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Number of players: 2-5 Age: 7+
The game contains 135 cards

Game Objective

The target of each player is to get rid of all the cards in their
possession. The first player to play all of the cards in their hand wins!

Starting the Game

Shuffle the deck of cards and deal out 25 cards to each player. Place the
rest of the cards in the center, facing down and use it as draw pile.

Every player places their pile of cards facedown, draws 6 cards from the
top and hides them from the other players.

Take 1 card from the main draw pile and place it in the center, this card
will start the game off. This card must be a numbered card, otherwise,
another card should be taken in its place and the wrong card returned
to the bottom of the pile.

Course of the Game
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the game begins with the youngest player and the order of turns
continues in a clockwise direction.

Each player in turn can get rid of one or more cards in their hand and
place on top of the pile that’s open in the center. In order to get rid of
a card, it must be a higher number or the same as the open card in the
center (does not have to be a consecutive number) or a special card.

If a player does not have a suitable card for tossing, they must draw a
card from the main draw pile, thus ending their turn.
After a player has disposed of their card or cards, they may then take

cards from their own pile and complete a hand of 6 cards.

Cards can be tossed according to the following rules:

1. The player can get rid of a single card

For example: if card number 4 is open, the player can
throw out a card that is higher than 4 or the same.

The main draw pile

2. The player can toss multiple cards that share the same number.

For example: The player can get rid of
multiple cards at the same time —
pairs, groups of three, groups of four
etc. on the condition that they are the
same or higher than the card in the
middle.

For example The main draw pile

3. The player can toss a sequence of cards that are in consecutive
order, the sequence must be made up of at least 3 cards.

For example: it is possible to toss a sequence of
number on the condition that the lowest number in
the sequence is higher or the same to the card in the
middle.
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4. Special cards can be tossed (further details coming)

Special Cards
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All cards that are not numbered are special cards. They can be used to
perform additional moves that can influence the course of the game
and with the correct use, they can bring victory to the player.

It is not possible to toss special cards (except for a joker card) with a
numbered card on the same turn.

Fire Card - when this card is placed on top of the
pile, the fire burns the cards that are underneath it,
thereby resetting the pile.

A player that uses this card can begin with any card
they choose (except for the reverse card). If a player
uses the fire card, they must start a new main pile
with a card/cards that they are holding. The player
————— that puts down this card is able to add more cards to
their hand until they reach 6 cards before starting a new main pile.
The "burnt" pile of cards must be moved to the side to be considered
"used cards". If required, the players can add the "burnt" cards to the
main pile.

If the fire card is the last remaining card held by the player, they can
play it but are forced to draw an additional card from the main pile
and can only play on their next turn. The possibility to start a new pile
is passed to the next player.

Reverse Card - once this card is put on top of the
main pile, the order gets reversed, from ascending to
descending order (and the opposite in the case of
another reverse card being placed beforehand).

For example: If a player puts this card on top of a
number "7" card the order of the cards changes to
descending order. In other words, the player after them
""" must put down a lower number card or a "7" card

and so on, until the pile resets itself (by the fire card or by special

action that will be detailed later on) or another player puts down the
reverse card and the cards return to ascending order. Once a player
places this card, they are not permitted to put down another.

Note: once the pile has been reset, there Is no possibility to start a new
pile from that card.

Robber Card - a player that uses this card gets the
ability to "rob" another player. The robber player is
allowed to get a look at all 6 cards of the player they
picked to rob and choose one card to take from said
player, and give them a card of their choosing from
their own hand. The robber is able to add more cards
to their hand until they reach 6 cards before giving
—————— away one of their cards. The player that used this card
must go through with this action and give away one of their cards. If
this card is the last remaining card held by the player they must place
the card on top of the main pile while it's their turn and take one of
the other players' cards without having to give away a card in return.

It is not possible to toss only 2 cards in a sequence, the
open card at the top of the main pile can not complete
a sequence of cards in the player's hand.

It not possible to toss a sequence that is made up
of both same number and consecutive.

Stop card - this card is used to prevent the next
player from taking their turn. In the case of more
than one stop cards, more players lose their turn to
play (according to the number of stop cards).

For example: If a player puts down 2 stop cards, the
next two players after they lose their turn to play in that
round.
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Joker Card - this card can take the place of any
numbered card (can not be used as any other special
card). A player that puts down this card declares
which number the joker represents.

Special Actions

14

Sticking - after a player puts down a card or more when it's their
turn, they must refill their hand from their personal pile to make a
total of 6 cards. If the card that is drawn is suitable to cards that have
just been put down, the player is allowed to swiftly "stick" the new
card onto the previous that was placed on the main pile (only if the
next player has not played yet).

For example: A player put down a number 4
card on the pile, pulled out a new card in
order to get to a 6-card hand and the card
pulled out is another number 4 card. In this
type of situation, the player can swiftly
"stick" the new card on top of the pile.

The main draw pile \/

Another example: A player put down a
sequence of 1,2,3 cards on the pile, pulled
out 3 new cards to get to a 6- card hand and
one of the cards pulled out is a number 4
card. Due to number 4 being the
continuation of the sequence the player can
"stick" the card swiftly on top of the pile.

The main draw pile ‘\/

Reset - Once three identical cards (or more) are placed on top of
each other they "reset" the pile (meaning this results the same action
as the "fire" card). The player that puts down the third identical card
resets the pile and starts it with a card of their choosing from their
own hand. This player is allowed to refill their hand to 6 cards before
starting the new pile. The player that resets the pile will always be the
one to start the new pile.

For example: Two number 4 cards are placed
on top of each other on the main pile, this
means the next number 4 card to be placed on
top will reset the pile (there is a possibility to
add more than one number 4 card in order to
reset the pile). The player that put down the
card will be the player to start the new pile.

The main draw pile\_/

In case of a sequence being placed (for example: 4,5,6) on top of the
two number 4 cards, it does not reset the pile regardless of a number
4 being above two other number 4's and the game continues to the
next player.

The player that resets the pile and by that finishing all of their cards
wins the game and does not need to start the pile with a new card
(unlike the "fire" card which forces the player that burned the pile to
put down the opening card). Now the right to start the pile goes to
next player. If a special card is in between same value number cards
there will be no reset taking place.

End of the Game

When one of the players disposes of all the cards in their possession,
they win the game!

At the end of the game, the players should shuffle the cards well, deal
a new pile to each player and get ready for another round.

Enjoy!




