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The Team-Building Team-Building Game.

Instructions

DEASIL WORKS PRESENTS



1

1. Contents.
What’s all this, anyway?  
54 lovingly handcrafted cards.

2. The Idea.
Recognize your own Deasil team. Match 
colors to collect cards. Start fights and deep 
resentment with friends as a team-building 
exercise. We’ll describe how in a second.

3. Setting Up the Game. 
Remove cellophane before proceeding. 
Shuffle the deck and deal 5 cards to each 
player.

Look at your own cards. Each card is someone 
on a team, or an object. That doesn’t really 
matter, though. The real point is to grab all 
the cards you can. Just like life!*

What does matter is the color. Each card has 
a background color and a secondary color, 
that may match one or more cards (blue/
orange completes blue/orange, etc.). Each 
card has a Roman numeral on the upper left 
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showing how many times that color  
combination appears in the deck  
 I, II, III, or IV.

Stack the remainder in a face-down draw  
pile for all players. Players share the same 
play area, and contribute cards to it.

*Deasil does not always espouse this view.

4. Playing the Game. 
You’ve gotten this far; why not? 
Whoever had the least interesting lunch, or the 
angriest social media post that day, goes first. 
Play is to the left. On each turn, do the following

1. Place a card. Select a card from your 
hand and place it face-up in the play area.

2. Collect cards. If your newly placed 
card matches another one at the opposite 
end of a line of cards, you collect all those 
cards and put them aside, including the 
two matches.

3. Draw. Keep your hand at 5 cards  
by drawing from the draw pile.
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5. Where the Cards Go. 
To Heaven, maybe. 
If yours is the first card played, put it in the 
center of the play area. Otherwise, place your 
card next to any existing card, on any side, 
forming a line in any horizontal or vertical 
direction.

(Solo card, all by its lonesome. Sad.)
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Company! 
(Gray = Places to 
put your card.)
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The exception to this is  if the main group  
of cards splits into two or more smaller 
groups during play, cards must be placed to 
reconnect the group. Once played cards are 
all adjacent again, you may resume placing 
your card next to others. We’re a team!

(Empty spaces to fill.)
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6. Collecting Cards.
Kind of like that rummy game, but not. 
The play area will eventually form lines of 
cards in any horizontal or vertical direction. 
If you place a card at the end of a line, and 
there is a matching-color card at the  
opposite end, you get to collect that entire 
row (including the two matched cards) and 
keep them as your team. Put them aside 
(they are not part of your hand).

Note: You can only complete a set if both 
matching cards are at the ends of a row. You 
can’t collect from the middle of a row, even if 
there is a completed set inside.

Note: Rows are horizontal or vertical only, 
not diagonal. We just don’t do that here in 
the agency world. We could because we’re 
tolerant like that, but 
not in this game.
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Example 1: If you placed the new card, you 
could collect the entire row. Meet your newly 
hired team members.
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Example 2: Although you placed 
the new card, you could not collect, 
because the matching card isn’t at 
the end. Not a team player, that one.

7. What Do You Mean, Matching? 
Hold on, now. What? 
The card’s two colors (background and  
secondary) complete a set  blue/orange  
completes blue/orange; yellow/grey  
completes yellow/grey, etc.*

*Or Amaranth Purple, Chlorophyll Green, Burnt Umber,  
Fuchsia...we’re color palette freaks over here.
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A card’s Roman numeral tells you how many 
of that color combination exists in the deck. 
II means two of those cards, III means 
three of that card, etc. The numbers range 
from I to IV.

The people and objects on the cards? They 
won’t match, and that’s fine. They don’t even 
get along some days. Look, we don’t make 
the rules. Well, we do, but we don’t defend 
them that hard.

8. Drawing cards.
Five cards. Just like fingers and toes. Usually. 
After you’ve played a card, draw one from the 
face-down pile to maintain a hand of 5 cards. 
If you forget, it’s okay  just draw at any time. 
It’s like the coffee maker  it’s always there 
for you.

If there are no cards left to draw, keep  
playing until everyone is out of cards. Some 
days you work through lunch, you know?
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9. Winning the Game.
Because it’s about winning. Uh, about moving 
forward in a cooperative effort. 
Once the draw pile runs out, everyone’s hands 
are empty, and all possible matches have 
been collected, compare all the unique Deasil 
teams you’ve put together and smile at the 
combinations.

Whoever collected the most cards wins the 
game. Yay, Human Resources!

10. Frequently Asked Questions.
Not really; no one’s ever asked us these. 

What’s the secret here?
Clean livin’. And keeping an eye out 
for card colors. Most cards have 2  
instances of its colors. Some only 1.  
One card has 4 of itself running around.  
So if you see a card with IV in the play  
area, and you have a second one, it’s  
possible someone might complete  
and collect that set before you. So  
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don’t wait too long to get that perfect long 
stretch of cards.

If you’ve got a II in your hand and its mate 
is already played but ineligible to complete a 
set because it’s stuck in the middle of a row, 
your card won’t do much. Get rid of it.

So why the drawings, then?
They are your new friends, coworkers, and 
possible love interests. They just don’t have 
anything to do with winning the game.

So even though I’ve got a Senior Developer 
with III, it doesn’t match that Consultant 
with III?
Correct. The background and secondary 
colors are what need to match. The  
Roman numerals just tell you how  
many of those colors there are.

Hey, I’ve got a blue/green and a  
green/blue. Do those match?
No. Background with background,  
secondary with secondary. We like  
the way you think, though.
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Hey, there isn’t a match for this card.
Does the card have a I in the corner? Then 
yeah, that’s the only one of its kind in the 
deck. It will never complete a set, but might 
be included in someone’s collection. Use it 
for blocking strategy, or to fetch coffee.

What’s the deal with the objects? 
Does a Recycle Bin help out my Senior 
Art Director?
Not really. Well, we mean, sure, it’s a Recycle 
Bin. Just not for winning this game.

Can I work with you guys?
We sure hope so. Visit 
our website and drop 
us a line.
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SETUP:
1. Deal 5 cards to each player.
2. Set remaining cards face-down  
 in a draw pile.

PLAY:
1. Place card face-up in the play area.
2. Match background & secondary  
 colors on the ends to collect all cards  
 in that row.
3. Draw back up to 5 cards.

NOTES:
•  Rows are horizontal or vertical only.

•  Only background+secondary color  
 combinations can complete a set.
•  Matching cards must be at the ends of 
 a row to be collected.
•  If cards in play area separate into   
 groups, matches cannot be collected   
 until play area is reconnected as a   
 single group.

WIN:
 The player with the most collected cards wins. 
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Credits:
Produced and created by Deasil Works.

Mechanics and Game Design: 
Craig Johnston
Design and Color Theory: 
Bill Green
Squiggles and Characterization: 
Kat Green
Graphemes, Glyphs, and Grammar: 
David Elsensohn
Playtesting and Complaints: 
Adam Davidson & Myke Madden
Taskmaster and Skepticism: 
Shu Yang
Reliable Alternate Confirmation:
Karl Hirsch

Need more info? Wanna shower us  
with praise, love or more questions? 

Please do  huddle@deasil.works

And don’t forget to visit us online at 
Deasil.works, just because we like company.
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deasil.works/huddle


