LOWDOWN

INSTRUCTIONS

OBJECT:

HAVE THE LOWEST NUMBER OF COMBINED POINTS BY THE
TIME ONE PLAYER REACHES 5@ POINTS.

SETUP: DISCARD
PILE

« SHUFFLE THE DECK.

« DEAL 9 CARDS FACE DOWN TO EACH

PLAYER. DO NOT LOOK AT THE CARDS. DRAW

« EACH PLAYER ARRANGES THEIR CARDS IN PILE
A 3X3 GRID AS SHOWN.

« EACH PLAYER CHOOSES 2 RANDOM
CARDS FROM THEIR GRID AND TURNS

THEM FACE UP. CARDS N
« PUT THE REMAINING CARDS IN THE RIS

CENTER OF THE PLAYING AREA TO caree D

FORM A DRAW PILE. FACE UP
« REMOVE THE TOP CARD FROM THE DRAW

PILE AND PLACE IT NEXT TO THE DRAW

PILE TO FORM A DISCARD PILE.

LET'S PLAY!

REMEMBER, YOU WANT TO HAVE THE LOWEST OVERALL SCORE. YOU DO THIS BY:
« REPLACING HIGH CARDS WITH LOW CARDS.
« CLEARING ROWS BASED ON MATCHING COLOR (MORE ON THAT LATER).

THE YOUNGEST PLAYER GOES FIRST, AND THEN PLAY CONTINUES CLOCKWISE.

ON YOUR TURN You MAY EITHER TAKE THE TOP CARD FROM THE DISCARD
PILE OR DRAW A CARD FROM THE DECK.




DRAWING

DRAWING A CARD FROM THE DRAW PILE:

» YOU MAY USE THIS CARD TO REPLACE ONE OF THE CARDS IN YOUR GRID. IT CAN
REPLACE EITHER A FACE UP CARD OR A FACE DOWN CARD.

« \F YOU CHOOSE TO USE THIS CARD TO REPLACE ONE OF THE CARDS IN YOUR GRID:
» PUT THE OLD CARD FROM YOUR GRID IN THE DISCARD PILE FACE UP.
« PUT THE NEW CARD FROM THE DRAW PILE INTO YOUR GRID FACE UP OR FACE DOWN.

HINT: PLACE THE CARD FACE DOWN IF YOU WANT TO HIDE THE CARD'S VALUE OR L‘EILUH

« IF YOU CHOOSE NOT TO USE THIS CARD TO REPLACE ONE OF THE CARDS IN YOUR GRID:
« PUT THE CARD INTO THE DISCARD PILE FACE UP.
« SINCE YOURE NOT GOING TO USE THE CARD (EFFECTIVELY ENDING YOUR TURN) YOU
GET A LITTLE BREAK. YOU MAY PEEK AT ONE FACE DOWN CARD IN YOUR GRID. YOU
MAY THEN CHOOSE TO FLIP THAT CARD FACE UP OR LEAVE IT FACE DOWN.

« |F YOU DRAW AN ACTION CARD, YOU MAY EITHER PERFORM THE ACTION OR USE IT TO
REPLACE A CARD IN YOUR GRID:
« |F YOU CHOOSE TO PERFORM THE ACTION, PERFORM THE ACTION INDICATED ON THE
CARD (SEE ACTION CARDS BELOW) AND THEN PUT THE CARD ON THE BOTTOM OF
THE DISCARD PILE.
« |F YOU CHOOSE TO USE IT TO REPLACE A CARD IN YOUR GRID, CONTINUE AS
INDICATED ABOVE.

DRAWING A CARD FROM THE DISCARD PILE:

- YOU MUST USE THIS CARD TO REPLACE ONE OF THE CARDS IN YOUR GRID. IT CAN
REPLACE EITHER A FACE UP CARD OR A FACE DOWN CARD.

- REMOVE A CARD FROM YOUR GRID AND PLACE IT IN THE DISCARD PILE FACE UP.

- PUT THE NEW CARD FROM THE DISCARD PILE INTO THE SPACE ON YOUR GRID FACE UP.

HINT: YOU WILL WANT TO REPLACE A FACE UP CARD IN YOUR GRID IF THE NEW CARD 1S (A) OF
LOWER VALUE OR (B) A COLOR YOU NEED. HOWEVER, IF YOU LIKE THE FACE UP CARDS IN YOUR
GRID BUT STILL THINK THE NEW CARD CAN HELP YOU, YOU MAY CHOOSE TO REPLACE A FACE
DOWN CARD BUT THAT'S RISKIER BECAUSE YOU WON'T KNOW THE VALUE OF THE FACE DOWN
CARD UNTIL YOU REPLACE IT. IF IT'S HIGHER-VALUE OR A COLOR THAT YOU DION'T NEED -
SUCCESS! BUT IF IT'S LOWER VALUE OR A COLOR YOU NEEDED — OOPS!




ACTION CARDS

ACTION CARDS CAN EITHER BE PLACED INTO YOUR GRID, WHERE THEY COUNT AS A NORMAL
CARD WORTH THE VALUE SHOWN, OR THEY CAN BE USED TO PERFORM AN ACTION. NOTE: YOU
MAY ONLY USE AN ACTION CARD TO PERFORM AN ACTION |F YOU DREW IT FROM THE DECK.
ACTION CARDS IN YOUR GRID, WHETHER FACE UP OR FACE DOWN, AS WELL AS ACTION CARDS
TAKEN FROM THE DISCARD PILE, CAN NEVER BE USED TO PERFORM AN ACTION.

PEEK
LOOK AT ANY FACE DOWN CARD ON THE TABLE. DO NOT REVEAL THE CARD
TO THE OTHER PLAYERS. AFTER PEEKING, DRAW A CARD FROM THE DRAW
I | PILE OR DISCARD PILE AND PLAY IT AS NORMAL.

SWAP

SWITCH THE LOCATIONS OF ANY TWO CARDS IN YOUR OWN GRID. YOU MAY SWAP
FACE UP AND OR FACE DOWN CARDS. YOU CANNOT LOOK AT FACE DOWN CARDS IN
YOUR GRID TO HELP YOU DECIDE WHICH ONES TO SWAP. SWAPPING FACE DOWN
CARDS DOES NOT CAUSE THEM TO FLIP FACE UP AND VICE VERSA.

STEAL

TAKE A CARD FROM ANOTHER PLAYER AND EXCHANGE IT WITH ONE FROM
YOUR OWN GRID. YOU MAY EXCHANGE EITHER FACE UP OR FACE DOWN
CARDS, BUT ALL EXCHANGED CARDS FLIP FACE UP.

THREE-IN-A-ROW

AT ANY POINT IN THE GAME, INCLUDING AT THE END OF THE HAND,
IF YOU HAVE THREE FACE UP CARDS OF THE SAME COLOR IN ROW
EITHER HORIZONTALLY, VERTICALLY, OR DIAGONALLY, YOU MAY
IMMEDIATELY CLEAR THOSE CARDS FROM YOUR GRID. PUT THE

ROWS IS TO YOUR ADVANTAGE BECAUSE IT MAKES THE TOTAL

CLEARED CARDS AT THE BOTTOM OF THE DISCARD PILE. CLEARING l
NUMBER IN YOUR GRID LOWER AT THE END OF THE HAND.

NOTE: CLEARING A ROW MAY MAKE IT IMPOSSIBLE TO CLEAR ADDITIONAL ROWS. FOR INSTANCE, CLEARING
THE CENTER COLUMN MAKES IT IMPOSSIBLE TO CLEAR ANY HORIZONTAL OR DIAGONAL ROW BECAUSE THE
CENTER CARDS ARE NOW MISSING). KEEP THIS IN MIND WHILE TRYING TO FORM ROWS OF THE SAME COLOR.




NEGATIVE FIVE (-5) WILD CARD

THE -5 WILD CARD HAS A VALUE OF -5 POINTS. ADDITIONALLY, IT'S A
WILD CARD SO IT MAY COUNT AS ANY COLOR FOR THE PURPOSE OF
CREATING THREE-IN-A-ROW. NOTE: YOU WILL HAVE TO DECIDE IF IS
MORE VALUABLE TO CLEAR A ROW WITH A -5 CARD IN IT (IN WHICH CASE
YOU WILL LOSE THE BENEFIT OF TAKING § POINTS OFF YOUR SCORE) OR
CHOOSE TO LEAVE IT IN YOUR GRID WITHOUT CLEARING THE ROW.

ENDING THE HAND

THE HAND ENDS IN ONE OF TWO WAYS:
= ALL OF THE CARDS IN A PLAYERS GRID ARE FACE UP
= THE DRAW PILE 1S EMPTY

WHEN THIS HAPPENS, ALL PLAYERS FLIP THE REMAINING FACE DOWN CARDS IN THEIR
GRIDS FACE UP. IF YOU CREATE ANY THREE-IN-A-ROWS, YOU MAY CLEAR THEM NOW.

FIND THE TOTAL SCORE OF YOUR GRID BY ADDING UP THE POINTS SHOWN ON EACH
CARD. THE PLAYER WITH THE FEWEST POINTS WINS THE HAND. RECORD EACH
PLAYER'S SCORE ON A PIECE OF PAPER, ADDING IT TO THE PREVIOUS ROUND'S SCORE
WHEN APPROPRIATE.

SHUFFLE ALL OF THE CARDS TOGETHER AND DEAL OUT A NEW SET OF 9 CARDS TO EACH
PLAYER. THE WINNER OF THE PREVIOUS HAND PLAYS FIRST IN THE FOLLOWING ROUND.

WINNING

THE GAME ENDS AS SOON AS A PLAYER'S SCORE REACHES OR EXCEEDS 5@ POINTS.
WHEN THAT HAPPENS, THE PLAYER WITH THE LOWEST SCORE WINS THE GAME!

CONTENTS: 8y cARDS AS FOLLOWS:

» 61 NUMBER CARDS (IN 7 DIFFERENT COLORS) = 6 SWAP CARDS = 6 STEAL CARDS
» 5 NEGATIVE 5 (-5) WILD CARDS « B PEEK CARDS
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