CRAZY CHICKEN
By Michael Schacht

A clucking good card game for two crazy chickens!
Contents

110 Chicken Cards: (20 x Billy the Chick, 18 x Gallo Gomez, 16 x Superchick, 14 x Napoulet Bonaparte, 12 x Chicken King, 9 x Charles Chickbergh, 8 x Thomas Cock, 7 x Maria Gackas, 6 x Marilyn Henroe.)
Paper and pencil will be required to note players’ scores.

Aim of the Game

Both players are collecting Crazy Chickens of different values.  As soon as they have two or more cards of the same value, they can lay these cards in front of them – these laid cards will score at the end of the game.  However, it’s not quite that simple – if the other player lays out more chickens of the same kind … then the first player has to discard his…
After 4 rounds, the player with the most points is the winner.

Setting up the Game
· All 110 Chicken Cards are well shuffled.

· Each player is dealt 3 cards face down, which he takes into his hand.

· The remaining cards are placed in two face-down piles of equal height.  Leave sufficient space between them to allow for two discard piles to be placed there.

The Chicken Cards

show 9 different Crazy Chickens of different values.  The number on the card shows how many of that kind of Chicken there are in the game – for instance 20 x Billy the Chick but only 8 x Thomas Cock.  The number also dictates the value of each type of chicken when scoring.
Playing the Game

The youngest player starts, after which each player takes alternate turns.  Play consists of two actions:

Action 1: Draw cards

Action 2: Lay cards or discard cards.

Action 1: Draw cards

On their turn, a player draws two new cards.  These cards must be taken from two different piles.  At the beginning of the game, the starting player has only the two face-down draw piles to choose from; he must therefore take the top card of each pile into his hand.  During the course of the game, two more face up discard piles will be created.  Cards can also be drawn from these two piles.
Action 2:  Lay cards or discard a card.
After drawing cards, the player must either lay more than one card to the table (see Action 2a) or discard one card (see Action 2b).
Action 2a. : Laying more than one card

The following rules must be observed when laying cards:

· Only one type of card can be laid per turn.

· There must be at least two cards.

· The cards must be laid face up and overlapping so that their numbers are clearly visible.

If the other player has already laid cards of the same type, the following rule applies:
The player laying cards must lay more cards than their opponent has in front of them.  Their opponent must then discard all their cards of this type to one of the two face up discard piles.
Example:

Player A has 4 laid ‘Billy the Chick’ cards in front of him.  Player B now lays 6 ‘Billy the Chick’ cards.  Player A must immediately discard his 4 ‘Billy the Chick’ cards to one of the two discard piles.

Note!

Once one type of chicken has been laid, a player may not add further chickens of the same type on subsequent turns!  

However, there is a way to increase the number of chickens of a type already laid.  In this instance, the player must discard the smaller number of laid chickens and then lay the new, larger number – exactly as if the other player had laid more card of this kind.
Example:

It is Player A’s turn.  He has laid 3 ‘Napoulet Bonaparte’ in front of him.  Since then, he has taken 5 more into his hand, and lays these to the table.  The 3 ‘Napoulet Bonaparte’ cards he has already laid must immediately be discarded to one of the two discard piles.

Action 2b: Discard a card
If a player cannot, or does not want to lay cards, he must choose one card from his hand and discard it.  He should choose carefully, remembering that his opponent can pick this card up.

The first discarded card starts the first discard pile.  The second discarded card must begin the second discard pile. The same holds true if one discard pile is exhausted because the cards have all been drawn – a second discard pile must be formed before further cards are discarded to the first discard pile.  When there are two discard piles, each player may choose which pile to discard to.
Thus, over the course of several rounds, four piles are created from two of which each player may choose to draw their two cards.  The only condition is that the two cards cannot be taken from the same pile – all other combinations are permitted.  Thus the first card taken can be the top card of a draw pile and the second card can be the top card of a discard pile.
The End of the Game / Scoring

The game is played until one of the following three conditions apply (at the end of one players’ turn):

· One player has laid six different types of chicken

· Both players have laid all nine types of chicken between them

· There is only one draw pile left (ignore the discard piles!)

At this point the round ends.  Both players now calculate their score, by writing on a sheet of paper the values of each type of chicken card they have laid in front of them, notwithstanding the number of chicken cards they have of each type.  Cards still in a players’ hand do not count.
Example:

Player A lays 2 ‘Thomas Cock’ cards.  He now has 6 different types of chicken in front of him and the round ends.  The score of each player is calculated as follows:

Player A has 18+12+9+8+7+6 = 60 points

Player B has 20+16                  = 36 points

The next round then begins.  It plays exactly as described above, with the following difference – the starting player changes. 

Winning the Game

4 rounds are played in this way, and then the game ends.  The player with the most points is the winner.  If there is a tie, the player with the most points in one round is the winner.

