
Suit Up! The Cooperative Card Game 
 

Note: This is version 2 of the game. This is the iterated version of player feedback. 
 
For 4 players 
 
Story: The King of the land wants to rule the sky! However, with his trusty Spearman, he needs 
to get his country ready for conquest. The country will be ready once the King gets his royal 
armaments or the Spearman gets his loyal army in order. 
 
The Light of the sky and the Moon aren’t having any of that. To deter the kingdom, the Light and 
the Moon needs to show them where they’re place is! The Light needs the color of the sky to 
show its brilliance, and the Moon needs all of its phases to show its might. 
 
It’s the race to war! It’s time to SUIT UP! 
 
Materials: 

1. One 6-sided die, labelled zero to five 
2. Four large suit cards labeled Light, Moon, King, and Spear 
3. Deck of 40 cards comprised of: 

a. Four sets of 8 cards. These four sets correspond to four suits: Light, Moon, King, 
and Spear and are numbered 1 through 8. The cards are blank on one side, and 
are labelled with a letter and a number denoting its suit and value (ex: S7 refers 
to card number 7 of the Spear suit) 

b.  8 additional action cards. These cards are labelled Reverse, Trade one card, +1, 
+2, -1, -2. There are two +1 and -1 cards. 

 
Objective: Hold all eight cards of your suit in your hand. 
 
Set-up: 

1. Shuffle the suit cards, face-down. 
2. Shuffle deck of cards, face-down. Due to the size of the cards, it is recommended that 

cards be placed in a pile, and shuffled in a swirling manner. 
3. Players declare which suit they will be collecting. Each player must have a different suit. 

a. Possible Change: Suit cards are distributed face-down.  
i. Only the player who owns the card may look at it. This is more 

competitive? 
ii. Alternate:  Players show their suit cards to each other, and then the are 

flipped back face-down. Light and Moon are a team versus King and 
Spear. 

4. Deal out the cards evenly. Each player gets 10 cards. 
5. The player left of the dealer goes first, and the order continues in a clockwise fashion 



(i.e. leftward) 
 
Basic Directions: 

1. Players take turns rolling die. The number rolled determines how many cards the current 
player must trade with the next player. Players must trade the exact number of cards, 
unless modified by an action card. Cards are traded face down. 

2. If a zero is rolled, then no cards are exchanged, and the turn and discard order is 
reversed. 

a. i.e. If the turn order is clockwise, the turn order becomes counter-clockwise. If 
players give their discarded cards to the left, they now give it to the right. 

3. Action cards are special cards shuffled into the deck that do not correspond to a suit. 
They have special abilities, which are described below. They must be played after rolling 
the die. 

4. If a player completes their suit (hold cards 1 - 8), they must declare it by saying SUIT UP 
to end the game. Players may declare victory after a trade is completed. 

 
Actions: 

1. Using Action cards 
a. Action cards are played after a roll. Only one action can be played per turn, and 

action cards must be discarded to the next player. 
2. Action descriptions 

a. Switch card: The turn order is reversed, as if a zero had been rolled. The player 
can roll the die as usual. 

i. Cooldown: The switch card can only be play once per rotation. In other 
words, if Player A plays the switch card, then it cannot be played again 
until Player A’s next turn. If Player A’s turn comes earlier due to a zero 
roll, then the switch card can be used again. 

b. Trade card: 
i. Instead of rolling the die, the current player can trade this card with any 

player. Only one card will be traded for this round. This is great if you 
don’t want to trade any important cards. This is basically a free card. 

c. Plus cards: 
i.  Increase the die roll by the number on the card. The maximum number to 

be discarded is seven. This action card counts in the number of cards to 
be discarded. This is great if you want to get rid of a lot of cards at once 
(or mess up someone’s hand). 

d. Minus cards: 
i. Decrease the die roll by the number on the card. The minimum number to 

be discarded is one. This action card counts in the number of cards to be 
discarded. This is great if you are close to winning, and you don’t want to 
give up too many cards. 

 
Playing Options: 



1. Battle Royale: The first to collect all eight cards of their suit wins the game. 
2. Pair Play: Players pair up, and win together when one of the paired players have 

completed their suit. 
3. Advanced Pair Play: The same as pair play, but both players have completed their suits. 

 
Example game flow: 

1. A rolls a four 
2. A trades four cards with B 
3. B rolls a three 
4. B trades three cards with C 
5. C rolls and plays an action card. C does whatever the action card corresponds to. 
6. D’s turn. D rolls and trades with A. 
7. A’s turn. 
8. B rolls a zero. No cards are traded, and then order goes backwards (A -> D -> C -> B) 

until the next reverse is played or a zero is rolled. 


