
Fig. 1 Played like this, the card on the right 

scores 20: 15 on the card, and 5 in contact. 

 
Fig. 2 Played like this, it scores 28: 15 on 

the card, five covered and eight in contact. 

 
Fig. 3 You cannot play like this because the 

covered segment matches but the far seg-

ment doesn’t match the adjacent card. 

 

 
Fig. 4 If you cover a segment you must do 

so with a whole segment (see Fig. 2). You 

cannot cover one segment with two as 

below, even if they both match. 

 
Fig. 5 This looks a bit odd, but it’s fine. 

Sometimes you can play tactically to block 

access to another segment. 

 

If you play a Playing Card you score 

points based on the value of the 

card played and those it is matched 

against. Score as follows: 

1. The value of the card 

2. The value of any segments of 

other cards it covers. 

3. The value of any segments in 

contact with your card. 

Playing Cards must match cards 

already on the table. 

For examples of play, see Fig. 1-5 

If you play an Action Card follow 

the instructions on it. 

SWITCH reverses the direction of 

play after your turn. 

PASS skips a player, even if it’s not 

your turn. Draw a replacement card. 

x2 is played instead of your turn, 

but then scores double for your 

Playing Card placement next turn. 

SWAP trades your hand with any 

other player. It leaves them short a 

card until the end of their next turn. 

Any segment which touches 

another card without covering it 

must match. If your card covers 

another card segment, it must 

match the covered segment, but it 

doesn’t need to match the rest of 

the card. 

Play continues until either every 

player in a round passes or all the 

cards have been played. Only points 

scored in play count. The cards left 

in hands count for nothing. The 

highest total score wins. 

No Dice Rules 

Shuffle all 60 cards together and 

deal each player seven cards. Place 

the remainder face down in a draw 

pile. 

Choose a player to begin. Play 

proceeds to the left. Any player can 

pass their go at any time, for 

example for tactical reasons or lack 

of cards to play. At the end of your 

turn, draw a card or cards to return 

your hand to seven. 

 

  

  


