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Winning the Game 
• The first team to get all eight pieces into Home wins. 

Worth Considering 
• A player is never closer to winning than their partner is! 

• Hindering opponents is (almost) as important as helping yourself! 

• A piece on 0, 1, 2, or 3 benefits greatly from being moved backward with a ÷4. 

• It can be unwise to stand on 11 if another player’s piece on the nearest 0 is moved ÷4. 

• If a player has one piece on 0 and one on 15, and another player lands on 0/15: The piece on 

15 is knocked home by the arriving piece; which is then knocked home by the piece on 0. 

Thus, only the piece on 0 remains. 

• When swapping two pieces, etiquette suggests: Place a finger on the space of the first piece; 

move the first piece with the other hand to the second piece’s space; then move the second 

piece to the space indicated by the finger. 

 This allows all players to follow the swap clearly. 

 A suitable penalty for not following this procedure is that the player receives one card less in 

the next deal! 

 

 May the luckiest be the most skillful;-) 
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Partners 

 

♥ Trust ♦ Cooperation ♣ Strategy ♠ 

A strategic and entertaining game for two teams of two, where the goal is to be the first team 

to get all pieces into Home. The outcome depends greatly on how well the two partners 

cooperate - both in getting their own pieces into Home and in preventing the opponents from 

doing the same. 

 Enjoy the game  
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Game Board Spaces 
• Start, where all pieces begin and where pieces are sent back to when knocked home. 

• Spaces 0, 1, …, 14, 15 are called the Track. 

 Spaces 0 and 15 are two different spaces next to a player’s own Start. 

 For the other three players, these appear as a single shared space called 0/15. 

• Spaces 16, 17, 18, 19 are called Home. 

 

Meaning of the Spaces 
Start • Before the game begins, each player has four pieces placed on Start. 

 • A piece may be moved from Start to 0 when the player plays a Start card. 

0 • A piece on 0 moves along the Track and cannot move to 15 or into Home. 

 • A piece passing its own Start against the direction of play passes 0, not 15. 

 • A piece on 0 is protected. 

 • A piece on 0 blocks so no other players’ pieces may pass 0/15. 

15 • A piece on 15 may move into Home or move backward using a ÷4 card. 

 • A piece passing own Start with the direction of play passes 15, not 0. 

 • A piece on 15 can be knocked home by any other player landing on 0/15. 

 • Pieces cannot be swapped to or from 15. 

0/15 • A piece on 0/15 may be knocked home or swapped. 

 • Two pieces on 0/15 are protected, thus blocking moving out from Start to 0. 

Home • A piece in Home cannot return to the Track. 

 • Each space in Home can hold no more than one piece. 

 • Pieces in Home cannot be passed. 

Track • A single piece on a space is knocked home if another player lands on that space. 

 • Two pieces on the same space are protected and knock home any opponent landing 

there.  
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Card Meanings 
2, 3, 5, 6, 9, 10, 12 Move one piece the number of spaces shown. 

1 1/14 Move one piece one or 14 spaces. 

4 ÷4 Move one piece 4 spaces backwards. 

7 ×7 Seven may be split: One or more pieces are moved a total of seven spaces. 

  No piece may be moved more than once. 

  Exactly seven spaces must be moved, even if it is a player’s last piece. 

8 ►/8 Move a piece from Start to 0 or move a piece eight spaces. 

11 ► Move a piece from Start to 0. 

13 ►/13 Move a piece from Start to 0 or move a piece 13 spaces. 

 ↑↓ Swap Places: Swap two pieces on the Track. 

  They may belong to you, your partner, or opponents. 

  Protected pieces cannot be swapped. 

Before the Game 
• Place the board on the table. 

• Two players sitting diagonally opposite each other are partners: Green & red against yellow 

& blue. 

• Each player takes four pieces of their color and places them on their own Start. 

• The player who most recently visited the kitchen is the first dealer. 

Gameplay 
• The dealer shuffles the cards and deals four cards to each player. 

• Players look at their own cards only. 

• Each player takes their four cards into their hand, so only they can see the card values. 

• Each player exchanges one card with their partner; the card value hidden for the opponents. 

The received card may not be picked up until the player has placed their own exchange card. 

• Play proceeds clockwise. 

• The player to the dealer’s left begins by placing a card on the discard pile at the center of the 

board and performing the move shown on the card. 

• If a player cannot make a legal move, all their cards are discarded. They skip turns until the 

next deal. 

• If a move can be made, it must be made - even if it is disadvantageous. 

• The card must be placed before moving the piece. If a player moves before placing the card, 

the card must still be used, but the player receives one card less in the next deal! 

• When all players have played their four cards, the dealer deals four new cards to each player. 

The stack of undealt cards may not be reshuffled. 

• After three rounds of dealing, when the dealer has eight cards left in the undealt stack, these 

are placed in the discard pile. The next player becomes the new dealer and shuffles all cards 

before dealing. 

• When a player has moved all their own pieces into Home, they continue playing to help their 

partner get their pieces into Home. A “Seven may be split” card may then be split between 

own and the partners’ pieces. 

• Partners may not discuss the ongoing game. The penalty for doing so is that the opponent to 

the left of the talking player moves one of that team’s pieces from the Track back to Start. 

  


