Tarot Sudoku

The object of this solo game is to build a 4x4 grid of cards
in such a way that each cell in each row and each column
shows a different suit and symbol. The player sheet is a
place to write these down to help you keep them straight!
A positive score wins, 0 is a draw.

How to play:

1. Begin with a tarot deck you like. I based the game on the RWS deck
called Everyday Tarot because the art is iconic and I particularly like
playing with the poker-sized cards.

2. Separate the major and minor arcana. Major arcana have names like
Death and The Fool. Minor arcana are the Ace through King of each
suit.

3. Shuffle the minor arcana, turning half the cards each time so that
some will be upright and some reversed. Place them in a deck near your
player sheet.

4. Shuffle the major arcana. It doesn’t matter which direction they
face—they will be played as reversed (upside down) in this game. Place
this deck nearby, perhaps perpendicular to the other deck.

5. Each round, you will draw 3 cards. Always draw in the same manner
(ie, if you pull from the bottom and flip, be consistent), and lay the
cards near the player sheet, without changing their orientation.

6. Choose a card and write its suit and one chosen symbol from the
list above in any space on the player sheet. Place the card on the table
without changing its orientation.

7. Choose a second card from the three you drew and write its suit and
a chosen symbol in any space orthogonal to the first (that is, left, right,
above or below). Place this card in the appropriate position next to the
first one you chose. You will create a grid with the cards on your table,
without changing their orientation.

NOTE: new cards must always touch an already played card.

The four suits are:
cups, wands, swords, and pentacles (or coins)

Prep fOl" Play The seven symbols are:

weather (clouds, rain, rainbows, snow)
heavens (stars, sun, moon)

water

land (ground, cliffs, hills, rocks)
buildings (from the inside or the outside)
animals (real or mythical)

humans (whole bodies, not just hands)

For this game
you will need:
o this sheet

o atarot deck
« a pencil

8. Discard the third card, without changing its orientation. Only reversed
cards in the discard pile may be used to replace problem cards in the grid, so
choose wisely—you can’t choose to reverse it at discard. Mark off the round.

9. Now play each of the remaining rounds in the same way.

NOTE: Not every card in the minor arcana can be played!

Exceptions!

1. You may replace any card that has been played in a previous round with
the last discarded card, but ONLY if it is reversed. You may use this excep-
tion three times per game, and mark it off each time. Wild cards (#2 below)
may NOT be replaced. This is a free action!

2. Twice per game, you may choose to place a wild card in a space with one
of the major arcana cards rather than playing a card from your hand. First,
discard a card from your hand. Next, draw a card from the major arcana deck
and play it—reversed!— in any position in the grid, following the placement
rule (#7). Write “Wild” in the space on the player sheet. At the end of the
game, look at the card and determine its value in the deck (these cards are
numbered 0-21). Subtract half of that value rounded up.

3. If you can not play for any reason, simply discard all remaining cards and
begin the next round. Be careful what you put on top of the discard pile!

NOTE: playing a replacement card is a free action, so you are still able to play
two cards from your hand. Playing a wild card is NOT free, and counts as one
of the two cards played.
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Points: +4 each completed row +4 each completed column +4 using only 4 symbols
+3 using only 5 symbols +2 using only 6 symbols +1 each upright card in grid
Penalties -3 every blank in the grid  -1/2 value of wild cards rounded up -3 for every card more than 8 in the discard pile*




