


WELCOME TO MY LAIR! 
I’m Mr. Mustachio, underlord of all 
Nuts, and this is my sinister compadre, 
Catstachio. We’re here to train you in 
all the ways of world domination.

Are you a Visual Villain? 
WATCH THIS VIDEO:
www.gatwickgames.com/mrules
Then you’ll know for sure how to reach 
world domination.. and reading rules is 
not very SuperVillain-ish..

In the Box: 
1 Deck of 75 cards 
   – 4 sets of 15 Nut Cards numbered 1-15 
     (Red, Blue, Green, Yellow)
   – 12 Unique SuperVillain Cards
   – 3 Rules Card 

We love scheming...
...and mustaches. 
Always mustaches.

or scan here:
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The goal of this scheming card game is to achieve world dom-
ination by whatever means necessary (except corrupting the 
children of course). Mustachio is, as you might guess, a game 
of trickery (aka “trick-taking”). You achieve world domination 
through a combination of:

1. Correctly guessing the number of “tricks” your team will win 
per round. (Tricks explained later)
2. Capturing nutty point cards along the way.

Mission Setup: 
Choose teams of two players, choose a scorekeeper, and the 
first dealer. (Rules for playing individually have adjustments)
Evil Nut Teams: 
There are two players per team, and there can be up to three 
teams. Sit apart from your teammate as follows:

          4 players (teams 1, 2) and 6 players (1, 2, 3)  

Communication with your 
teammate is NOT allowed 
during play; it gives too great 
an advantage. For individual 
play, you may sit and commu-
nicate as you please.



SuperVillain Cards: Before dealing, choose 
1 of 2 ways to use SuperVillain Cards (cards 
with black border), either/or:
1. Before every round select 2 (or 1) cards and 
show them to all of the players. Mix them in 
the deck’s top half, so they will be dealt that 
round. This allows for more strategic game 
play. Select 2 new cards each round; remove last round’s.   

OR
2. Select and mix in 6 SuperVillain Cards for all 5 rounds. Or 
you may shuffle in all of SuperVillain Cards for more chaos. 

Deal Cards: Shuffle and deal cards to each player based on 
the number of players in the game (and the round): 
Round One: 2-5 Players - 9 Cards. 6 Players - 8 Cards

Rounds: The game consists of five rounds, and card dealing 
follows this pattern depending on the number of players: 9 
cards (or 8 cards for 6 players) in the first round, 7 (or 6) 
cards in the next, then 5 cards, then 6 (or 5), and lastly 8 (or 
7).  When a new round begins, the player to the left of the 
dealer becomes the new dealer.

Establish SuperVillain Color: Flip over the top card of the 
remaining shuffle pile. If a SuperVillain card is flipped over 
continue flipping until a nut card (white border) is flipped 
and the background color becomes the SuperVillain Color 
for the round. Leave this face up to remind players what the 
Color is for the round. At the start of following round, re-es-
tablish a new SuperVillain color (it can be the same color).

Bid For Tricks: Bid how many tricks each team will win. 
Rules explained in Bidding For Tricks.

Winner: The team (or Individual) with the highest total 
points at the end of the last round wins. 



Trick: When each player plays one card from their hand into 
the center of the table it makes a pile called a trick. Only one 
team can win a trick. 

Round: When you run out of cards in your hand, the round is 
over. Multiple rounds are played per game.

SuperVillain Color: This is the color that can beat any other 
color for the round. It’s picked at beginning of each round.

Trick Color: Every Trick has a “Color”. When the player that 
goes first lays down his/her card, the color on this card be-
comes the “Color” for the Trick (Red, Blue, Green, or Yellow).

Following Trick Color: When a player chooses the Trick Color, 
the rest of the players must follow with the same color, unless 
they don’t have that color in their hand. If they don’t have the 
color, they may place any color into the trick pile (including the 
SuperVillain Color). The highest card in the Trick Color wins 
the trick (unless a SuperVillain Color is played - in that case, 
the highest SuperVillain card played wins). 



Starting left of the dealer, going clockwise, a player announc-
es how many tricks they think they will win based on what’s 
in their hand. Each player successively announces their bid. 
For example, if a player bids 1 trick and their teammate bids 
3, the team must capture 4 tricks regardless of who captures 
them. The scorekeeper writes all of the bids down on the score 
sheet. Note: There is no penalty for missing your bid.

Bidding for Individual Play: When every player is ready to bid, 
the dealer leads the group in pounding their fists on the table 
three times in unison. As the third hit occurs, each player puts 
out a finger for each trick they hope to win. 

Blind Bidding: Before any cards are viewed, someone may 
announce they wish to blind bid, which means that the player 
may guess how many tricks he/she will win before looking at 
their cards (for team play, both teammates must agree to blind 
bid). The minimum bid for teams is 2 tricks. For individual play, 
the minimum is 1 trick. The teammates must decide together 
how many tricks they think they will win. If successful, the 
team receives 70 points instead of 35 for correctly guessing 
the bid (50 for Individual). If unsuccessful: Players do not 
receive any card points, but still may receive negative points.
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Basic Steps
1. Bid the number of expected tricks players will win.
2. Left of the dealer lays first card down. (Note: You may start 
with any color/card, including a SuperVillain card.)
3. Going clockwise, all players must lay down one card in the 
center area per trick.
4. Players must follow the Trick Color except in two cases:   
     A. They don’t have that Color, in which case they may play 
any card. 
     B. Have a SuperVillain card, which can be played any time, 
even if they have a card with the Trick Color.
5. After all players have laid one card, the trick is done.
6. The highest card with the starting Color wins unless the 
SuperVillain Color is played and then highest of that color wins 
the trick. In the case of a tie: If the highest number is tied for 
first (in the 
case of a 
SuperVillain 
Card) then 
the card that 
was played 
first wins the trick.
7. Once someone wins a trick, that player keeps the trick to 
remember their score at the end of round. 
8. The player that wins the trick starts the next trick, and may 
choose any color/card to play.
9. Once all cards are played, then the round is over, tally up 
points and reshuffle the cards and play the next round.  



SuperVillain Cards: 
These cards may be played during your turn 
without restrictions. When a SuperVillain card 
leads a trick, the following color decides the 
trick color to follow. A tie goes to the card that 
was played first. Each card has a number value 
indicated by the # sign below. Each of these cards do not have 
a specific color, instead each card follows the color of the Trick 
Color (Exception: Walnut).
A+Corn (#4) – When played, the lowest card wins regardless 
of Color, and SuperVillain Color is nullified for the duration of 
the trick. Tie goes to the card played last. Players still must 
play according to the leading color if they have it. If another 
SuperVillain card is played as well, use its number; points still 
count.
Butternut Squash (#11) – When this card is played, all of the 
current point cards in the trick are worth zero at the end of the 
game. Set this trick to one side so it is easy to remember at the 
end of the game.
Fire-Roasted Peanut (#10) – When this card is played, each 
player must pass a card to the left immediately. If played on 
the last trick of the round, it has no effect. This card is not 
worth points at the end of the game. 
Honeynut (#?) –  When played, the player adds 1 to the 
last card played to find the honeynut value. For example, if 
someone plays an 11 and it is followed by the Honeynut, then it 
represents a 12 for this trick. If this card is played as the first 
card in a trick the card is +1 of the last card played on the last 
trick.
Note: The card 
follows the Trick 
Color, so a SuperVil-
lain color still wins 
the trick.
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Health Nut (#11) –  2 types of Health Nut: -1 Trick and +1 Trick. 
When the +1 Health Nut 
is won, the card itself 
counts as a trick at 
the end of the round, 
and the trick itself still 
counts as 1 trick, so 
winning is a net of 2. If 
playing -1 Health Nut, the 
winner receives the trick but a - 1 trick card so winning is a net 
of zero tricks. If both cards are played on the same trick, they 
cancel each other out.
Hummmus (#6) – The player selects the new SuperVillain 
Color. If the player wants, he or she may choose SuperVil-
lain Color to stay the same. Immediately, SuperVillain Color 
switches for the current trick and also the very next trick (to-
taling 2 tricks with the new SuperVillain Color). After the two 
tricks, return back to the previous SuperVillain Color. 
Nutcase (#12) – When a player uses this card, there is no 
SuperVillain Color for two tricks starting with the current trick.
Nut Twins (#10) – Flip over the first card in the shuffle pile. 
If the card is the current SuperVillain Color or a SuperVillain 
card, subtract 5 points to the winner of the trick. If any other 
color is flipped over, add 5 points to the trick.
Pisst’achio (#9) – Negative 5 points goes to the winner of the 
trick. 
Pray-lene (#12) – Add 5 points to the winner of the trick. 
Walnut (#9) – This card always represents the SuperVillain 
Color, but can be played at any time. If Nutcase is
played, then the Walnut
becomes the trick color. 



Scoring:
After all the tricks have been won, the round is over. Count how 
many tricks were won, and total how many value cards and Su-
perVillain cards were captured. Do this after each round. Play 
all 5 rounds, and the game is over.

Point Structure:
+35 points for correctly capturing the 
exact number of tricks that your team 
bid. 
+10 points for each #15 value card 
captured
+5 points for each #10, and #5 value 
card captured
+2 points for each #1 card captured

Points for Playing Individually:
+25 points for correctly capturing the 
exact number of tricks that you bid.
+10 points for each #15 value card 
+5 points for each #14 value card
IMPORTANT: Disregard points for 
#10, #5, #1 cards.

The team with the most SuperVillain Points after the five 
rounds wins.

*In the case of a tie, play best of three games: rock, paper, scis-
sors; superVillain style.

Game Design: Wes Marriott
Art Design: Trent Gersbach, Brad Henderson, Wes Marriott
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For Card Counters: Players may deal all of the cards to make 
sure that every card is accounted for before reshuffling. For 
example, in a 4 player game - Deal 9 cards the first round, 
5 cards the second round, 4 cards the third round; always 
using the left over deck to deal new rounds. Then reshuffle 
and deal 6 and 7 cards for the final rounds. For 6 player the 
rounds follow 8, 4, 5,  6, and 7.

For More Point Cards: Before Shuffling, randomly select 3 
SuperVillain cards and place them with all cards numbering 
15, 10, and 5 in a pile to the side (Nut Deck) and shuffle the 
remaining cards. Split the shuffled deck and mix in the Nut 
Deck with the top half of the shuffled deck. Doing this allows 
for point value cards to be in play more often. 

For Low Player Count: If there are 4 players or less, you may 
consider taking out cards numbered 2 and 3 from each 
Color. Alternate Play: Try 2 teams of 3 players.
          
            Hi I’m Wes! 
When I was a kid I played thou-
sands of hours of competitive 
games with my 10 siblings, now I 
make those games, but my siblings 
are still just as competitive!

I’d love to talk to you if you have 
ANY questions or concerns!

Email me, and I’ll jump on the 
phone with you!

fun@gatwickgames.com



GOAT LORDS

The Golfing 
Dead

Knock Out Punch!

What Are
the Odds

It’s In The 
Bag

Dungeon Royale

www.gatwickgames.com

Check out our other games!

@gatwickgames


