
MINIMIZE
RULES

Introduction

MINIMIZE is a card game for 3 to 8 players. The objective in each round of 
MINIMIZE is to have the lowest MINIMIZE score. By having the lowest score, 
which is based on the range of cards in your hand, you go through to the next 
round. At the end of each round, one player is eliminated. If you have the lowest 
score when there are only two players left, you win the game.

Setup

Shuffle the main deck of 78 cards and deal six cards to each player. Players can 
look at their own cards but must not show them to others. Split the remaining 
cards into three equal decks (if they’re not exactly equal no-one is going to arrest 
you) and place them face up where everyone can reach them. These will be the 
draw piles. Also set a location for the discard pile (even though this is empty for 
now).

Give each player one of the coloured circular tokens and put the spares away. 
These are the challenge tokens and players must spend a token if they want to 
challenge.

Place the double-sided actions card, and one of the two double sided bonus rule 
cards (Shape or Colour), in the centre of the table where everyone can see them. 
Shuffle the single-sided bonus rule cards and place two in the centre of the table. 
Put the rest in a face down pile. The visible cards will be the bonus rules for this 
round.





Aim and Scoring

Challenge when you think you have the lowest MINIMIZE score. If you do, you go 
through to the next round. 

Your MINIMIZE score starts with your range. Take your lowest card number away 
from your highest card number and that is your range. Then subtract any pro 
points you have for duplicate numbers as instructed on the duplicates section of 
the player guide card:

 • Two of the same number – deduct 1 point.
 • Three of the same number – deduct 3 points.
 • Four or more of the same number – deduct 5 points.

Finally, check if you need to add or subtract any points because of the bonus rule 
cards. The bonus rules could add or subtract points to your MINIMIZE score for 
various reasons, such as having three of the same colour or having lots of odd 
numbers, or even for just having a 6.



Actions

If a player discards a card with an action on it, that action must be performed as 
defined by the actions rule card currently in play. When changing a rule, you can 
flip one of the double sided cards, or replace one of the single sided cards with 
one from the draw pile. If a single sided card has been replaced, this is placed at 
the bottom of the draw pile.

Bonus Rule Cards

By meeting the criteria on the bonus rule cards, players add or subtract bonus 
points to/from their MINIMIZE score. The same bonus rule cards apply to all 
players. Bonus rule cards can only be changed by discarding a 10 (see Actions 
above).

Challenging

Play continues until someone thinks they have the lowest MINIMIZE score. At the 
start of their turn, they call out ‘challenge’ and reveal their score. Each player in 
turn then declares whether they have a lower score than this (an equal score is 
not good enough). If they do have a lower score, they reveal it. This lower score 
then becomes the score to beat, and each player must again declare whether 
they have a lower score than this.

Once everyone has declared, the player with the lowest MINIMIZE score shows 
their cards to confirm their score, places these on the discard pile and goes 
through to the next round. If they have any challenge tokens, these are placed in 
the middle of the table.

If there is a tie involving the player who said ‘challenge’, then that player goes 
through. If there is a tie that does not involve the player who said ‘challenge’, then 



no one goes through and play continues.

Play continues with the remaining players still playing with the same cards 
until, through more challenges, all players except one have gone through to the 
next round. That remaining player is out, and a new round begins with only the 
players who went through. Re-shuffle the main deck, deal six new cards and one 
challenge token to each player. Put one challenge token away because there is 
now one less player. Shuffle the bonus rule cards and deal two new cards for the 
next round.

What if No One Wants to Challenge?

Just in case no one challenges, or even if they do, there must always be an 
automatic challenge as soon as all three draw piles are emptied. In this case no 
player is the challenger, and no one loses their challenge token, but the player who 
emptied the deck announces their MINIMIZE score as if they were the challenger. 
If there is a tie for the lowest score between any players, none of them go through 
to the next round. After the challenge has been settled, shuffle the discard pile 
and split it into three equal draw piles to continue the round.

Final Round

When there are only two players left and one of them says ‘challenge’, the player 
with the lowest MINIMIZE score wins the game. ‘Challenge’ may only be called 
once each player has taken three turns. If both players have the same score, 
then the player who said ‘challenge’ wins the game.



Sneaking Through to the Next Round with a Perfect Zero MINIMIZE 
Score

If, when someone else says ‘challenge’, any player has a MINIMIZE score of zero 
and their hand is made up of exactly three distinct pairs of cards, those players 
automatically sneak through to the next round, along with the player with the 
lowest score (where these are two different players). For example, they could 
have a pair of 4s, a pair of 5s and a pair of 7s; this would give them a range of 3, 
less 3 pro points for the three pairs, totalling zero. Do not forget to check for any 
bonus rules which may affect your score.

In the unlikely event that all remaining players have a Perfect Zero, then no player 
goes through to the next round and play continues. A Perfect Zero does not count 
when there are only two players.

Also, in the unlikely event that there is a tie for the lowest score and none of the 
tied players go through to the next round (see Challenging above), any player 
with a Perfect Zero score does still go through.

The 14/1 Cards

These cards can be either 14 or 1 at the choice of the player holding them. If a 
player has more than one 14/1 card, they must choose to make them either all 14 
or all 1. A player cannot have both a 14 and a 1 in their hand.



TOKENIZE
RULES

Introduction

TOKENIZE is a card game for 3 to 8 players. The objective in TOKENIZE is to 
make sets of three similar cards in order to score points. The player with the most 
points at the end of the game wins.

Setup

Shuffle the main deck of 78 cards and deal six cards to each player. Players can 
look at their own cards but must not show them to others. Split the remaining 
cards into three equal decks and place them face up where everyone can reach 
them. These will be the draw piles. Also set a location for the discard pile (even 
though this is empty for now).

Give each player one of the coloured circular tokens and one of the shape tokens 
and put the remaining tokens in the middle of the table. The tokens represent the 
sets of cards that each player is trying to collect.

Shuffle the bonus rule cards and place three in the centre of the table where 
everyone can see them. Put the rest in a face down pile. The three visible cards 
will be the bonus rules for this round. Do not use the double-sided rule cards.





Aim and Scoring

For each set of three similar cards, you score 10 points, plus or minus any points 
from applicable bonus rule cards. Points are scored immediately as you declare 
each set of cards. You should use a pen and paper to keep track of each player’s 
score.

A set of similar cards means:
 • Three cards of the same number
 • Three cards of the same colour which match your colour token
 • Three cards of the same shape which match your shape token

Finally, check if you need to add any points because of the bonus rule cards. The 
bonus rules could add or subtract points to/from your score for various reasons.

Examples:
• A set of three cards of the same colour may be worth +4 so you would score 

14 points for that set,
• You might score +5 for each card with a number 6 so if you have a set of three 

cards and one of them is a 6 you would score 15 points for that set,
• If both of those bonus rules are in play and you have a set of three of the same 

colour and one of them is a 6 you would score 19 points.



How to Play

Decide who goes first. This player must pick up a card from any one of the three 
draw piles. But before they put it in their hand, they must discard a different card 
from their hand onto the discard pile, face up so everyone can see it. If the card 
discarded has no action (see Actions below), then play passes to the next player.

Actions

If a player discards a card with an action on it, that action must be performed. The 
actions are:

• 14/1 – All players fan out their cards face down and let the player to their left 
select one.

• 2 – All players fan out their cards face down and let the player to their left 
select two.

• 6 – All players pass their entire hand to their left.
• 10 – The current player discards a bonus rule card of their choice and draws 

a new one from the top of the bonus rule card deck.
• 13 – The current player receives a token from the middle if any are available 

(they can choose which token) and they now have more options for making 
card sets. If there are no tokens left in the middle, steal one from another 
player.



Bonus Rule Cards

There are three bonus rule cards in play at any time. By meeting the criteria on 
these cards, players score bonus points which can increase or decrease their 
TOKENIZE score when making a set of three cards. The same bonus rule cards 
apply to all players. Bonus rule cards can only be changed by discarding a 10 
(see Actions above).

Making a Set

Play continues until someone has a set of three cards at any point during their or 
someone else’s turn. They then show that set of cards to the other players and 
score points based on the set. Those cards are then removed from the game (not 
added to the discard pile), and the player draws three new cards – one from each 
draw pile (use the same draw pile if there are not enough draw piles).

Once all three draw piles are emptied, check how many cards are in the discard 
pile. If there are less than ten cards the game ends immediately. If there are ten 
or more cards, the discard pile is shuffled and three new draw piles are formed. 
Make this check for a second time once the draw piles are emptied again, but 
after the third time the game always ends.



ERADICIZE
RULES

Introduction

ERADICIZE is a card game for 3 to 8 players. The objective in ERADICIZE is to 
get rid of all your cards. The first player to do this wins the game.

Setup

Shuffle the main deck of 78 cards and deal six cards to each player. Players can 
look at their own cards but must not show them to others. Deal an additional three 
cards to each player face up and these must remain on the table in front of each 
player. Split the remaining cards into three equal decks and place them face up 
where everyone can reach them. These will be the draw piles. Also set a location 
for the discard pile (even though this is empty for now).
Give each player one of the coloured circular tokens and one of the shape tokens 
and put the remaining tokens in the middle of the table. The tokens represent the 
cards that each player can always play on their turn.
Do not use the bonus rule cards for this game.





How to Play

Decide who goes first. This player plays any card from their hand on to the discard 
pile and then draws a new card from one of the draw piles.

The next player must play a card on top of this which must have either:
• A higher number than the previous card (14/1 card can be played as a 14 and 

becomes a 1 for the purposes of the next card, thus resetting the count).
• A colour matching the colour token of the player.
• A shape matching the shape token of the player.

After playing a card the player must draw a new card from one of the draw piles.
If a player cannot play a card, they must pick up the entire discard pile into their 
hand.

Once all three draw piles are emptied, no players need to pick up a card and each 
player’s hand size will start to reduce.

Actions

If a player discards a card with an action on it, that action must be performed. The 
actions are:
• 14/1 – All players fan out their cards face down and let the player to their left 

select one.
• 2 – All players fan out their cards face down and let the player to their left 

select two.
• 6 – All players pass their entire hand to their left.
• 10 – The discard pile is removed from the game, but the 10 is left to start a 

new discard pile.
• 13 – The current player receives a token from the middle if any are available 

(they can choose which token) and they now have more options when playing 
cards. If there are no tokens left in the middle, steal one from another player.



The Face Up Cards

At the start of the game each player is dealt three cards face up. Players still need 
to play these in order to win, however may not play them until they have played all 
cards in their hand. If they later pick up the discard pile or are passed any cards, 
they must again play all the cards in their hand before playing any of the face up 
cards. Face up cards are not traded when a 1, 2 or 6 action card is played. If an 
action card is played and a player has no cards in their hand, they pass nothing 
to their left but do receive cards from their right.


