The Village

A Game for 4 Players

Materials

· 1 Deck of The Village playing cards. The deck is 80 cards in all.

· Poker chips for measuring wagers. 

· A Stumble Token (any kind of token may do)

· A token/marker to indicate Night or Day.

Set Up

· Shuffle the deck well. Make sure each player has an equal amount of chips for wagering.

· Each player picks one of the four professions. They are the Hill, the Steeple, the Coffer and the Rake. No two players may have the same profession. If  there is a dispute, professions may be assigned at random. Once all players have a profession, everyone is dealt six cards face down by the dealer. 

· The table is set up as such: the deck is off to one side, the refuse pile on the other side. Between those two is The Courtyard, there should be enough space for four cards to be dealt but those are not dealt in initially.

Playing the Game

· To win the game a player must have six cards of their profession (Rake, Hill, Steeple or Coffer) in their hand at the end of the Night. The winning player wins the End Pot.

· There are two phases to the game, named Night and Day. Day occurs first.

· The Dealer goes first; the game always proceeds clockwise from the Dealer.

· At the start of the Day, all of the players must put out a wager, starting with the Dealer. Once chips are put out they can’t be taken back. Players may raise or match each others' bets. The player who puts out the largest wager gains is given the Stumble Token (it is used at Night, more on that later). If there is a tie between the largest wagers, no player gains the Stumble Token for that Night. Once the wagers have been settled upon, half of the betting pool is added to the End Pot. The other half is added to the Daily Pot. These pots are kept separate. If there is an amount that can’t be divided equally, the largest portion goes into the End Pot. Once this is done, the Night begins.

· On a player’s turn they may draw a card from the deck or they may trade a card in their hand for one in the courtyard.

· If a player has more than six cards in their hand they must discard down to six cards at the end of their turn. The discarded card is placed in the courtyard. If The Courtyard already contains four cards, then the discarded card are placed in the Refuse Pile face up.  All cards placed in The Courtyard must be placed face up.

· The player with the Stumble Token may pick one player to Stumble during their own turn. The stumbled player must discard one of their cards directly into the refuse pile. The Stumble Token is returned to The Courtyard.

· The Night ends when every player has taken two turns. At the end of the Night, a player can reveal whether or not they have a winning hand. If there is no winner, the game returns to Day and The Stumble Token is returned to The Courtyard. The player to the right of the Dealer is the new Dealer.

· At the end of the Night, the daily pot is won by the player that has the most cards of their type in The Courtyard. If there is a tie among who has the most cards then the Daily Pot stays until it is won.

· During their own turn any player may accuse another player of Hoarding. The accused must reveal their hand to the accuser. If the accused player has a winning hand, the accuser wins instantly and the game is over. If the accused player does not, then the accuser must permanently have one of their cards in their hand turned outwards to face the other players. For every failed accusation another card is made permanently public. Trading or discarding the outward facing card does not remove this penalty.

· If the deck runs out of cards, everyone loses. Redistribute the chips evenly. 

· If a player runs out of chips then they may continue playing until the end of the game.

· If there is more than one winning hand at the end of the Night split the End Pot equally among them.

The Professions

· The Rake may draw two cards from the top of the deck if they wish.

· The Hill may have seven cards in their hand.

· The Steeple may draw one card from the top of the refuse pile in addition to their draw or trade.

· The Coffer may make two trades during their turn.

