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It’s not just a game...
It’s lots of games!

Call it a game system. 4D™ Playing
Cards can be used to play hundreds of
different games. In this way, they are
like a regular deck of cards. The regu-
lar deck of cards, which can also be
regarded as a game system, are so well
known and standard throughout the
world that they don’t even have a name
other than “deck of cards.” 4D™ Play-
ing Cards, however, are fundamentally
different.

Let’s compare the two sets of cards.
The traditional deck contains 52 cards,
each card displaying two distinct at-
tributes. Those attributes are suit and
number. Hearts, clubs, spades and dia-
monds are called the suits, and each
card in the deck bears the symbol for
one of the four suits. The numbers in
the traditional deck are 2 – 10, and also
ace, king, queen and jack, normally
representing the numbers 1, 13, 12 and
11. Every possible combination of one
suit and one number is represented by
one card in the deck. Thirteen numbers
in four suits gives the total of fifty-two.

Now let’s look at the 4D™ deck of
cards. Each card displays four distinct
attributes! (Don’t panic, the cards are
quite easy to get used to.) The four at-
tributes are color, shade, pattern, and
shape. As in the traditional deck, every
possible combination is represented by
one card in the deck.

There are exactly three colors, three
shades, three patterns, and three
shapes, so the number of possible com-
binations equals 3 X 3 X 3 X 3 or eighty-

one cards. You can see the symbols of
all the cards in the illustration, The 4D™
Playing Cards Symbols. Each symbol
represents one color, one shade, one
pattern and one shape in a compact
and easy-to-read fashion. The shapes
contain alternating bands of color and
shade, and the bands themselves form
the patterns. A special feature of 4D™
Playing Cards is the use of differing
outlines of the card symbols that cor-
respond to the three colors. This is in-
tended to make the games enjoyable
by everyone, including people who may
sometimes have difficulty distinguish-
ing colors. So-called colorblindness
actually refers to a number of different
conditions with different symptoms. It’s
more common than most people think.

There are fourteen completely differ-
ent games in this book, and many ad-
ditional variations. The “hundreds of
games” mentioned above remain for
now in the future. Consider, after all,
that traditional card games have had
at least a thousand years to evolve!

Values Displayed on the Cards

The word value is used in this book
to mean a particular color, shade, pat-
tern or shape. The possible values for
the attribute of color are blue, red and
green. For the attribute of shade, they
are white, black and gray. For the at-
tribute of pattern, they are stripe, zig-
zag, and wavy, and for the attribute of
shape they are square, triangle, and
circle.



Names of the Cards

A card is named by listing the four
values displayed on it. The order they
are listed makes no difference, but us-
ing the same order consistently is help-
ful. In this book, the cards are named
in the order of color, shade, pattern, and
shape, for instance, “blue, black, stripe,
square”. Using the abbreviations
shown below, this card is written Bb=S.
Note that capital B means blue, while
lower case b means black. Also, capi-
tal G means green, while lower case g
means gray.

Special Sets of Cards

In the various games some special
sets of cards play a role. Here are their
definitions. They won’t all be needed
for every game.

A triple-flush is a set of cards where
three attributes show the same value
on all of the cards. The fourth attribute
will be different. A triple-flush may be a
triple-flush pair or a three-card triple-
flush. There are 108 different three-card
triple-flushes.

A double-flush is a set of cards where
at least two attributes show the same
value on all of the cards. A double-flush
may contain up to nine cards. There are
54 different nine-card double-flushes.

A single-flush is a set of cards where
at least one attribute shows the same
value on all of the cards.

A nada is a set of three cards where
all four attributes show different values
on all three cards. All twelve of the pos-
sible values will be represented in the
three-card set. There are 216 different
nadas.

Attribute    Value Abbreviation

                    Blue  B

Color       Green  G

                    Red  R

      Black  b

Shade       Gray  g

                   White  w

     Stripe  =

Pattern      Wavy  ~

                 Zigzag  z

   Square  S

Shape         Circle  C

Triangle  T



General Rules for Card Games

General rules are the same as with
regular card games. The cards should
be shuffled every time before they are
dealt. Shuffling means mixing the cards
so that their order is unpredictable. Any
method may be used to achieve this.
Dealing is done by giving one card to
each player at the table in turn, begin-
ning with the player on the dealer’s left,
until the players have the number of
cards stipulated by the rules of the
game. After the deal is complete, the
player on the dealer’s left is the first to
have a turn, and players take turns
clockwise around the table.After a hand
(the session of play following each new
deal) is over, the player on the dealer’s
left becomes the next dealer.

The player to deal first in a game is
decided by chance. The traditional
method of drawing a high or low card
doesn’t work with 4D™ Playing Cards,
because 4D™ Playing Cards have no
numbers. One way to do it is for any
player to shuffle the cards, turn one card
up, and deal the cards in the normal
fashion until a player receives a card
with three values in common with the
turned up card. That player becomes
the dealer.



Game Chart
Game Page Number

of players
Time to play Object of the game

Matrix 7 1 to
unlimited

15-25
min./hand

Align like values in a grid.

Squares 10 2 to
unlimited

15-25
min./hand

Maximize triple-flush pairs in

rows and columns.

Zodiac 12 2 to 8 you decide Get all twelve values witho ut

four of any one.

Matches 14 2 to 5 30-50
min./game

Match values of the last card
played.

4D 500
Rummy

15 2 to 5 30-50
min./game

Assemble triple-flushes and

double-flushes.

Secret Card 18 2 to 8 5-10 min./hand Guess your own secret card,

based on clues.

Good
Riddance

21 2 to 5 quite variable Play all your cards on the

discard pile.

Nada, Nada,
Nada

22 2 to 5 20-
30min./hand

Form three nada in your hand.

Eighty-one 24 one 20-
30min./hand

All the cards in each column

must share one value.

DNA 25 one 40-50
min./game

Make chains of triple-flush

pairs.

Cross-
purposes

28 two 15-30
min./game

Align like values in your

columns, block your

opponent.

4D Poker 30 2 to 7 you decide Obtain a higher-ranking set of

cards than your opponent.

Tiles 34 2 to 5 15-25
min./hand

Play cards in a special array
shared by all players.

Challenge
Cipher

36 2 to 4 30-50
min./game

Form sets whose value-
sharing pattern can’t be
matched.



Matrix
Matrix can be played solitaire or by
an unlimited number of players
time to play: 15-25 min./hand

Three by Three Matrix Soli-
taire

Deal yourself nine cards. Arrange
them into three rows and three columns
so that every row and every column is
a single flush. (A single flush is a set of
cards that all have at least one value
in common.)

That’s all there is to it, except that
some sets of cards are impossible to
solve. Giving up is definitely allowed!
Advanced players should be able to
prove that a set is unsolvable.

Other Rectangular Matrix
Solitaires

Four by Four, and Five by Five are
exactly the same game as Three by
Three Matrix, but with 16 and 25 cards
instead of nine. The versions are all
interesting and each different from the
others. Squares larger than 5x5 be-
come boring. Rectangles of 3x4, 3x5,
and 4x5, are good.

Challenge Matrix (2 to 6
players)

Each player is dealt 12 cards. From
these cards, choose nine to pass to
another player to solve. During the first
hand, pass to the player on your left.
On the next hand, pass to the second
player on your left, and so on, until you
have passed to each player except
yourself. The cards are passed face
down, and may not be looked at until
all players have their cards and the
word “Go” is given. Then the race be-
gins to solve the squares. When you
finish your square, or decide it is im-
possible, announce it immediately (for
the purposes of this game, declaring
that your square is impossible is one
way of solving it). First place receives
a score equal to the number of play-
ers, second place gets one less, and
so on. Last place gets a score of one.

When the hand is over the squares
are checked for accuracy. If there is an
impossible square, the player who has
it may explain why it is impossible, but
is not required to. The other players are
entitled to try to find a solution if they
doubt the square’s impossibility. A time
limit for this procedure can be agreed

This set of nine cards has
been solved in the game of
Three by Three Matrix. The
rows have zigzag, triangle,
and stripe. The columns
have red, green and blue.



upon before the game. If any square is
found to be not really solved, or if a
solution is found for a supposedly im-
possible square, the scores of the play-
ers do not change, but the player mak-
ing the error subtracts his or her score
instead of adding it. A game is played
for an agreed-upon number of rounds
(a round is the number of hands it takes
until players have passed to all their
different opponents). High score wins.

Variations: The number of cards dealt
to each player can be changed. The
game can also be played with different
sized squares and rectangles. Each
dealer may be allowed to determine the
type of game to be played.

MAT (Matrix Aptitude Test),
Simultaneous

For this game, the number of players
is unlimited. Every player receives the
same set of cards to solve. You need
to have one deck of cards for each
player. Someone not participating in the
game (the proctor) should prepare the
sets. Any size square or rectangle may
be used. The proctor selects the iden-
tical cards from each deck, and distrib-
utes the sets face down to each player.
At the word “Go,” the players begin and
a timer is started. Players raise their
hands either when they have solved the
puzzle, or decided its impossibility, and
the time elapsed (in seconds) is en-
tered on a score sheet with the player’s
name. The proctor checks the solution.
After ten minutes (or some other
agreed-upon time) the timer is stopped,
and players who haven’t finished re-
ceive that score (for ten minutes, 600).
After playing an agreed-upon number
of different sets, the low total wins.

The players and proctor need to ob-

serve the following rules, so that no
clues are given to other players: 1) The
players cannot be allowed to see the
other players’ progress or solutions. 2)
No talking – if you want to declare im-
possibility, simply raise your hand that
you are finished. The proctor will make
a note that the puzzle is unsolved.  3)
The proctor should make no comment
or indication when checking the solu-
tions, until all players are done. 4) Play-
ers should not disturb their matrixes
until the proctor says to.

If you want to eliminate the need for
a proctor, get one additional deck of
4D™Playing Cards. From that deck
deal the number of cards for the size
matrix you want, face down. The play-
ers may wish to spread out their decks,
so they can find the matching cards
quickly. Set the timer, turn up the cards,
and begin.

Note: Any unsolved matrix that is
claimed to be finished will be treated
as if it were declared to be impossible.

MAT, Successive
Using one deck, up to nine players

can play this game. Deal each player
nine cards. After all players have fin-
ished solving their set, and their times
recorded, the same sets are passed to
the next player. Play until every player
has had every set. To avoid having a
proctor, the players need to write down
the configuration of their solutions, us-
ing the abbreviations on page one.
When you complete and sign your writ-
ten solution, write the number of sec-
onds elapsed on the same paper. If you
are declaring impossibility, you must
still write down the card names in a
rectangular array, but substitute the
word “No” for one of them. After ten



minutes (or some other agreed-upon
time) the timer is stopped, and players
who haven’t finished receive that score
(for ten minutes, 600). The written so-
lutions are kept secret until the round
is over, that is, when all players have
solved every set. Then players should
check each other’s work. Solutions in
error receive the maximum score for a
set (again, based on the time limit per
set). Low score wins.

This set can be shown to be
impossible. Every card in a
solved set is a member of
one row and one column.
There are less than three
cards in the whole set that
display circle or stripe, so
Gb=C must be a member of
a green and/or black rows
or columns. There are ex-
actly three cards displaying
green and three cards dis-
playing black in the whole
set. GbzS displays both. It
can’t possibly be in the
same row AND the same
column as Gb=C.



Squares
two or three players with one deck of
4D™ Playing Cards. If you have
multiple decks, the number of players
is unlimited.
time to play: 15-25 min./hand

Each player arranges sixteen cards,
one at a time, into four rows and four
columns, to obtain the highest possible
score. The score is determined at the
end of the hand, by totaling the triple-
flush pairs contained in each row and
each column.

Before playing, divide the deck into
three portions of 27 cards by separat-
ing the three values of shade. Place all
the cards displaying white in one group,
all the cards with gray in another, and
all the cards with black in the third.  Each
player is given one of the sets of 27
cards.  One player is chosen to be the
picker.

The picker shuffles his or her cards,
places them face down, and draws the

top card. The other players spread their
cards face up so they can easily locate
their card that corresponds to the card
the picker draws. The only values that
will be different on corresponding cards
will be the shades. For example, if the
picker draws the blue, white, wavy, tri-
angle card (Bw~T), The corresponding
cards are the blue, gray, wavy, triangle
card (Bg~ T) and the blue, black, wavy,
triangle card (Bb~ T). All the players
place their card face up in front of them.

The picker then draws another card,
and the other players find their corre-
sponding card. All players put this card
face up in front of them, as well. The
placement of this card in relation to the
first card is important.  It may be placed
in the same row as the first card, in the
same column, or neither. If it is placed
in neither the row nor column, it should
be placed diagonally from the first card.
This way it’s easy to tell which row and
column it is in. It is not important to de-
termine in advance the locations of all
the rows and columns. Rows and col-

In this hand of Squares Alfie and Betty have both just placed their ninth
card. The number of triple-flush pairs is shown for each row and column.
So far Alfie’s total is 6 and Betty’s is 7.



At the end of the hand, Alfie and Betty are tied at 19 points.

umns may be added above or below,
and to the right or left, as needed for
the cards to be played. However, four
is the maximum number of rows or
columns that can be formed. Once a
card is played, it cannot be moved. The
picker continues drawing cards, one at
a time, and the players fill in their ar-
ray.

When the sixteenth card is picked,
the players will place their card in the
last remaining spot in their four rows
and columns, and count the scores.
Each player in turn counts out the triple-
flush pairs, while pointing them out.
This is done systematically, first the
rows, one at a time, from top to bot-
tom, and then the columns, one at a
time, from left to right. Only the triple-
flush pairs that are contained in a single
row or a single column are counted. A
card can be part of several triple-flush
pairs. All should be counted. The total
number of triple-flush pairs counted is
the player’s score for that hand.

Write down the scores on a score
sheet. Play four hands, keeping a run-
ning total after each hand. High score
wins.

Variations:
You may play more hands, or agree

on a score to play to. The score per
hand is apt to be in the 15-25 range.

Miseré: In this version, the object of
the game is to obtain the lowest score!
The scoring and play are identical to
the regular game.

With a larger group of players and
enough decks of 4D™ Playing Cards,
individual hands may be played for
prizes, or a pot. In case of ties, the play-
ers tied for high score can divide the
winnings, or else those winnings can
be added to the next pot, and only col-
lected when there is a single winner.
Prizes could also be divided between
the high and low score.



Zodiac
two to eight players
time to play: 5 - 10 min./hand  Players
decide in advance what time the
game will end.

The object of the game is to obtain a
set of cards containing all twelve val-
ues displayed on 4D™ playing cards,
or as close to it as possible, without
having more than three of any single
value.

Setting Up For Playing Zodiac

Zodiac is a betting game. Before be-
ginning the game, divide the poker
chips or coins evenly among the play-
ers. Decide upon a betting limit. If each
player receives 100 chips or cents,
make the limit five. Also decide on a
time to quit playing. Whoever has the
most chips at that time is the winner.

All bets are made against the dealer.
The player to deal first is decided by
chance (see pg. 3). The dealer sets the
amount of chips in the bank by sepa-
rating part of his or her chips from the
rest. The dealer doesn’t have to pay
bets that are in excess of the amount
in the bank. However, the chips won
by the dealer must be added to the
bank. When the deal passes to another
player the dealer keeps any chips that
are in the bank, and the next dealer
forms a new bank.

The Play

Before dealing, the dealer takes the
top card of the deck, shows it to all the
players, and places it on the bottom of
the deck, face up. Deal each player,
including the dealer, two cards face up,
then one card face down. Starting with
the player on the dealer’s left, the play-

ers look at their own face down card
and place a bet. You may bet any num-
ber of chips from one chip up to the
betting limit. You must bet at least one
chip. You are betting that your final hand
will beat the dealer’s. The dealer does
not bet, but will either collect or pay the
bets the other players made.

After the betting is over, the player on
the dealer’s left begins the play. Each
player in turn plays out his or her hand,
the dealer last. When it is your turn you
must decide whether to stand, keeping
the cards you have as your final hand,
or ask the dealer to add one more card,
face up. Additional cards may be de-
manded, one at a time, face up, until
you decide to stand, or you bust, by
acquiring four of any single value. If you
bust, you immediately pay your bet to
the dealer.

After the dealer has played, the face
down cards are revealed, and the bets
settled. The best hand you can have
has all twelve values in it (but not more
than three of any particular one). This
hand is called a zodiac. The dealer pays
you the amount of your bet if your hand
is closer to a zodiac than hers or his. If
the dealer is closer to a zodiac, or you
are tied, you pay your bet to the dealer.
The dealer collects the cards and
places them on the bottom of the deck.

The deal does not pass to the next
player in Zodiac. The same player con-
tinues to deal, without reshuffling, until
one of two things happens. If the bank
is used up, the player who won the last
of it becomes the next dealer. Also, if
you bet the maximum number of chips



Alfie dealt Betty the two face up cards and the face down card.
After placing her bet, she demanded a card and got RwzC. At
that time she had no more than two of any single value. She
demanded another card and got BbzT. Evaluating her hand, she
finds she has all three colors, all three shades, two patterns, and
two shapes. She lacks the values square and stripe. She is “down
two,” meaning she is two values short of a zodiac (all twelve
values). Betty also notes that she now has three triangle and
three zigzag, so if she demands another card and it’s either tri-
angle or zigzag, she will be busted, and lose her bet. Betty could
stand with the cards she has, hoping the dealer ends up with a
worse hand, or she might choose instead to take the risk and
demand another card in hopes of improving her hand.

allowed (the betting limit that was set
before the game), and win, you become
the dealer. If more than one player does
this, the one closest on the dealer’s left
becomes the dealer. The cards are
shuffled whenever there is a new
dealer, or when the deck has been
gone through once (the dealer will find
the face up card that was put on the
bottom at the beginning of the deal).

Variations:
Variation 1: If two hands are tied, and

they do not have the same number of
cards, the hand having fewer cards
wins.

Variation 2: If any player, besides the
dealer, receives a zodiac in the first
three cards dealt (a nada), the dealer
pays the player twice the maximum bet.
The player becomes the next dealer
after the other hands are played out.



Matches

Alfie dealt. Betty can get 2 points by play-
ing Gb=S. It’s her highest possible score
for her first play. She can see that Alfie
would then be able to play Gw~S for 2
points (she can’t see Bw=T, Alfie’s face
down card). Then Betty could play Bw~S
for 3 points, and Alfie could answer with
Rw~S for 3 points. Neither player will be
ahead. Of course, both players will re-
ceive a new card on each play, so there
will be other possibilities. It’s not clear that
Gb=S is necessarily Betty’s best first
move. The fact that it is her highest scor-
ing play for that turn doesn’t mean it will
give her the best score in the long run,
compared to Alfie.

two to five players
time to play: 30-50 min./game

Score points by playing cards that
have matching values with the top card
of the pile.

Deal three cards face up in front of
each player, then one face down card.
Place the remainder of the deck face
down in the middle of the table to form
the stock. Turn one card face up and
place it beside the stock. This card and
those placed on top of it are called the
pile. The player to the dealer’s left be-
gins by playing one card on top of the
pile. You may play one of your face-up
cards or the one in your hand (the card
you were dealt face down). Score one
point for each value on the card played
that matches a value on the previous
top card of the pile. This score will be
zero, one, two, or three. Register the
score using whatever method has been
decided on (see below). Then draw one

card from the stock. If the card you
played was the card in your hand, the
new card becomes your hand.  If you
played a face up card, choose which
card to turn face up (either the card in
your hand or the card you drew). After
your turn, there must be three cards
face up in front of you and one in your
hand. When playing a card, it should
momentarily be held so that both it and
the card it is being played on can be
seen together, before covering the card
below. Your opponent is entitled to
double-check the count of matching
values before the next turn.

The game may be played to 61 or
121. A cribbage board is an ideal way
to keep a running total of the score. You
can also draw a racetrack on paper (a
pathway divided into segments), and
move counters around it to keep score.
With two counters for each player, they
can be leapfrogged (This is how the
pegs of a cribbage board are used. It
helps prevent errors in counting). An-
other fairly easy way is to use hash
marks.



4D™ 500 Rummy
two to five players
time to play: 30-50 min./game

As in traditional 500 Rummy, you
score points by laying down (melding)
sets of cards.

The Deal

Deal seven cards to each player, ten
cards if there are only two players.
Place the remainder of the deck face
down in the middle of the table. This is
the stock. Turn one card face up and
place it beside the stock. This is the
discard pile. On each turn you follow
the same procedure: 1) pick up a card
or cards from the stock or the discard
pile, 2) meld one or more sets of cards
by laying them on the table face up in
front of you (this is optional), and 3) dis-
card one card face up on top of the dis-
card pile, overlapping it so all the cards
can be read.

Picking Cards

When picking a card you may take the
top card of the stock or  the top card of
the discard pile or  any other card in the
discard pile. If you take a card from the
discard pile other than the top one, you
must play it immediately by melding it
and you must also take all the cards on
top of it.

Melding

There are three kinds of melds that
can be made in 4D™ 500 Rummy,
three-card triple-flushes, double-flushes
of four or more cards, and additions to
double-flushes (see pg. 1-2). Melds
may be made only during your turn,
before discarding. To make a meld, the
three-card triple-flush or the double-
flush of four or more is placed in front

of the player, face up. Any player may
add more cards to a double-flush on
future turns. You may also add to the
double-flush of another player. To do
so, place the card (or cards) in front of
you, and announce which double-flush
it goes with.  If you are adding to your
own double-flush meld, just place the
card or cards with the others. You may
make any number of melds on your
turn. You do not have to make any
melds just because you are able to.

Discarding

At the end of your turn, you must dis-
card one card. You may choose any
card in your hand. Place it on top of the
discard pile, overlapping the previous
top card so the symbol of each card
can be seen. The player on your left
then takes a turn.

Calling Rummy

If a card is discarded that could have
been played as an addition to a double-
flush, then any player may call out
“Rummy!” and play the card for them-
selves. If more than one player call
rummy at the same time, the one clos-
est to the left of the player who dis-
carded gets it. Afterwards, the player
who normally would have had the next
turn proceeds as usual.

Going Out

The hand ends when a player dis-
cards and has no cards left (called go-
ing out). You are not allowed to make
a meld that leaves no cards in your
hand. A discard must always be made.
Sometimes the entire deck may be
used up before any player goes out.  If
this happens, the hand ends after the



last card of the stock is taken and the
turn completed. When the hand is over,
each player’s melds are scored and
added together.  Cards that remain in
your hand count five points each
against you, which are subtracted from
your score.

Melds are scored as follows:
Three-card Triple-flush: 30

Double-flush of four cards: 10

Double-flush of five cards: 20

Double-flush of six cards: 30

Double-flush of seven cards: 60

Double-flush of eight cards:    120

Double-flush of nine cards:     240

Any card played on another player’s

double-flush: 5

The scores are entered on a score
sheet. The player to the dealer’s left
deals the next hand. When a player’s

score reaches 500 or more, that
player wins.  If more than one player
score 500 or more at the same time,
the player with the highest score
wins.



Several turns previous to the position shown, Alfie picked up the
entire discard pile to get one of the cards he played in his four-card
double-flush meld. He also hoped to get a high score by completing
other melds in future turns, using the many cards he acquired. This,
however, is not to be. Betty has just drawn BwzC from the stock.
She will use it in a blue/zigzag four-card double-flush meld, allowing
her to go out by discarding Bb=T. Betty will score 10 points for the
four-card double-flush and 30 points for her triple-flush, giving her a
total of 40 points for this hand. Alfie scores 10 points for his four-
card double-flush, but must subtract 55 points for the eleven cards
left in his hand giving him a total of minus 45 points for the hand.



two to eight players
time to play: 5 to 10 min./hand

Each player tries to guess his or her
own secret card, based on clues.

Easy Secret Card - for two
players

Deal one card to each player face
down. These are the secret cards.
Make sure your opponent can’t see
what this card is! Both players will try
to name the card the other player has.
All 81 cards in the 4D™ Playing Card
deck can be named by saying the color,
shade, pattern, and shape of the card.
Before you can guess your card, you
will need some clues.

Place the deck face down on the table
and turn the top card face up beside it.
This is the first clue card. Now each
player announces a clue for the other
player’s secret card. To do this, look at
the card you were dealt (the other
player’s secret card), and reveal how
many of the values displayed on the
card are identical to the values on the
clue card. It must not be told what the
values are, but only how many values
are the same on both cards. The num-
ber will be zero, one, two, or three. It’s
important to count the matching values
carefully to be sure the number given
is correct. Your opponent places that
many markers (counters, chips, pen-
nies, or whatever) next to the clue card
on his or her side. When both players
have announced the clue for the other
player’s hidden card and placed the
markers signifying the clues they were
given, another card is taken from the
top of the deck and placed face up be-
side the first clue card. Again, the play-

ers reveal how many values match, and
place markers next to the second clue
card.

If you think you know the identity of
your hidden card, you may name a card
now. Say the color, shade, pattern, and
shape you believe the card to be. Your
opponent responds by turning your hid-
den card face up if you name all four
values of the card correctly, or by say-
ing, “That’s not correct.” No other infor-
mation may be given. If you don’t want
to guess yet, you may pass.

After both players have guessed once
or passed, turn up another clue card.
State the number of matching values
for this card, and place the markers, as
before. Again each player may name a
card, or pass. Only one guess is al-
lowed for each card turned up.

Continue following the same proce-
dure with additional clue cards until one
player correctly names his or her se-
cret card. If the other player hasn’t
made a guess yet since the last clue
card was turned up, one guess may be
made now. Players score one point for
naming their card correctly, and the
cards are reshuffled and a new hand
begun.

A game may be played to five or any
agreed upon number, or just play with-
out keeping score.

Easy Secret Card - for more
than two players

In Secret Card for more than two play-
ers, each player is dealt the secret card
for one of the other players. If there are
three players, it belongs to the player
on your left. If four or more, it belongs

Secret Card



to the second player on your left. After
a clue card is turned up, each player in
turn receives his or her clues from the
player who holds their secret card.

With more than two players it isn’t
practical to place the clue markers next
to the clue cards they refer to. Instead,
the players keep their clues in front of
them. This may be done with pencil and
paper, each player writing down the
clues (0,1,2,or 3) in the same order as
the clue cards. If markers are preferred,
special markers (such as dimes to be
distinguished from pennies) are needed
to denote a zero, or else the players
may have boxes drawn on paper to
correspond to the clue cards so that a

blank box denotes a zero.

If two or more players reach the win-
ning score at the same time, the play-
ers who are tied play additional rounds,
eliminating any who fall behind, until
one player holds the high score.

Competitive Secret Card
First become familiar with Easy Se-

cret Card, above. In the more competi-
tive version of Secret Card, incorrect
guesses carry a heavy penalty, and a
three-minute timer is used to limit the
time the players have to make their
deductions. Any three-minute egg timer

Alfie can deduce his secret card
as follows. The values of clue
cards Bw~T and BwzT are all the
same except the patterns. Be-
cause Alfie’s clues for both are
equal, the pattern of Alfie’s secret
card must be neither wavy nor zig-
zag, so it is stripe. Alfie’s clues for
the clue cards Gg=S and Bb=C are
both one. Knowing the pattern is
stripe, his secret card can’t display
any of the other values on these
two cards. His secret card is not
green or blue, not square or circle,
and not gray or black. The prob-
lem is solved.
Betty, on the other hand, has a
tougher problem. She also knows
the pattern of her secret card. It is
wavy, because she has the clue
of two for Bw~T and only one for
BwzT. But this doesn’t lead to fur-
ther conclusions as easily as for
Alfie. There are actually two 4D™
Playing Cards that satisfy the clues
Betty has, Gb~T and Gw~C. If

Betty deduces this, and she believes
Alfie will not make an error in naming
his card, she should make a guess of
one of the two cards. Practically,
though, Betty may not have time to go
through the fairly lengthy deduction pro-
cess required to narrow the possibili-
ties to two. Even if a timer is not used,
it is an unwritten rule that you shouldn’t
take forever on a turn. If you do, no one
will want to play!



will do. Deal one card to each player
and turn up a clue card. The player on
the dealer’s left receives the first clue
from the player who holds his or her
secret card, and places markers or
writes down the clue, depending on
which method is being used in the
game. When all the players have re-
ceived a clue, another card is turned
up beside the first clue card, and clues
are given for that card, as well.

The player on the dealer’s left then
has three choices - to announce the
intention to name the secret card, to
have the timer set, or to pass. If you
can’t decide at once which to do, the
timer must be set. If you pass, the next
player has the same choices. If all play-
ers pass, another clue card is turned
up, and the same process repeated. If
any player requires the timer to be set,
the dealer does so. Any player may
announce the intention to name their
secret card any time before the timer
runs out. If no one does, another clue
card is turned up.

As soon as any player announces the
intention to name their secret card, the
timer is set, and the other players must
decide whether to name their cards.
You must announce the intention to
name your card before the timer runs
out. If you don’t make the announce-
ment in time, you may not name a card.
Note: if you are using an hourglass
timer containing sand, and it is only
partly run out when it is required to be
set, you may continue playing while it
runs out. If anyone needs more time
than that, turn it over for an additional
three minutes.

Now the players who chose to name
their card do so, in turn, by listing its
color, shade, pattern, and shape, and
it is seen if they are correct.  Players
who name their cards correctly score
one point.   Players who guessed in-
correctly score zero.  Players who de-
cided not to name their card score zero,
unless no player guesses correctly,
in which case they score one.

Before any counters or cards are
moved, every player should have the
chance to check the counters in his
boxes against his or her now revealed
hidden card to make sure there were
no errors.  It’s very important that play-
ers use great care in counting the iden-
tical values.  If the information is incor-
rect, it invalidates the hand. A way of
handling errors in the clues can be
agreed upon before the game.  Here
are two suggestions: 1) If there is any
error, no one scores, and a new hand
is begun.  2) If there is any error, no
one scores. The player or players who
made mistakes lose one point and a
new hand is begun. As in Easy Secret
Card, a game may be played to any
agreed-upon score.

If you say you will name your secret
card, but cannot do so promptly when
it is your turn, it is counted as an incor-
rect guess.



Good Riddance
two to five players
time to play: quite variable

Get rid of all the cards your hand, by
playing them on the discard pile.

Deal seven cards to each player.
Place the remainder of the deck face
down in the middle of the table. This is
the stock. Turn one card face up and
place it beside the stock. This is the
discard pile. On your turn, you may play
one card face up on the discard pile
that has no values in common with the
top card of the discard pile (The card
you play then becomes the top card for
the next player to play on). If you don’t
have a card that can be played, draw
the top card from the stock. You may
play that card, if it is allowable (if it has
no values the same as the top card of
the discard pile). Either way, then it’s
the next player’s turn.  When playing a
card, it should momentarily be held so
that both it and the card it is being
played on can be seen together, be-
fore covering the card below. Any
player may also take another look, if
desired, to be sure that all the values

of the card played are different from
those of the card it is played on.  If an
error has been made, the card played
is taken back and the top card is drawn
from the stock by the player who made
the error. That card may be played, if
allowable, and then it is the next player’s
turn.  When you run out of cards, you
win. If the stock runs out, shuffle the
discard pile (except the top card, which
is left for the next card to be played on)
to make a new stock, and continue.

Variations:
Variation 1: Instead of drawing one

card if a play cannot be made, you con-
tinue to draw cards until you make a
play.

Variation 2: Instead of being allowed
to play a card having zero values in
common with the last card played, you
may only play a card having exactly two
values in common with it.



two to five players
time to play:20-30miin./hand

Form three special three-card sets
(called nada) in your hand. A nada has
no values alike in any of its three
cards.

Deal nine cards face down to each
player. Place the remainder of the
deck face down on the table. This is
the stock. Turn one card face up in
the middle of the table. The player on
the dealer’s left has the choice of
drawing one card from the stock, or
taking the face-up card. If you take a
card from the stock, put it in your hand,
but if you take the face up card, you
must leave it face up in front of you. It
is part of your hand just like the oth-
ers, but it is left face up so everyone
can see it. After you take a card, you
end your turn by discarding one card
face up in the middle. Then it’s the next
player’s turn. The cards in the middle
do not need to be in any particular or-
der, but they should all be visible, and
they must be separate from the face-
up cards in front of each player. Any
one of the middle cards may be picked

(but you may not take the other play-
ers’ cards). If you pick a card from the
middle, you may not discard that card
on the same turn you picked it.

When you can group your nine cards
into three separate nada, place your
discard face down in the middle of the
table. Show your cards so the other
players can check them. In the event
of an error, your cards are left face up,
and the hand continues until someone
gets three nada. The first player to do
so is the winner of the hand and scores
three points. The other players score
one point for each separate nada in
their hand. A card can only be counted
as part of one nada, even if it’s pos-
sible to include it in more. The first
player to score 10 or more is the win-
ner.  If more than one player score 10
or more on the same hand, the player
with the highest score wins. If they are
tied, the game continues until no tie for
the high score exists. All the players are
entitled to continue, until one player has
the high score.

Nada, Nada, Nada



Alfie has just discarded Bb~S. He has two nadas so far, BbzS /
Gw=C / Rg~T and Rb=C / BwzT / Gg~S. Betty could pick up Bb~S
from the middle to form a nada (along with Rg=C and GwzT that
she has in her hand). Bb~S could also form a nada with RwzC
and Gg=T, but Gg=T is part of the one nada Betty already has.
Betty might take the card now, or leave it there, and draw a card
from the stock. In a game with more than two players she would
need to be concerned that another player would pick the card she
needs. In this game, Alfie probably won’t take the card he just
discarded, at least not right away.



Eighty-one

You have succeeded in placing your first four sets of nine cards (the first row of
nine was dealt to start the game). All the cards in each column share at least one
value. Column one is square. Column two is white. Column three is square.
Column four is zigzag. Column five is red. Column six is blue. Column seven is
triangle. Column eight is black. Column nine is stripe.
The bottom set of cards has been arranged so each card is below a column it
can be played on, except one. This game is lost because no card is stripe. Noth-
ing but a card with stripe can be played on column nine.

one player
time to play: 20-30 min./game

Play out all your cards onto a forma-
tion on the table.

Deal nine cards face up in a row, from
left to right on the table, as far in front
of you as you can comfortably reach.
These are the first cards of the nine
columns, and are never moved.   Deal
nine more cards face up closer to you.
These nine cards must be placed on
the first nine cards you dealt, one on
each. Every card must have at least one
value in common with the card it is
placed on. You may arrange and rear-
range the cards to decide on which

columns to place them. When you have
decided, place the nine cards, one on
each column, overlapping them so that
all the cards can be read. Now there
are two cards on each column.  Deal
nine more cards face up. Arrange these
cards so that when one card is placed
on each column all three cards in each
column will share at least one value.
When you have decided on an arrange-
ment that works, place the cards on
their columns. Continue dealing nine
cards at a time and placing them, one
on each column, always being certain
that all the cards in a column share at
least one value. If you succeed in plac-
ing all 81 cards, you win the game!



DNA
one player
time to play: 40-50 min./game

Play cards from the stock and the dis-
card pile onto the chains, and from one
chain to another, until all the cards are
contained in one chain.

Shuffle the cards well and place the
deck face down on the table. This is
the stock. One card at a time is turned
up from the stock and played either on
the playing area or on the discard pile.
The playing area consists of four piles
of cards, called chains, which are cre-
ated during the game.

Besides the card turned up from the
stock, only the top card of the discard
pile or the top card of a chain may be
moved. These cards may be moved at
any time, provided there is a permitted
play that can be made with them.

If a chain is empty, any playable card
may be used to make it a chain of one
card. If a chain contains one or more
cards, a card being played on it must
have three values the same as the top
card of the chain. Then it may, if de-
sired, be placed on the chain, becom-
ing the new top card. The cards mak-
ing up the chains and the discard pile
should be overlapped so that all the
cards can be read.

Only a card drawn from the stock may
be played on the discard pile. It must
be placed there if there is no chain it
can be played on. The card turned up
from the stock may be kept face up on
top of the stock while other plays are
made, but it must be played before an-
other card is turned up.

Shortcuts

In essence, the above rules are com-
plete, but in practice there are some
shortcuts that make the game more
manageable.

Having at least one empty chain avail-
able for temporary occupation by a card
or cards is critical for success at DNA.
It can be seen that any chain can be
reversed in order, if there is an empty
chain available. To do this, you play all
the cards of the chain, one at a time,
onto the empty chain. A card might then
be played on the top of the chain, on
the card that was once the bottom of
the chain. The entire chain could then
be reversed again. The sensible player
will save a considerable amount of time
by playing cards to either the top or the
bottom of a chain, provided an empty
chain is available.

Likewise, a card or series of cards can
be inserted in the middle of a chain,
provided part of the chain can be moved
to an empty chain, the cards added,
and the temporarily transferred cards
moved back. As long as it is certain the
result can be obtained by the rules,
there’s no reason not to simply insert
the card or cards.  Remember that ev-
ery pair of consecutive cards in a chain
must always share three values in com-
mon.

As the game progresses, one or more
chains will become quite long (hence
the name DNA) and it will probably be
necessary to curve at least one around
to keep it on the table. To expedite the
game at this stage, it is advisable to
keep track of which is the top and bot-



tom of a chain by placing a counter,
such as a checker or penny, on the top
card of each chain. This way the physi-
cal movement of large numbers of
cards can be avoided. Provided you
have an empty chain available, you can
reverse a chain by moving the counter
to the other end.

As you join together chains by push-
ing whole chains or curving the ends
toward each other, you’ll have some
chains that are partly overlapped one
way and partly the other, but this can
be disregarded because the counter
reminds you which end is the top of the
chain.

Strategy

Assuming the stock is not prear-
ranged in chains of triple-flush pairs at
the outset of the game (as it will be if
the cards are not shuffled well after a
previous game), the game is unlikely
to be won without a good deal of effort
and calculated risk taking. Search for
ways to play the cards in the discard
pile. Do everything you can to keep it
as small as possible. Watch for plays
in the middle of chains. Especially tricky
to notice are beneficial opportunities to
insert series of cards into the middle of
a chain.

Keep at least one chain empty (you
will use it only temporarily to make plays
as described above). Having two empty
chains can be advantageous, too.
Combine chains when you can, and
check to see if there is something spe-
cial you can do with the extra empty
chain. Sometimes a card buried two or
three cards deep in the discard pile can
make another chain combination pos-
sible. The cards above it can be played
on the empty chains, and the card used
to combine the other two chains, open-
ing up another empty chain. Which card
to start a new chain with can be an im-
portant choice. Sometimes you may be
able to see ways to make this choice
wisely. One more principle of play that
will increase your odds for success is
to get all the information you can be-
fore making an irreversible move. In
other words, always have one card
turned up on the stock (you may leave
it face up on top of the stock). When
you play this card, turn the next one up
before making any other play. The iden-
tity of this card may influence your de-
cisions.



In this example of a game of DNA, there are some plays you can
make. The card you just turned up on top of the stock, RbzC, can be
played under  the first chain. This is actually a shortcut that is al-
lowed because you have an empty chain. The entire first chain could
be played one card at a time onto the empty chain, reversing its
order. Then RbzC could be played on RgzC, since the two are a
triple-flush pair. If this entire chain is then played back onto the now
empty first chain, you would get the position that you reached using
the shortcut.
After that, GbzC (the only card in the third chain) can be played
under the first chain, too. The top card of the discard pile, Gw=C,
may be played on one of the two empty chains, and the remaining
card in the discard pile, GbzS, now that it is the top card, can be
played. It also goes under the first chain, next to GbzC.



Cross-purposes
two players
time to play: 15-30 min./game

Obtain a winning arrangement of
cards, while preventing your opponent
from doing so.

Cross-purposes is played with a set
of sixteen 4D™ Playing Cards contain-
ing just two values of each attribute.
To form the set, pick one card. Go
through the whole deck, and set aside
all the cards that display any of the four
values displayed on the card you
picked. Make sure you have sixteen
cards left. Mix the cards and place the
packet face down.

In the first phase of the game, the
players take turns placing cards, drawn
one at a time from the top of the packet,
into a square array of four rows and
four columns. The players sit at right
angles to each other, so the columns
for one player are the rows for the other.
The object of the game is to obtain an
arrangement where your own columns
form single-flushes. That is, all four
cards in a column must have at least
one value in common. This value may
be different in different columns. On
your turn, you may place the card any-
where in the array you choose. The
second player to play will be the one
to play the final card in the only remain-
ing location in the array. If either or both

players have single-flushes in every
column, the game is over (if both have
it, the game is a tie). If neither player
has a winning arrangement, then the
second phase of the game begins.

In the second phase, you take turns
rearranging any one of your own rows.
Only one row at a time may be rear-
ranged. On a different turn, you may
rearrange another row. At least two
cards must be moved to new positions
on each turn. All four of the cards in a
row may be changed, but you may
never move a card from one of your
rows to another. If you succeed in form-
ing a winning arrangement (single-
flushes in every one of your own col-
umns), you win, of course! A draw may
be agreed upon if the game continues
for many turns with no winner.

Players should take turns going first.

Variations:
Variation 1: For the first phase of the

game, each player is dealt eight of the
sixteen cards. On your turn you may
place any one of your cards.

Variation 2: For the first phase of the
game, you may choose any card at all
from the sixteen-card deck that hasn’t
already been placed.



The sixteen card set for this game of Cross-purposes was formed by
eliminating all the 4D™ Playing Cards displaying the values of green,
gray, zigzag, or square. Alfie made the first play, and Betty has just placed
the last card into the array. Her third column is all wavy, but her other
three columns are not single-flushes. Alfie’s only single-flush column is
his first, which is circles.  It is Alfie’s turn in the second phase of the
game. Evidently neither player can achieve a winning position in one
move, but Alfie can come quite close to it. He might rearrange his third
row from its current position, Rb~C / Bw~T / Bw~C / Rw~T, to a new
position of Bw~C / Rw~T / Bw~T / Rb~C. This will give him both blue and
circle in the first column, triangle in the third, and black in the fourth.
Interchanging just two cards will give Alfie a winning arrangement on his
next turn, if Betty cannot make a move that prevents it. Indeed, it seems
there isn’t any way Betty can stop Alfie from completing either red or
white in his second column, while maintaining his single-flushes in the
other three, thus winning the game.



4D™ Poker
two to seven players
time to play: Players decide in
advance what time the game will end.

Bet on getting a higher-ranking set of
cards than your opponents do.

Any kind of poker game may be
played with 4D™ Playing Cards. The
main features of poker are the ranking
of the various hands (combinations of
five cards) and betting on possessing
the highest ranking hand.  Because
4D™ Playing Cards are different from
regular playing cards, the ranking of
hands is all new, but other than that,
the same rules of play may be used as
for any of the many variations of poker.

Ranking of Hands

The ranking of 4D™ Poker hands is
determined by the number of triple-flush
pairs, and by the five-, four- and three-
card single-flushes contained in them.
(see pages 1-2) When counting the
triple-flush pairs in a hand, a card may
be used in more than one of them. For
instance, if you have a three-card triple-
flush, you count the three triple-flush
pairs that can be formed from those
three cards. A hand with a greater num-
ber of triple-flush pairs is ranked higher
than any other hand with a lesser num-
ber. Single-flush combinations deter-
mine the ranking order of hands that
contain the same number of triple-flush
pairs. If the number of triple-flush pairs
is the same (tied at either zero or
greater), then the hand with the most
five-card single-flushes is the highest.
If the number of these is also the same,
the hand with the most four-card single-
flushes is the highest. If the number of
triple-flush pairs, five-card flushes, and
four-card flushes are all the same, the

hand with the most three-card flushes
is ranked the highest. If this number,
too, is the same, then the hands really
are tied. Note: There’s no point in count-
ing the same single-flush multiple times
(see the first example on page 31).

 Setting Up For Playing 4D™ Poker

Divide the poker chips you have (or
the can of change) evenly among all
the players. It’s nice if each player can
have about two hundred chips, but you
can do with less. Review the rules for
the games to be played, including the
maximum betting limit. Also, decide
before the game begins, how it will end.
You may simply decide to play until a
particular time. Or you may stipulate
how many hands will be played. An-
other way is to play until one player
accumulates a particular number of
chips. Determining a reasonable num-
ber might require some trial and error.

Maximum Betting Limit

Before the game begins, the players
should agree on a maximum betting
limit. The reason for a limit is to make
the game work better. If each player
receives one hundred chips at the be-
ginning of the game, a maximum bet-
ting limit of five is suggested. If you have
more, or less, you might try having a
different limit.

Recycling Chips

Have paper and pencil on hand.
There’s no reason to make players quit
the game if they run out of chips. The
players with lots of chips can exchange
them for “bank notes” reading PLUS
THIRTY CHIPS or whatever number of
chips. These thirty chips are then
placed in the “bank”. Players who need



These sample 4D™ Playing Card poker
hands are listed in order from highest to
lowest. There are many other combina-
tions. The number of triple-flush pairs is
given first, then the single-flushes of three
or more cards are listed.
Six pair, 5,5,3,3 – The highest-ranking
hand. In this particular hand, the six triple-
flush pairs are Rg=T / Rg=C, Rg=T / Rg=S,
Rg=C / Rg=S, Rg=S / Bg=S, Rg=S / Gg=S,
and Bg=S / Gg=S. The two five-card
single-flushes are stripe and gray (stripe
and gray are not counted again as four-
or three-card single-flushes). The three-
card single-flushes are red and square.
Three pair, 4,4,3 – The triple-flush pairs
are Rb~T /  Rb~C, Rb~C /  Gb~C, and

Gb~C /  Gg~C. The two four-card single-
flushes are wavy and circle. The three-card
single-flush is black.
Three pair, 3,3,3,3 - The triple-flush pairs
are BwzT / Bw=T, Gb~S / GbzS, and GbzS
/ GwzS. The four three-card single-flushes
are square, green, white, and zigzag.
One pair, 4 - The triple-flush pair is Bg=C /
Bw=C. The four-card single-flush is blue.
All the other values are displayed two or
less times in this hand.
3,3,3 – There are no triple-flush pairs. The
three three-card single-flushes are green,
gray, and zigzag.
Nothing – The lowest ranking hand. There
are less than three of any value, and no
triple-flush pairs.



more chips can get them from the
“bank”. They must keep a record of their
“loan” reading MINUS THIRTY CHIPS
or whatever. In the future, the “loans”
can be paid off and the “bank notes”
redeemed. Don’t bother with paying or
collecting interest. It’s more fun to have
everybody in the game.

Betting Rules

The rules for betting in the different
variants of 4D™ Poker games are the
same for all. Before every hand begins,
every player must contribute one chip
(or counter or penny) in the middle of
the table, forming the pot. After the
cards are dealt, there is a betting ses-
sion. There may be more betting ses-
sions, and additional cards dealt, de-
pending on the particular variation be-
ing played. Each betting session pro-
ceeds as follows. The player on the
dealer’s left opens the betting by plac-
ing a bet. To do this, you put some chips
in the pot. This can be any number from
one chip up to whatever maximum bet-
ting limit is agreed upon. If you don’t
want to bet, you may drop out. Place
your cards face down on the table and
announce, “I drop out”. When you drop
out, you may no longer participate in
the current hand, and must wait for the
next deal. It is against the rules to show
your cards. The next player then has
an opportunity to open the betting.

Once a bet has been placed, the next
player has three choices, to call, to call
and raise, or to drop out. In order to
call, place the same number of chips in
the pot as the first bet, and announce,
“I call,” or “I call your three,” (or what-
ever the bet was). To call and raise,
place the same number of chips in the
pot as the first bet, then an additional
number of chips, up to the betting limit,

and announce, (for example) “I call your
three, and raise you five.”  If you don’t
want to bet, you may drop out of the
hand. The players continue around the
table, possibly many times around, call-
ing, calling and raising, or dropping out.
Once any player or players have made
a raise, it is necessary for the other
players, when calling, to match all the
raises as well as the initial bet. If you
are the player who opened the betting,
you will just match the raises, not the
initial bet that you already made. Any
player only has to match the bets
(raises) that were added since the
player’s last bet. The end result is that
when all the players finally call without
raising, the remaining players (those
who did not drop out) will have all con-
tributed exactly the same number of
chips to the pot. When this happens,
the betting session is over, and no more
bets are allowed until the next session.

The Showdown

Every hand ends in the revealing of
the player’s hands, and the collecting
of the chips in the pot by the player
possessing the highest-ranking hand.
This occurs immediately following the
last betting session of the hand. The
tradition is that the last player to raise
(or the player who opened if there were
no raises) must show his or her cards
first, followed by the remaining players,
in clockwise order. It makes no differ-
ence at all in the outcome of the game,
but many players prefer to show their
cards last. In the rare event of a tie, the
tied players divide the pot equally as
far as possible, leaving the remainder,
if any, in the pot for the next hand.

If all the players in a hand have
dropped out but you, you collect the pot,
and you are not required to show your



cards. Indeed, you should make it a
policy not to. It is not in your best inter-
est to give your opponents information
about whether you are bluffing or not.

4D™ Five-Card Draw
Deal five cards to each player. The

player on the dealer’s left begins the
first betting session. After the betting
session is over, the players who have
not dropped out may exchange any or
all the cards in their hand for new ones.
Beginning with the first player on the
dealer’s left who is still playing in the
hand, the player selects one to five
cards from her or his hand, and passes
them face down to the dealer, who
places them on the bottom of the deck
of cards. The dealer immediately deals
the player an equal number of cards
from the top of the deck, face down,
which become part of the player’s hand.
You may also choose not to exchange
any cards. After all the players ex-
change cards, the second and last bet-
ting session is begun. The player who
opened the betting for the first betting
session opens the betting for the sec-
ond, unless he or she has dropped out,
in which case the first remaining player
to the left opens the betting. When the
second betting session is completed,
the remaining players show their cards,
and the player possessing the highest-
ranking hand collects all the chips in
the pot. The player to the dealer’s left
becomes the dealer for the next hand.

4D™ Five-Card Stud
Deal one card face down to each

player, then two cards face up. The
player on the dealer’s left begins the

first betting session. After the betting
session is over, the dealer deals one
more face up card to each player. The
player who opened the betting for the
first betting session opens the betting
for the second, unless he or she has
dropped out, in which case the first re-
maining player to the left opens the
betting. When the second betting ses-
sion is completed, the final card is dealt
face down. After a final betting session,
the remaining players show their hands.
The player possessing the highest-
ranking hand collects the pot. The deal
passes to the left.

4D™ Seven-Card Stud
This game is much like 4D™ Five-

Card Stud. Out of the seven cards that
are eventually received by each player,
five are chosen to form each player’s
final hand.

Deal two cards face down to each
player, then two cards face up. After a
betting session, the dealer deals one
more face up card to each player. This
is followed by another betting session.
The same rule applies to who opens
the betting for each betting session as
in 4D™ Five-Card Stud. The next face
up card dealt to all the players is also
followed by a betting session. The final
card is dealt face down. After a final
betting session, the remaining players
select five of their seven cards, and
show their hands. The player possess-
ing the highest-ranking hand collects
the pot. The deal passes to the left.



two to five players
time to play: 15-25 min./game

Get rid of all the cards in your hand
by playing them in a special array that
is shared by all the players.

Deal seven cards to each player.
Place the remainder of the deck face
down near one side of the table. This
is the stock. Turn one card face up and
place it in the center of the table.

To make a play, you must have a card
that has three values in common with
the card on the table. If you have any
playable cards, place one next to the
card on the table. It should touch the
card and line up with it, either side by
side or end to end. You may only play
one card on your turn. If you can’t make
a play, take one card from the stock. If
that card can be played, you may play
it. If not, add it to your hand, and it is
the next player’s turn.

Each turn, you may play a card from
your hand next to a card that is already
on the table, provided they share three
values. It must be placed directly side
by side or end to end with the other card.
The cards on the table may be thought
of as occupying rectangles that lie in
rows and columns. If a card is placed
so that it is adjacent to more than one
card, it must have three values in com-
mon with every card it touches. Cards
that are diagonal from each other are
not considered to be touching.

Tiles
You are entitled to know how many

cards each player has, at any time. The
first player to run out of cards wins the
game.

If the stock is used up before the
game is over, the game continues as
long as any player can make a play. If
you can’t play, skip your turn.  When
no player can make a play, the player
with the fewest cards is the winner.

Placing the Starter Card

Tiles can take quite a lot of space if
boundaries are not set.  One option is
to play on the floor with no boundaries,
if this seems convenient. Otherwise, the
game will most likely extend to the edge
of the table, and it is best to avoid dis-
putes by deciding in advance how
many rows and columns of cards will
fit. The table (the larger the better) can
be measured before the game by lay-
ing cards face down beside the middle
face up card. Place all the cards in the
same orientation - side by side or end
to end. The position of the first card can
be adjusted, if necessary. Don’t allow
cards to be placed hanging over the
edge of the table. Write down how many
card positions there are to the edges
of the table, and place a penny or other
marker on the middle card. Pick up the
cards that were used to measure and
return them to the stock.



All adjacent cards must be triple-flush pairs.



Challenge Cipher
two or three players
time to play: 30-50 min./game

Score points by forming three-card
combinations from the cards in your
hand. The challenger tries to form sets
whose value-sharing pattern can’t be
matched by the other players, while the
others must make a match if they can.

The Value-sharing Patterns

The word cipher denotes a code
where one symbol is uniquely substi-
tuted for another. A well-known puzzle
is to decipher a coded message where
letters have been substituted for one
another. Challenge Cipher is based on
the idea that a set of cards may be a
cipher for another set, if values (mean-
ing specific colors, shades, patterns,
and shapes) can be substituted for one
another to make the sets the same.

When the substitutions are made,
every instance of a particular value in
a set is replaced by a single value, and
only one value may be replaced by one
value. Values may also remain the
same, in which case they are consid-
ered to be substitutes for themselves.
Don’t worry if this isn’t completely clear.
You don’t have to use this process of
trying out different substitutions to play
the game.

In a set of one card, any card is a ci-
pher for any other. You could substitute
the values of the second card, one by
one, with the values of the first, in any
order to “make them the same.” In fact,
there are 24 different ways that value
substitutions can be made to make a
card match another. With pairs, not all
are ciphers. It depends how many val-

ues the cards in each pair share. Two
4D™ cards may share 3, 2, 1, or zero
values. For two pairs to be ciphers, one
pair must share the same number of
values as the other pair does.

The games described here use three-
card sets. There are 20 different pat-
terns of value sharing among three
cards. Only those sets with the same
pattern are ciphers.

Here are the twenty patterns. Al-



though the patterns themselves are
mathematically determined, the ways
to describe them may vary. Here two
methods are used, a name, and a chart
showing the value-sharing pattern. The
name contains three numbers that list
the number of shared values between
the first and second card, the second
and third, and then the first and third,

plus any other distinguishing informa-
tion.

In the charts, the rows are the three
cards. The order the cards are arranged
in is not significant. Each column is for
a different attribute. Which attribute is
represented by which column is not
stipulated, but all four are represented.
The letters represent values. Again, no
particular values are indicated, but the
upper case letters show that some val-
ues are shared between two or three
cards. Lower case letters have been
used to represent those values that
occur just one time in the set. One ex-
ample of three cards that fit the pattern
is given for each.

Any possible three-card set matches
one and only one of the twenty patterns.
To determine which, look at the three
pairs of cards in the set, the first and
second, second and third, and first and
third. Note the values shared by each.
Arrange the three numbers in descend-
ing order. They will match one of the
twenty patterns. If the numbers are 2-
2-2, 2-1-1, or 1-1-1, you must also note
how many values all three cards share.

Playing Challenge Cipher

Deal six cards to each player, three
cards face up and three cards face
down. Players may look at their own
face down cards. Bidding to become
the challenger starts with the player on
the dealer’s left who may either bid or
pass. The number of a bid is the num-
ber of successful challenges the player
must make in order to score, as ex-
plained below. The opening bid must
be at least one. The next player must
bid a higher number, or pass. The bid-



ding is over when a bid is followed by
passes from every other player (If no-
body makes a bid, the hand is over and
the next dealer deals a new hand). The
player with the high bid is the challenger
for the hand.

The challenger then selects three
cards from his or her six, places them
together face up on the table and
names the value-sharing pattern (by
saying “Three, three, two,” or whatever
the pattern happens to be). The other
players must find three of their own six
cards that have the same pattern. If any
player can do so, the challenger has
lost the hand. The cards are shown and
checked for accuracy, and the chal-
lenger subtracts the amount of the bid
from his or her score. If no one has a
match, then the challenger has one
successful challenge.

If the bid is one, the challenger may
end the hand, and score one point. If
the bid is more than one, a different
three-card set must be selected for the
next challenge. You may use the same
value-sharing pattern more than once,
as long as the same three-card combi-
nation is not repeated (Only one card
would need to be changed to create a
new set). The challenger must continue
making challenges until the bid is met
or the hand is lost.

If you succeed in meeting your bid,
you may still make additional chal-

lenges, if you want. However, if a chal-
lenge fails, after the bid has been met,
you score zero. If you end the hand
without being matched, you score the
number of successful challenges.

The winner is the player with the high
score after four rounds (or any other
agreed upon number of rounds). A
round is the number of hands it takes
for every player to deal.

If there is a question whether a 3-card
combination was repeated, the chal-
lenger must be able to show the com-
binations again. If you aren’t sure you
will be able to remember, it’s a good
idea to write them down.

Strategy

Don’t be too quick to admit it when
you can’t match the challenger’s sets,
even if it’s easy for you to tell right away.
It pays to bluff.

Partnership Challenge Cipher
Four-player partnership play is the

same as regular play, except that if your
partner matches your challenge, it is not
a failed challenge, but your partner then
acts as the challenger. Your combined
successful challenges count together.



Appendix I:
Why Four-dimensional?

Some people are a little annoyed at
what they see as an absurdity. Do these
cards claim to come out of some sci-
ence fiction world and have magical
powers? These same people seem the
most disappointed with the explanation,
that the cards display multiple values
for four different attributes. “Oh, is that
all? They say, “What does that have to
do with dimensions?” Yes, that’s all
there is to it. “Dimensions” can be taken
to mean precisely the four attributes.

Yet 4D™ Playing Cards do have a
connection with four-dimensional
space. It doesn’t matter whether there
is any evidence that such space exists
in the physical world. Four-dimensional
space can be described easily in a
mathematical or logical sense. The only
tricky part is accepting the premise that
the axis of the fourth dimension is per-
pendicular to the x-, y-, and z-axes
(height, width, and depth), just as they
are to one another.

The eighty-one symbols can be neatly
arranged in a four-dimensional tic-tac-
toe board (a 3x3x3x3-unit hypercubic
grid). Here’s how you do it. Notice that
on the chart of 4D™ Playing Card sym-
bols (opposite page one) nine groups
of nine symbols are slightly separated,
like nine small tic-tac-toe boards placed
into the cells of one big tic-tac-toe
board. Picture each individual symbol

occupying a small transparent cube.
Now mentally stack the top three tic-
tac-toe boards (groups of nine trans-
parent cubes) to form a larger cube,
3x3x3-units in size. You can do the
same with the middle three tic-tac-toe
boards and the bottom three. Observe
the relationships that obtain from this
construction. For instance, you can
slice one of these cubes into three lay-
ers in three different ways. Each way
separates out a different attribute (the
fourth attribute is displayed on all
twenty-seven symbols).

After imagining three dimensions like
this, mentally replace the symbols into
their two-dimensional chart. Now cre-
ate three dimensions again, but this
time by stacking the left three, middle
three, and right three tic-tac-toe boards.
The fourth dimension is born when you
suppose that both of these three-di-
mensional constructions exist at once.

What use is this? As a construction
of pure mathematics, its usefulness is
irrelevant! At any rate, this discussion
has ranged well beyond the subject of
this book, the games. The next edition,
though, will likely include at least two
games that make direct use of the
hypercubic grid.



Appendix II:
For Parents and Teachers

Nearly all the 4D™Playing Card
games are easy to understand and suit-
able for all ages, from about seven
years old. The best way to realize edu-
cational benefits from the games is to
enjoy playing them!

Some of the games stand out as be-
ing mentally challenging. Matrix,
Squares, Eighty-one, Secret Card,
Challenge Cipher, and Cross-purposes
are games that require problem-solv-
ing to succeed. Tiles, 4D™500 Rummy,
Zodiac, DNA, 4D™ Poker, and Nada,
Nada, Nada also offer opportunities for
analysis and skillful play, but perhaps
in a less demanding way. To learn the
rules, Good Riddance and Matches are
the easiest, and Challenge Cipher is the
hardest.

After making sure that the rules and
basic principles of a game are under-
stood, instruction is not needed or de-
sired. Players learn by doing.

Don’t try to learn too many different
games in rapid succession. Also, don’t
focus on winning or losing, but on get-
ting the idea. Especially when first
learning a game, it’s best to do it with a
less competitive attitude.

4D™Playing Cards and
Young Children

Children too young to learn the rules
of the games are fascinated by the
pretty cards. They will often sort them
in various ways, and find interesting
sets. The way to encourage this stimu-
lating activity is not to interfere! Paral-

lel play is fine; that is, you may do some
sorting of your own nearby. Giving ver-
bal encouragement is good, too. Just
don’t try to impose your idea of what
makes an interesting set.

Incidentally, 4D™Playing Cards
should not be used to teach the names
of shapes, colors, patterns or shades.
The fact that each card displays mul-
tiple attributes makes them confusing
for that purpose.

Activities beyond the Games
in this Book

Inventing new games is great creative
fun. Making a game that works well and
holds your interest combines play with
experimentation and evaluation. Iden-
tify different kinds of games and the
various elements contained in them.

Many questions are suggested by the
games in this book. What is the best
strategy to use in a given game, and
why? Can you think of ways to deter-
mine the best actions a player can
take? Questions like these can be con-
sidered on different levels, from very
simple to very sophisticated. For in-
stance, in the game Challenge Matrix,
you must select a set of cards for an
opponent to solve. What makes for a
difficult set? What other questions re-
late to the solution? Some games re-
quire probability analysis. What does
this mean and how is it done? Students
of statistics may propose and solve
specific questions related to the games.



Many interesting puzzles may be
posed using 4D™Playing Cards. Here
are some examples:

Try to arrange all the
4D™Playing Cards into nine
rows and nine columns so
that every pair of adjacent
cards shares exactly two val-
ues. Cards near each other
diagonally are not considered
adjacent.

The 81 cards of the
4D™Playing Card deck can
be divided into nine sets of
nine cards that are ciphers for
each other (as defined in
Challenge Cipher). Nine
nine-card double-flushes are
the easiest way to do this.
Can you choose any nine
cards at random, and always
be able to divide the remain-
der of the deck into eight
nine-card sets that are ci-
phers for it? If so, how? If not,
prove that one is impossible.

Cross-purposes, variation
two is a game involving no
element of chance and noth-
ing hidden from either player.
This being so, it should theo-
retically be possible to deter-
mine an unbeatable winning
strategy for one or the other
player. Does this mean
checking all the possible
moves and countermoves, or
is there a relatively simple
solution?

What is the largest num-
ber of cards you can choose
from the deck that contains
no triple-flush pairs?

There’s no limit to the educational
uses of 4D™Playing Cards. Playing
with them encourages the practice of
one or more mental skills, such as pat-
tern recognition, logic, probability evalu-
ation, and problem solving in general.
The logical symmetry of the 81-card set
and its many interesting subsets are
fruitful ground for the imagination. By
the way, there’s no need to mention the
word education in connection with
4D™Playing Cards, unless you want to.
They’re good exercise for the mind and
they’re fun.



It’s not just a game...

It’s lots of games!

4D™ Playing Cards form an elegant set of cards that
naturally lends itself to interesting puzzles and games.

There are fourteen completely different games in this
book. Many more will be invented in the future.


