LOSING YOUR MARBLES OR JOKERS
1.  You can play as individuals or couples or 3 and 3.  Use 2, 3 or 4 decks of cards, with jokers.  Re-deal the discarded cards when the draw pile gets low.  Place the re-dealt card under the remaining cards in the draw pile.

2.  Start the game by , DEALING FIVE CARDS TO EACH PLAYER.  The person to the left of the dealer, draws a card from the draw pile.  Then plays a card face up in front of them.  Then moves their marble accordingly.  IF YOU FORGET TO DRAW A CARD FROM THE DRAW PILE BEFORE PLAYING YOUR CARD, YOU FORFEIT YOUR CHANCE TO DRAW A CARD and must play the game with the remaining number of cards in your hand.  A player may not warn another player that they  forgot or about to forget to draw.

3.  It takes an ace or a face card to move a marble out of home position.

4.  If you can play you must and if you cannot play you must discard any card from your hand.

5.  After you are out of your home position and on the path, an ace moves 1 space and a face card moves 10 spaces.  All other cards are face value, except for 7s and 8s (see rules 6 and 7).

6.  The 7 card is used between two marbles or just one marble.  However, when playing partners, you may use a 7 to move your last marble into your castle and then use the remaining spaces to move your left hand partners marble.   WHEN BY MOVING,

YOUR’S OR PARTNER’S, LAST MARBLE INTO THE CASTLE WINS THE GAME YOU DO NOT HAVE TO USE ALL THE SPACES ON THE 7 CARD
7.  The 8 card always moves 8 spaces backwards.  You cannot back into your castle with an 8.

8.  You cannot jump your own marble but you may jump any other marble.

9.  If you land on your partner’s marble, your  partner’s marble will be placed at the entrance to their castle.  If you land on a foe’s marble, your foe’s marble will go back home.

10.  A joker can be used by taking a marble from home or the path and bump any marble on the path.  If it is your partner’s marble, it goes to the entrance of their castle.  If it is your foe’s marble, it goes back home.

11.  If you have only one marbles left and it is near the entrance of  your castle but not a card small enough to get into your castle,  you must play a card and go around the path again.

12.  When you have all of your marbles in your castle, you then will use your turn to help your partner on your left.  When all their marbles are in the castle, then both of you will help the next partner  to the left.

13.  Once a marble is off the pathway and in the castle, it is safe from bumping and may not be taken back out of the castle.

14.  When playing, each player must make an independent decision on their play.  However, (before the game starts), you may decide you can have a group discussion on each play.  Then, this is permissible.

