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Under/Over 
The following game requires a standard deck of 52 playing cards.  

 

Players: 5-51 (only odd numbers of players may take part)  

Genre: Social Deduction 

Time: 10 mins 

 

Overview: 

Under/Over is a simple social deduction game where players must discover if their cards 

colour (or group) outnumbers or is outnumbered by that of the opposing group. As soon as a 

player makes this deduction they should declare their revolution, either by calling for the 

weaker group to “Rise Up” against their oppressors, or for the stronger group to “Crush 

Down” against their underlings. Provided you’re in the right group everything should be fine.  

 

Set Up: 

Select as many cards as there are players +1, split equally between red and black. Shuffle the 

cards and randomly return one to the deck, deal the remaining cards one to each player.  

 

Game Play: 

Players examine their cards and may show other players their cards as they choose. They 

should discuss their current position for as long as they wish then vote to “unmask” one 

player by a majority vote of pointing hands. If a player is selected they must play with their 

card revealed. Players are not forced to vote. Players may, at any time declare to “Rise Up” or 

“Crush Down”. If any player does so the game ends and all players reveal their cards. If 

“Rise Up” was declared all players on the side with the fewest members win, if “Crush Down” 

all players on the side with the most members win. If the player who declared either 

statement won, they double won. If players wish to play multiple rounds of Under/Over, and 

it is suggested they do, winning should count for 1 point, and double winning for 2.  
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Card Race 
 

The following game requires a standard deck of 52 playing cards.  

 

Players: 2-20  

Genre: Tactical Set Collection 

Time: 15-20 mins 

 

Overview: 

Cards are set up in a T shape and players direct the Route of play towards the King matching 

the suit of their Destination card.  

 

Set Up: 

Find the 4 Aces and Kings. Randomly select an Ace and place it face up on the table. Deal a 

column of 5 face down cards from the deck in line with the Ace, then randomly select and 

place a King either side of the 5
th

 card in the column face up followed by 2 face down cards 

from the deck, 1 outside of each King, then each remaining King outside of them. You should 

have a T shape with an Ace at the bottom and such that the cross bar reads King, blank, King, 

blank, King, blank, King. Shuffle the remaining Aces back into the deck. Deal each player 1 

“Destination” card and 1 or 2 “Route” cards, so long as there are enough cards remaining for 

all players to get an equal number.   

 

Game Play: 

The Active card will be the face up Ace until a card is played, at which point the Active card 

will always be the last card played. Start with the player with the lowest Route card (in the 

case of a tie the card matching the colour or suit and colour of the face up Ace starts). Players 

may either draw a card, if any are available, or play a card. To play a black card of a lower 

value than the Active card, a player places it to the left of the Active card. To play a red card 

of a lower value of the Active card, a player places it to the right of the Active card. To play a 

card of a higher or equal value to the Active card, a player places it in front of and in line 

with the Active card. Players may count Aces as high or low freely. Cards may be played on 

top of existing cards. If the player has a card 1 less than, equal to, or 1 greater than the card 

just played they may immediately play it. If not the next player to the left who can and wishes 

to play a card 1 less than, equal to or 1 greater than the Active card may do so and become 

the Active player. If no players can or wish to do so the next player to the left of the Active 

player becomes Active and draws or plays a card. Play continues until a card is played onto 

one of the Kings at which point all players with a “Destination” card of a suit matching that 

King win. If no “Destination” cards match continue to play. If the first card played is a Queen 

or a card passes the cross bar of the T, reset and replay the game. Replay until one player has 

won more times than any other player at which point they win.    
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Brittle Oaths 
 

The following game requires a standard deck of 52 playing cards and a set of blank tokens. 

 

Players: 4, 6, 8 or 12  

Genre: Social Tactical  

Time: 15-25 mins 

 

Overview: 

Players either invest in their team or in being able to keep their team’s wealth all for their 

own. Trust can be a shield or a weapon.   

 

Set Up: 

Split players into equal teams of at least 2. Give each player of a team a face up card of a 

matching suit to identify team members. Place a face up card relating to each suit used, face 

up in the table centre. Hand each player face down a card matching each other team’s suit. 

Place a pile of tokens in reach of all players.  

 

Game Play: 

All players take a token and place it under their left or right hand, then all reveal tokens. 

Tokens under right hands are placed on the centre card that matches their current team, 

tokens under left hands are placed in front of the player that revealed them. Next all players 

pick up all of their cards, select one and place it face down, then all players turn over their 

selected cards together. Any player may then pay any number of tokens in front of them in to 

the pool to force a player to swap their face up card with one of their face down cards. 

Players forced to do so may retain their current face up card by paying an equivalent number 

of tokens in front of them to the pool. Repeat this process 5 times, then divide all tokens on 

centre cards equally among all players with face up cards currently matching the centre cards, 

discarding odd tokens to the pool. All players with most or equal most tokens win, when 

playing multiple rounds keep a running total of each players’ end of game tokens. 
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Silent Crash 
 

The following game requires a standard deck of 52 playing cards and a set of blank tokens. 

 

Players: 3-42 

Genre: Social Deduction Betting 

Time: 15 mins 

 

Overview: 

Silent Crash requires players to bet on whether their card belongs to the group with the lowest 

unique number of members. In early rounds betting will be based almost entirely on luck and 

bluff but as the game goes on more chances to accumulate information will arise.  

 

Set Up: 

Select 1 Diamond, 2 Hearts, 3 Spades, and 4 Clubs of any value. Then add 1 card from each 

suit in sets of 4 until there are at least 4 more cards than players. Deal 1 card face down to 

each player then deal any remaining cards face down to the middle of the table. Share 50 

tokens equally amongst the players, any leftover form the pool.  

 

Game Play: 

Every player bets at least 1 token but may bet as many as they wish. Starting with a randomly 

determined player and passing left, players may either: 

Raise or lower their bet by 1 to a minimum of 1.  

Look at any 1 card. 

Swap any 2 cards. 

Each player takes as many turns doing so as the current count of rounds then the round ends 

and every player reveals their card. Total the number of cards belonging to each suit. Every 

player with a card belonging to a suit whose total is equal to that of at least 1 other suit 

immediately returns their bet to the pool. Players with a bet remaining whose card is of the 

suit with the lowest total wins their bet, all other players return their bets to the pool. All 

players who won their bet take turns claiming tokens from the pool until each has claimed 

tokens equal to their bet or no tokens remain. Any players with 0 tokens are eliminated, then 

start a new round. Continue for 5 rounds or until all but 1 player is eliminated then the player 

with the most tokens wins.    
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The Draft 
 

The following game requires a standard deck of 52 playing cards. 

 

Players: 2-8 

Genre: Card Drafting 

Time: 15 mins 

 

Overview: 

The Draft is a basic version of popular card drafting games, for anyone curious about how 

card drafting works.  

 

Set Up: 

Deal each player cards equal to twice the number of players. 

 

Game Play: 

Each player selects a card to keep and passes their remaining hand to the player on their left. 

Players may at any time play to the table sets or runs of at least 3 cards (sets are cards of the 

same value, runs are cards of sequential value), runs may contain a variety of suits. When any 

of the 4 Jacks, Queens or Kings are all face up, or no cards to hand over remain, the game 

immediately ends. Players score the face value of the highest value card in each set or run 

they played, highest score wins.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

http://www.manokentgames.com/


Games with Cards 
 

 

www.manokentgames.com © Glenn Ford 2018 

 

Built 
 

The following game requires a standard deck of 52 playing cards. 

 

Players: 2 

Genre: Deck Building 

Time: 15 mins 

 

Overview: 

A simple version of popular deck building games for any players curious about the genre.  

 

Set Up: 

Take all the Aces, 2s and both Jokers out of the pack. Split them by colour hand one set to 

each player facedown, this forms their deck. Deal 5 face up cards to the middle of the table. 

Each player draws 4 cards from their deck. 

 

Game Play: 

Cards cost their face value, picture cards cost 10. They pay the same, Jokers count as picture 

cards. Players take turns performing the following actions: 

Draw cards until you have a hand of 4 then discard any number of cards to either:  

- Remove 1 card in your hand from the game. 

- Place a face up card into your discard pile along with cards from you hand whose total 

pay value equals or exceeds its cost. 

- Remove 1 card face up from the game. 

The above may be performed any number of times in a player’s turn. As soon as a card leaves 

the face up area replace it. If a player were to draw a card when none are available, shuffle 

their discard pile and use it to form their draw deck. Continue until less than 4 face up cards 

remain then count the value of each player’s deck: Jokers score -5, Aces and 2s score 0, 3-9 

score 1, 10s and picture cards score 2.  

Special Cards: Jacks do not count towards your hand total of 4 when drawing. Queens score 

+1 for every 4 cards of their suit in their deck. Kings may pay the cost of every face up card 

of their suit at once.  
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Diplomatic Spread 
 

The following game requires a standard deck of 52 playing cards and a set of tokens in 3-5 

different colours or identifiers. 

 

Players: 3 or 5  

Genre: Asymmetrical Strategy   

Time: 30 mins 

 

Overview: 

In this game operating from a position of power is only useful if it is a position of 

overwhelming power. A weaker player taking careful opportunity and interrupting the plans 

of others can often win the game.  

 

Set Up: 

Find the 9 – King of any suit and deal 1 to each player, including 2 empty seats in a 3 player 

game. These cards should be face up at all times. During this game Jack = 11, Queen = 12 

and King = 13. Starting with the King and passing left, players may either team up with any 

card or pass. With 3 players only 1 player may pass and players may only team up with the 

cards of empty seats. With 5 players every second pass is forcibly teamed up with the 

previous pass. Teams may only consist of up to 2 players. Hand each player 1 token for each 

point of their card’s value. 

 

Game Play: 

Deal 9 face up cards to the table. Starting with the team with the most tokens going to the 

team with the least, teams place as many tokens as they wish on as many cards as they wish 

until each team has had a turn. Teams then designate 1 other team as an opponent in the same 

order. Wherever the tokens of 2 or more opponents are present remove them on a 1 for 1 

basis until those of only 1 team remain. Cards are then claimed by the team with the most 

tokens on them and tokens are returned to their players. Play 5 such rounds then total the 

scores of each team’s claimed cards.  

If 1 team’s score is greater than that of the other 2 teams combined they win, if not the team 

with the lowest score wins. If playing a series of games, if a team wins by highest score they 

gain 7 points, second scores 5 and last 1, if a team wins by lowest score they gain 5 points, 

and the other 2 teams score 2 points. The highest scoring player after an agreed number of 

rounds wins.    
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