
by: Sid Sackson 

Contents: 
10 Barter Cards 

45 Merchandise Cards 

4 Star Cards 

100 Jewels (20 each of 5 colors) 

1 Color Die 

1 Score Pad 

Preparation: 
Choose any two Barter Cards and place them 

face up on the table. Place the four Star Cards 
(which have only a single star on them) face up 
in four spaces beside the Barter Cards. Shuffle the 
Merchandise Cards and deal four stacks of five 
cards each. Place these stacks face up on the Star 
Cards. The remaining twenty-five Merchandise 
Cards are put aside to be used later in the game, 

One player is chosen to keep score. To determine 
the order of play, each player rolls the Color Die. 
For this purpose, the faces rank in the following 
order: Star, White, Blue, Green, Red, Yellow. The 
player with the highest roll plays first and play then 
rotates to the left. In case of a tie, players roll again. 

Play: 
On the first turn, each player rolls the Color Die 

and takes one Jewel of the color thrown. If the Star 
is thrown, one Jewel of any color may be taken. 

On subsequent turns a player may either throw 
the Color Die for a Jewel or make one trade. To 
make a trade, a player chooses one of the ten 
equations on the two Barter Cards. After announc­
ing the chosen equation, the player returns Jewels 
matching one side of the equation, and then takes 
Jewels matching the other side of the equation. 
(For example, a game is being played with Barter 
Cards 1 and 2 exposed. As a result of a roll of the 
die, the player takes a red Jewel. On the second 
turn that player may review all equations on Barter 
Cards 1 and 2 and, if he wishes, trade the red Jewel 
for two white Jewels; or trade the red Jewel for a 
blue, green, yellow, and white Jewel. As the game 
progresses, players may choose to reduce their 
number of Jewels by trading two white Jewels for 
one red Jewel, etc) 

Limit of Jewels: 
At the end of a turn, players may not have more 

than ten Jewels in their possession. During a turn, 
players may have more than ten Jewels providing 
that five are used to take a Merchandise Card 
(see TAKING ITEMS). 

If it is discovered that a player has more than 
ten Jewels after a turn, the number is reduced to 
ten by the player to his left, who chooses any of 
the Jewels and returns them to the treasury. 



Taking Items: 
When, after rolling the Color Die or trading, 

a player possesses five jewels that match the colors 
of one of the displayed Merchandise Cards, that 
player may, as part of his turn, purchase that 
Merchandise Card. He then returns those five 
Jewels to the treasury, takes the Merchandise Card 
(exposing the one below), and his score is recorded 
(see SCORING). 

On his turn, the player is not required to take 
a Merchandise Card (perhaps wishing to reduce 
his excess Jewels by trading in subsequent turns). 
However, if another player takes this Merchandise 
Card in the meantime, the first player has lost the 
opportunity. 

Scoring: 
The point value for taking a Merchandise Card 

depends on the number of Jewels the player has 
after he has returned the required five Jewels. For 
an ordinary Merchandise Card this varies from 1 
point with three or more Jewels remaining, to 5 
points with none remaining. Merchandise Cards 
marked with a star are more valuable, varying 
from 2 points to 8 points. 

When the five Merchandise Cards in one of 
the stacks are taken, a Star Card is exposed. After 
that, all ordinary Merchandise Cards are scored as 
if they had stars, and Merchandise Cards with stars 
are scored as shown under the column with two 
stars—from 3 points to 12 points. If, later in the 
game, another star is exposed, it is ignored. 

Adding Cards to the 
Merchandise Card Stacks: 

When the first stack of Merchandise Cards is 
depleted (exposing a Star Card), the remaining 
twenty-five Merchandise Cards are dealt into two 
stacks of eight cards each and one stack of nine 
cards. One stack is placed under the cards in each 
of the three active Merchandise Card stacks. 

Winning: 
The number of points required to win depends 

on the number of players: 

2 players — 50 points 
3 " —40 " 
4 " —30 " 
5 " —25 " 
6 " —20 " 

Optional: 
Experienced players may make the play more 

challenging by agreeing, in advance, to use one or 
both of the following variations: 

1) Three is the maximum number of Jewels a 
player can have remaining after taking a 
Merchandise Card. 

2) Players, on their turn, must always trade, 
EXCEPT when they don't have a Jewel or Jewels" 
to match either side of any of the ten equations. 

For One Player: 
As an interesting and instructive pastime, choose 

two Barter Cards and one Merchandise Card. Trade 
and/or roll the Color Die until the Merchandise 
Card is matched with no Jewels remaining. If 
desired, the player may count the number of turns 
it takes to accomplish this. 
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