"  you
are  essentially  telling  the  game,
"This  is  the  correct  answer
because  it  says  it  is."

The Importance of Trial
and Error

One of the defining features of the
Imposs ib le  Qu iz  i s  tha t  i t



encourages  trial  and  error.  You
have  three  lives,  represented  by
"skips" (which allow you to bypass
a question) and "bomb" removals
(which defuse a bomb that appears
on  certa in  quest ions) .  For
Question 26, you do not need to
use any special items. The solution
is  found  by  simply  trying  the
options  until  one  works.  Many
players  report  that  they  clicked
the  f i r s t  "Th is  one"  out  o f
frustration  or  habit,  only  to
discover that it was correct. This
accidental solution is a testament
to the game's  design:  it  rewards
action over analysis.

For  players  who  are  stuck,  the

best  advice  is  to  trust  your
instincts.  If  you are  reading this
article because you are currently
stuck on Question 26, the answer
is  the  top-left  option.  Once  you
click  it ,  you  wil l  proceed  to
Question  27,  which  is  another
challenge  entirely.  However,  the
lesson  of  Question  26  will  stay
with you for the rest of the game.

The Psychology
Behind Question 26

What  makes  Question  26  so
effective  from  a  game  design
perspective?  The  answer  lies  in
cognitive psychology. The question
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exploits  a  common  mental  bias
known  as  the  paradox  of  self-
reference. When presented with a
self-referential  problem,  the
human brain tends to freeze. We
are  not  accustomed to  questions
that  have  no  external  reference
point.  This  cognitive  dissonance
creates a moment of vulnerability,
during which we are more likely to
make  errors  or  second-guess
ourselves.

Question  26  also  plays  on  the
concept  of  ambiguity  aversion.
Most  peop le  pre fer  c lear ,
unambiguous  choices.  When
options  are  nearly  identical,  we
become anxious and may hesitate.

The game uses this hesitation to
create tension. The correct answer
is  hidden in  plain  sight,  but  our
brains  are  trained  to  look  for
hidden  meaning  where  none
exists.

Another psychological principle at
work is confirmation bias. Once
you have decided that a question
is  impossible,  you  may  overlook
simple solutions. Question 26 is a
masterclass  in  misdirection.  It
makes you believe that the answer
must be complex, when in reality it
is  straightforward.  This  is  a
recurring theme in the Impossible
Quiz, and mastering this mindset
is  essential  for  progressing



through  the  later  stages.

What Question 26 Teaches
Us About Problem-Solving

Beyond the game itself,  Question
26  offers  valuable  lessons  about
problem-solving  in  real  life.  The
first lesson is that sometimes the
simplest answer is the correct one.
When  faced  with  a  complex
problem, we often overcomplicate
things.  We  look  for  elaborate
solutions when the answer is right
in front of us. The second lesson is
the  impor tance  o f  tes t ing
assumptions.  In  the  quiz,  you
cannot  be  sure  which  answer  is
correct until you try it. In life, the

same  principle  applies:  taking
action, even if it leads to failure, is
often  more  productive  than
endless  analysis.

Finally, Question 26 teaches us to
be  comfortable  with  uncertainty.
The  question  is  paradoxical  by
design,  and  there  is  no  way  to
solve it  through logic alone.  You
must embrace the ambiguity and
make a choice. This is a skill that
translates  well  to  many areas  of
life,  from  business  decisions  to
creative endeavors.
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Strategies for
Tackling Question
26 and Similar
Questions

If you are playing the Impossible
Quiz for the first time, or if you are
revisiting it after many years, here
are some strategies that will help
you  with  Question  26  and  other
tricky  questions  throughout  the
game.

Try the most obvious
answer first. In many cases,
the correct answer is the one
that seems too simple to be

true. Question 26 is a perfect
example of this. Do not
overthink it.
Use your skips wisely. You
have three skips that allow
you to bypass a question
entirely. While you do not
need to use a skip on
Question 26, it is good
practice to save your skips
for questions that truly
stump you. However, if you
are completely stuck, using a
skip is better than losing a
life.
Observe the pattern of
answers. The Impossible
Quiz often repeats certain
tricks. Once you have



encountered a self-referential
question like Question 26,
you will be better prepared
for similar questions later in
the game.
Do not be afraid to fail.
Losing a life is not the end of
the world. The game allows
you to continue from the
same question after losing a
life. Use failure as a learning
opportunity.
Take note of the question
number. Some questions are
designed to be solved by
referring to the question
number itself. While this is
not the case for Question 26,
it is a useful strategy for

other parts of the quiz.

Common Mistakes Players
Make on Question 26

Overanalyzing the1.
wording. Many players
spend minutes reading and
rereading the question,
looking for hidden clues.
There are none. The answer
is simply the first option.
Choosing "That one."2.
Because "That one" sounds
like it refers to something
else, some players assume it
must be the correct answer.
This is a mistake.
Using a skip out of3.
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frustration. While skipping
is an option, it is wasteful for
such an easy question. Save
your skips for later.
Looking for external help.4.
Some players try to search
online for the answer, which
is understandable. But once
you know the trick, you will
never forget it.

The Cultural Impact
of Question 26

Since its release, Question 26 has
become  a  staple  of  internet
culture. It is frequently referenced
in  memes,  YouTube  videos,  and

online  discussions  about  the
Impossible  Quiz.  The  question's
self-referential  nature makes it  a
perfect  example  of  the  game's
overall  aesthetic.  It  has  been
parodied  in  other  games  and
quizzes, and it remains one of the
most recognizable questions from
the entire series.

Part of the reason for its enduring
popularity  is  that  it  is  easy  to
explain. Unlike some of the more
obscure  questions  in  the  quiz,
Question 26 can be summarized in
a  single  sentence.  This  makes  it
ideal for sharing on social media
and in casual conversation. It also
serves as a litmus test for whether



s o m e o n e  h a s  p l a y e d  t h e
Imposs ib le  Quiz .  Ment ion
"Question 26" to a fan, and they

will  immediately  know what  you
are talking about.

Question


