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overview:

Welcome to Score Cards! Your goal in this game
is to score as many points as possible using-—

you guessed it—cards! Each of the cards score
differently based on the cards that are in play.

So the order you play them in, as well as the order
your opponent plays theirs, is the key to victory.
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Whatisonacard

Score 3 Points for
each AGREEN Card.
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NUMBER: When played to the table, this
is the number that cards refer to in the
Scoring Text.

COLOR/SUIT: Y[ A @ When played to the
table, the color may affect how this and other
cards score.

SCORING TEXT: This is the specific rule that
determines how this card scores points. In most
cases, this text will reference a category of other
cards in play face up on the table, and score
points based on the cards that fit that category.
We'll look more closely at this in the “Scoring
Explained” section.

This is used to look up extra details,
clarifications, and translations of the card. It has
no use during gameplay.
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Playing Score Cards

Begin each game by selecting a starting player. That player
shuffles the deck thoroughly and deals 5 cards to each player
for the first round, then places the rest of the deck face-down
in the center of the play area. Finally, the starting player turns
over the top card of the deck and places it face-up next to the
deck as the #¢&starting card (used for scoring). You are now
ready to play!

Play Area

PLAYING A ROUND:
Score Cards is played over the course of four rounds. In each
round players will play and score a total of 5 cards from their

hands.
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Beginning with the starting player, the player plays a

card from their hand to their display area and scores it
immediately. They then draw a new card from the deck to
their hand, ending their turn. The next player clockwise now
takes their turn.



« Remember, you always draw a card at the end of your
turn, even on your last turn of the round. You should have
5 cards in your hand at all times during the game.

- Additionally, to help keep track during the game, it is
recommended that players play their cards from left
to right, with the leftmost card being the first one you
played, and the rightmost being the last.

Once everyone has played and scored five cards, give five
Bonus Points to the player(s) who had the single highest score
for a played card this round. In the case of ties, award the
Bonus Points to all tied players.
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Add up the score for each Then erase the individual

player and record the total card scores for this round

Points on the round total. and proceed to the next.
BETWEEN ROUNDS:

Between each round, players KEEP the cards in their hand. Do
not shuffle them back into the deck. Instead, collect all cards
in all player’s display areas, as well as the #&Starting Card,
and shuffle those cards back into the deck. This is part of the
strategy, because players start each new round with the cards
they did not use from the previous round.

Once all of the displays have been cleared, the role of “starting
player” passes to the next player clockwise. The new starting
player begins the next round by turning over the top card of
the deck to reveal a new ##Starting Card, and then taking
their turn. a



ENDING THE GAME:
At the end of the four rounds, the player that scored the most
points is the winner! If tied, the tied player with the highest

single card score in round 4 wins. If still tied, it is a shared
victory.

Scoring & Strategy Explained

HERE'S A SUMMARY OF HOW IT WORKS:
@ Assoon as you play a card from your hand into your
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display areq, you score it immediately.

Use the scoring text on the card that you played to
determine how it will score points. When the text refers
to a “group”, that means the collection of cards in play
that share the feature designated in the text.

Cards “in play” include:

« All cards in your display
area (including the card
you just played).

« The #&Starting Card. ——

* All cards in ONE ———
opponent’s display area.

After determining the
total points scored by the
card played, record those
points on the Score Sheet
printed inside the box.




Scoring is the most important part of the game-it's in the
name, after all! Your goal is to play your cards in an order
that will score you the most points possible, and, hopefully,
minimize the points that your opponent can score.

The order that you play your cards is important because
once a card is in play, it can be considered for scoring on all
subsequent cards played, both yours and your opponents.
With this in mind, the decision of which card to play is a
balance between how many points a given card can score
right now, and how many points it may add to the scoring of
other cards in the future.

You are now ready to play your first game of Score Cards! Go
forth and score!



Variants and Team play

EXPLOSIVE SCORING! FOR 3- AND 4-PLAYERS:

This plays the same way as the Basic Game except that cards “in
play” include ALL cards in EVERY player’s display AND the
%Starting Card.

4-PLAYER PARTNERSHIP TEAM PLAY:

Score Cards can also be played with 4 players in a 2v2 format.
Partners sit opposite each other. The game will last 4 rounds with
each player being start player once.

Cards “in play” include YOUR cards and ALL the cards in one other
player's display areq, PLUS the #¢Starting Card.

Each player, at the end of their turn, may pass 1 card to their
partner who looks at it then passes 1 card back. (The card passed
back can be the same card or one from their hand.)

4-PLAYER TOURNAMENT ROUND ROBIN:

Score Cards plays great in a tournament setting! A four-player
game can be played using a Round Robin format, with all four
players playing each other player twice in two-player games.

Keep track of all Score totals for each game, and add them up for
each player at the end.

Then, determine the top two players using total Points earned
(with ties being broken by highest individual card play, and
then highest total score if still tied) and have them play in a
championship game. You can also have a consolation game
between the bottom two.

We recommend using a separate 50 card deck (complete
game) for each two-player game rather than sharing a single
deck between them.
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