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Game by: Ayelet Pnueli
Illustrations: Ari Ron
For 2 to 8 players, ages 5 and up.

Game content

100 fairytale game cards, each with different value:
0 (4 cards), 1-9 (10 of each), 10 (6 cards).

Aim of the game
Whoever reaches TEN as often as possible and has
collected the most cards by the end of the game, wins.

Game set-up

Shuffle the cards and then five each player three of
them to take | his hand.

Form a draw pole in the middle of the table from the
remaining cards.

Game Play
The first player begins. You play clockwise in turns. He
chooses one of his cards and plays it on the middle,
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thus creating the first value of the round.

The second player plays a card on the one that was
played and so forth.

Each time a player places a card on the middle pile, he
declared the pile value out loud and then takes a new
card from the draw pile so he always had three cards in
hand.

Whoever plays a card adds its value to the cards
already laid out — until TEN is reached or exceeded and
then the round ends and one of the players wins all the
cards in the pile.

Whoever reached the pile value TEN should “10” and
gets all the cards in the pile.

If the pile value is higher than TEN, the player before
him wins the cards.

After a winning round, the next player starts all over
again by placing a new card.

Special cases

1. When placing a 5 card one can choose to add or
subtract it from the pile value. However, the pile value
may never be less than zero or more than ten.

Note that this makes the 5 card a joker card that can be

placed at all times.

2. When a player places a card with the same value as
the top card on the pile, he can choose to maintain the
current pile value (not obligatory)
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3. When a player places a card that equals the
current pile value, he can choose to res the value of
the pile to zero (not obligatory).

4. Placing a “zero” card resets the value of the pile to
zero. If a player can use several rules in a certain
situation he can choose which one of the rules to use.

For example: if the pile starts with a 4 card, and the
next player also places a 4 card on top of this card,
there are 3 options:

1. He can decide that the new pile value it 8 (adding
the value of the cards as usual: 4+4=8)

2. He can decide that the new pile value is 4 (special
case no. 2: placing an identical card to the one of top
of the pile allows you to leave the pile value
unchanged).

3. Or, he can decide that the new pile value is zero
(special case no. 3: placing a card that equals the
current pile value allows you to reset the value of the
pile to zero).

Game End

The game ends when all of the cards from the draw
pile and also those on hand have been used up.

The cards that were left on the middle pile are not
counted.

The winner is the player who has won the most cards.





