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Contents

112 cards; 96 cards in six different colors (blue, green, red, yellow, purple, and orange) with the values of “0” to “15”, with “15” being the high card and the “0” being the low card. There are also 16 Action cards (2x “Joker”, 4x “Without Trump”, 4x “Change Trump”, 3x “+5” and 3x “-5”

1 rule sheet


Summary of Play

Each player will be dealt a number of cards for each round. Each player in turn lays down a card into the middle of the table. The player who played the highest card of the led color (or the Trump color) wins the trick and takes the cards. The game ends after ten rounds, and the player who best predicted the number of tricks he would take each turn is the winner

Game Setup

A player is chosen as scorekeeper and writes the names of the players on the score sheet (which can be photocopied from the next page of the rules). He then shuffles the cards and deals 10 to each player. After each round, the player on the dealer’s left becomes the new dealer.

Summary of Play

1) THE DEAL

In the first round, each player is dealt ten cards. With each card, a player could win a trick. Thus it is possible to win ten tricks in the first round. In the second round, each player is dealt nine cards. In this round, it is possible to win up to nine tricks. In the third round, eight cards are dealt to each player, then seven cards, etc., into the tenth round when each player receives only one card.

The stack of cards that are not dealt out are placed face down in the middle of the table. The top card is turned over and placed next to the pile. This card determines the trump color for the current round. If an Action Card is turned over, turn over another card until a colored card is revealed

2) BIDDING

After the players have sorted their cards by color and value, each player considers how many tricks he will win in this round. Beginning with the player to the left of the dealer, each player then states their bid for the round. The scorekeeper notes the bids on the score sheet.

(See sample scorecard in the German rules)

Before the first trick is played, the bids should be repeated so everyone can hear the bids.

3) TRICKS

What is a trick? Each player plays a card to the middle of the table. The cards in the middle of the table are called the trick.

The player to the left of the dealer plays the first card in the trick. Play proceeds in a clockwise direction when each player plays a card. A card of the lead color must be played by each player, if possible. If a player does not have cards of the lead suit, he may play a card of any color, including trump, or any Action Cards.

Trump

If a player does not have the color led for the trick, he may play a card in the trump color (the color of the card next to the trump pile), and thus win the trick. If several trump cards are in the trick, the highest trump card wins the trick.

WINNING THE TRICK:

The player who played the highest card in the color which led the trick wins the trick, unless a card in the trump color is played. Then the highest card in the trump color wins the trick

Tricks won by a player should be placed in separate piles, so it is always known how many tricks each player has won to this point. The winner of a trick opens the next trick by playing a new card. When each player has no more cards in their hand, then the round is scored (see, 4. Scoring the Round).

“Trick” = The cards in the center of table after each player has played a card. These cards are the Trick 

“Trump” = The trump card determines which color trump is. Cards of the trump color win tricks over cards of other colors.

“Rules of Play” = Players must play a card that has the same color as the first card of the trick.

Rules For Using Action Cards

If a player does not have a card of the color that was led for the trick, he may play an Action card. The Action card does not belong to any of the six colors.

 +5 “+5”: The winner of the trick which includes this Action card has five points added to their score at the end of this round.

 -5 “-5”: The winner of the trick which includes this Action card has five points subtracted from their score at the end of this round.

 “Without Trump”: When this card is played, the trump card is turned face down next to the trump pile. For this trick, there is no trump. Any trump cards already played in the trick are counted as normal color cards. The player who played the highest card of the led color of the trick wins the trick.

After the trick, the top card of the face-down pile is flipped over and placed on the card which determined the previous trump. If an Action Card is turned over, turn over another card until a colored card is revealed. The new color card determines trump for the duration of the round.

“Change Trump”: When this card is played by a player, immediately turn over the top card of the trump pile and cover the previous trump card. If this is an Action card, repeat the process until a color card is turned over. The color of the new card determines the trump color for the current trick as well as the rest of the round. The previous trump card is no longer valid for this trick or for the rest of the round.

 “Joker”: When the Joker is played, the player must announce what color the Joker will be. The selected color may be the trump color. The Joker is considered the highest card of the selected color in the trick. If the color selected for the Joker is not the Trump color, then every card in the Trump color is considered to be a higher value than the Joker. If both Jokers are played in a single trick, then the second Joker is considered higher than the first.

Note: The first card of a trick may be a Action Card. The second card played in a trick begun with a Action Card may be any other card. The first color or Joker played will determine the suit of the trick. If only Action Cards, not including Jokers, are played, the first card played in the round wins the trick.

4) SCORING THE ROUND

After all tricks in the round are completed (when the players have no more cards in their hands), the round is scored.

·
Each player receives one point for each trick they won.

·
Each player receives five points for each “+5” card that were in the tricks they won.

·
Each player loses five points for each “-5” card that were in the tricks they won.

·
If a player correctly predicted the number of tricks they won, they receive 10 points.

·
If a player failed to correctly predict the number of tricks they won, they lose 5 points.

The total number of points is recorded on the score sheet.

Game End

The game ends after ten rounds. The final round is scored, then the scores of all ten rounds are added up. The player with the highest score is the winner.

Variants

Plus/Minus One: As before, the bids are stated openly to the scorekeeper. The total number of bids may not equal the total number of tricks available. For example, in a round with five tricks, the total number of bids by all the players cannot equal 5.

Hidden Bid: Every player records their bid on a piece of paper. When everyone has finished, bids are announced and recorded by the scorekeeper. This keeps the bids of each player unaffected by their competitor’s bids.

Secret Bidding: Each player writes their bid on a piece of paper. The bids are disclosed after the last trick is taken. Therefore, it is unclear during the round how many tricks each player would like to win.

Marching Through: If a player wins all the tricks in a round, he receives two points for each trick taken, instead of only one. This does not count in the last round where there is only one trick..
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