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1st Owner

2nd Owner

3rd Owner

Done with the game? 
Pass Sum on to 
someone else!

Product End-Of-Life: 
If Sum is no longer playable due to the wear and tear 
of years of gaming fun, you can easily recycle the 
game box and other cardboard components.
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Welcome to Sum!

This game is all about adapting 
to change. Can you find the 
cleverest way to play your hand?

Do you have the insight and 
tactical skill to outwit your 
opponents?

If so, then Sum is the game for 
you!

The first player to score 3 victory 
points wins the game!

INTRODUCTION

15-30 M.

duration

2-5

players

12+

age



BOX 
CONTENTS

1 Dealer card (Sum Max/Sum Min),
which shows whether you’re playing 
“Sum Min” or “Sum Max”.

1 Strength card (7/1), 
which shows the value that is 
currently the “strongest” in 
the game.

43 Sum cards
There are 5 copies of each card, except for 
the 0 card, of which there are 3 copies.



Place the Dealer card with the chosen side face up, so 
all players know which game mode is being played. 
Also place the Strength card on the table with the 
“7” side face up.

The player to the left of the dealer plays a card first, 
and then play proceeds clockwise.

Per trick, each player plays exactly 1 card, so there are 
7 tricks per round. But how do you win a trick? We’ll 
briefly tell you a bit more about the cards first.

First choose a dealer, who shuffles the 43 Sum cards 
and deals each player 7 face-down cards. Set the 
remaining cards aside: you won’t need them in this 
round. Then, the dealer decides whether this round will 
be played with “Sum Max” or “Sum Min” rules.

Sum Max
The player with the 

highest sum wins the 
round.

Sum Min 
The player with the lowest 

sum wins the round.

SETUP



THE CARDS
0 card
If a 0 card is played, no sum is 
calculated in that trick, and the player 
who plays this card must start the next 
trick. After all players have played their 
cards, place all cards played in this trick 
on a common discard pile.

It’s possible for multiple 0 cards to be 
played in a trick. In that case, the first 
player to play one starts the next trick.

1-7 cards
These represent values from 1 to 7, 
which each player adds up after a whole 
round has been played, to calculate 
their sum.

Flip card 
This card reverses the strength order of 
the cards, and it may always be played.

 



SUM-FLIP
At the start of the game, card strength is 
counted in ascending order, so 7 is the 
strongest card. The current strongest card 
value is always visible on the Strength card. 
The player who played the strongest card 
wins the trick. In case of a tie in card value, 
the first player to play that card wins.

The Flip card turns the game upside down. 
When a Flip card is played, card strength 
is counted in descending order. This means 
1 becomes the strongest card and 7 the 
weakest card, until the next Flip card is 
played.

Flip the Strength card showing the current 
strongest number whenever a Flip card is 
played.

It’s possible for multiple Flip cards to be 
played in a trick. Flip the Strength card each 
time a Flip card is played.



If you have a card in your hand with the 
same value as the first card that has been 
played, you must play that card. However, 
you may always play a Flip card instead. If 
you don’t have a card with the same value, 
you may play any card.

Example: the first card played is a 3, and the 
next player has a 3 in hand. That means this 
player must play that 3, unless they have 
a Flip card. In that case, the player may 
choose to play either the 3 or the Flip card. 
You must always follow suit, even if the 
player(s) before you can’t.

Exception: if the first card played in a trick 
is a Flip card, nobody has to follow suit. In 
other words, all other players may freely 
choose which card to play.

This is easy to remember if you keep in 
mind that you only have to follow suit when 
a card showing a number is the first card 
that has been played in a trick.

FOLLOW SUIT



Each trick always has a winner:
either the player who played the strongest 
card, or the first player to play a 0 card 
(a 0 only wins you the initiative for the next 
trick. Players do not calculate sums and all 
cards played in that trick are placed in a 
common discard pile). When you win a trick 
in which no 0 card has been played, you gain 
all cards played in that trick. When you win a 
trick, you place the cards you’ve won in a face-
down pile in front of you, and then you start 
the next trick.

After 7 tricks have been played, each player 
adds up the values on all of their cards. 

Whoever has the highest sum (in “Sum Max”), 
or the lowest sum (in “Sum Min”), wins the 
round and scores 1 victory point.

In case of a tie (i.e., if 2 or more players have 
the lowest sum when playing “Sum Min”, or if 
2 or more players have the highest sum when 
playing “Sum Max”), no victory points are 
awarded for that round.

Then, start a new round. Pass the Dealer card 
to the next player in clockwise order. Shuffle 
all 43 Sum cards together and deal 7 cards to 
each player again.
 
The first player to score 3 victory points wins 
the game!

(Of course you can always adjust this amount 
for a longer or a shorter game.)

WINNING



Four players - Trick 1 - Sum Max

The dealer has chosen  ‘Sum Max’. 

The game has just started, so 7 is the strongest 
card.

Player 1 plays a 2. Player 2 also has a 2 in hand, so 
they have to follow suit.

Player 3 has a 2 in hand as well, but chooses to 
play a Flip card instead, which may always be 
played.

Now 1 is the strongest card. Player 4 doesn’t have 
a 2 in hand, but they do have a 1. They play their 1 
and win the trick!

Player 4 wins the trick and has to start the next 
trick. 1 will remain the strongest card until the next 
Flip.

EXAMPLE OF PLAY 1



Player 1

Player 2

Player 3

Player 4
wins

final results of the trick



Three players - Trick 6 - Sum Min

We’re currently in trick 6 of a round of ‘Sum Min’. 

Player 3 has the lowest sum so far, and has already 
scored 2 victory points in previous rounds. Right 
now, 1 is the strongest card.

Player 3 has to start and plays a 7. 

Player 1 plays a 4.

Player 2 has two cards left in hand: a Flip card and 
a 6. Player 2 could play their 6, which would mean 
Player 1 wins the trick and gets all the cards for 
that round. However, because they’re playing “Sum 
Min”, they don’t want to do that, because that 
improves Player 3’s chances of winning the whole 
game. That’s why Player 2 plays the Flip card 
instead. 

7 once again becomes the strongest card, and 
because of that, Player 3 gets all the cards for this 
trick. The chances of Player 3 winning the game 
have now been reduced instead.

EXAMPLE OF PLAY 2



final results of the trick

Player 1

Player 2

Player 3
“wins”



2 VS 2 GAME
Feel like playing a variant game that doubles the fun? 
This is a community favorite.

The setup is the same as when you play a regular game, 
but this time, you’re not on your own. You have a 
teammate, who will be sitting directly across from you.

The basic rules remain the same, except that both 
teammates now add up the values on all of their cards 
after a round has been played. The team that has the 
highest sum (or the lowest, when playing “Sum Min”) 
wins the round. 
But there’s a twist!

The dealer’s team (i.e., the dealer and their teammate), 
plays for 1 victory point.

The other team, (i.e., the team that doesn’t get to de-
cide whether “Sum Min” or “Sum Max” will be played 
for that round) plays for 2 victory points.

The first team to score 5 victory points wins the game!

(Of course you can always adjust this amount for a 
longer or shorter game.)

The “small print” for the 2 vs 2 game:

Don’t show your cards to your teammate or to anybody 
else before you play them.
No secret signals. And yes, that includes subtle 
eyebrow movements or coughs!
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Quick overview of play

In case of a tie in card 
value, the first player to 

play that card wins.

The dealer then decides 
whether “Sum Max” 
or “Sum Min” will be 

played.The player to the 
left of the dealer is the 

starting player.

At the start of each 
round, each player is 

dealt 7 cards.

At the start of 
each round, 7 

is the strongest 
card.

Depending on whether “Sum Min” or “Sum Max” is being 
played, the player with the lowest or the highest sum scores a 
victory point. In case of a tie, no victory points are awarded.

Flip card: Reverses the 
strength order and may 

always be played.

If possible, you must “follow suit” by 
playing a card with the same value as the 
first card that has been played that trick, 
unless you have a Flip card, which may 
always be played. You do not have to 

follow suit if a Flip card is the first to be 
played in a trick. If it’s not possible to 

follow suit, you may play any card.

0 card: No sums are 
calculated in this 
trick, and the first 
player to play this 
card in this trick 

has to start the next 
round.


