Tamoul!

Tamoul is a card geme that involhves rnermory and manipulation. The game uses a deck of cards with each suit
numbered from o to 13.

The objective of the geme is for each player to minimize the sum of his or her cards, four of which are Pla\jeo\
face-down to the table at the start of a round. Face-down cards may be revealed and swapped by card
eflects.,

The origine of the geme are unknown, possibly Middie Eastern, and has rany variations that are being Plaﬁeo\
around the world, other gemes with very similar rules: Cabo, Gol§, Rat-a-Tat Cat, Cambio, Pablo, "\Srajue’r, Cactus,
Deutsch, Gabo, Kaboy, Kobo, Marmotte, Tamalou.

It can be Plaﬂeo\ with & standard deck of cards, but this edition of Tamoul includes custom cards to s\m(ol'\%
learning the rules,
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GAME P‘\eces

The germe contains:

A deck of 52 cards 1 board for the 6 Player boards hold the (ala\jer's
9‘[ 12 3 draw/discard/interce ption pile cards
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Each player is dealt 4 cards, face down, in the U spots marked "Main Memortj“.

After the dea, players may look at the bottom 2 cards on their own Main Merory ares, then place them back in
the same spot, face-down again.

’Plaﬁers then take turns in counter-clockwise order.

’Plaaer Turn

on their turn, the player have to:
1, Draw a card: The player either draws the top card from the draw pile (face down) or the top card
from the discard pile.
Take the card in hand and look at it
3. Either decide to keep the card, or discard it

3. Keeping the card: \n order to keep the card, You need to replace one of YJour existing cards,
Place the unwanted card in the discard pile €ace up, then place the new card £ace down in the
newly {freed spot. Dont ?orﬁe’r to memorize it first!

(Y 'D\scaro\'\nj the card: when You discard a card You have drawn, simply place it on top of the
discard pile. € the card You are o\'\scaro\'mﬁ has an action written on it (# and above), you must
now take that action. See further down in these rules for a detailed description of the
possible actions.

Note: You cant discard a card that You have drawn £rom the discard pile, not use its power, a
card drawn rom the discard pile must be keet.
U You believe that the total value of the cards in front of You is equal or inferior to 8 You may now
cal Tamoul To do =0, Qip the tile in &ront of You.



\n’rerce‘oﬂon

\& You believe that the visible card on top of the discard pile is an exact match for one of the cards You
have memorized, You may attempet an interception at any fime, even o\ur\nj someone else's turn,

Be careful ’rhouﬂh, because a failed interception can have a heav3 cost,

To perform an interception, place the card that You believe to be & match for the top discard card in the
interception spot.

Now compare the cards, i ’rheg are an exact match (value and color), the interception is successful, and
the card can be discarded. The player who Per%rmeo\ the successful interception now has one less card
on their board.,

i€ the cards do not match, the interception fails. The plager who attempted the interception takes their
card back, as well as one card from the draw pile. The place this card face down on their board, in any
empty spot, without looking at it. Theg now have one more card to deal with.
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In this example, Raoul attemeted an interception but £ailed riserably,
He must now take back his red 6, as well as a new card.
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Here, Nick was successful and manaﬁeo\ to get rid of an 4.
other players now hate Nick, but well done.



End of the Round

once & player calls "Tamoull', the cards in front of them may not be changed anymore. The players who
have called "Tamoul" are erotected from any action, and cannot attemet interceptions.
The other players continue playing unti each plaver has had one turn. once all other plavers have had a

chance to PlaYy the round is over.

i€ another player manages to bring the total value of their cards to § or less, they may also call "Tamoull',

The cards are then revealed and the value of the cards counted.,

Each Pksﬁer scores the sum of the value of the cards in front of them.
The score for players who had called "Tamoul' ig calculated d\@?eren‘rl\j. € the player did have 8 points or

less, ’rhes:j score o points.

However, i€ *hetj had more than & points, +he3 score the sum of the value of their cards + 25 as a
punishment. we dont take calling "Tamoul" "Shﬂﬁ around here,

Add the score of the round to the counter token.
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Cassie called "Tamoul' and has a total of & points,

She scores o, as her Tamoul was successul

Flip when & or less
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Lenita could have called “Tamoul', but didn't.
She scores # pointe.

Flip when & or less
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Lexi scores 1o (ao‘\m‘s.
Mot bad, not great.
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Shilp called "Tamoull' but didn't have & or less
points. He scores 4o + 25 = 35, ouch!



End of the game

The game ends when one of the plagers reaches a predefined number of points, usualy 5o or 400,
The player with the least points wins the g, while the one with the most eoints loses.

Here are some average Plaﬁ'mﬁ times for reach‘mﬁ a certain score:

3 P/ayers 4 P/ayers ) P/ayers 1) P/ayers
So Poim‘s.- ~“45min ~25min ~Yomin ~Somin
00 points: ~“35min ~4h ~4h3o ~2h

Actions

® 3 or g the player must look at one of their own cards. The\j can look at any one of them, but no more
than one card eer action.
9 or 4o: look at one of another Pla\jev‘s cards, \t can be any card but not the ‘olatjer's own card.
# o 42 swap any two cards on the table, of any player. This can include one of the Pla\jer's own
cards but doesnt have to. Swapping & card known fo an opponent for one unknown to them can be a
solid s+ra‘reﬁa to mess with them.

® 13 Conly exists in black) perform both the actions of 940 and 4/42. You can look at an opponent's card,
then exchanse any two cards. This can include the card that was loocked at but doesnt have to be.



