

Description:
You exist in the Spade universe and 3 extra dimensions have opened up: Heart, Club, and Diamond.  This has wrought havoc on the multiverse and now, the entire multiverse is going to collapsing in on itself in 10 days!!!   You and 2 other of earth’s greatest scientists have created devices to jump around the timeline and from dimension to dimension.  Using your wits and cunning, try stop the crisis by either killing the other scientists by collapsing a dimension they are in, closing 3 of the 4 dimensions, or avoid the oncoming time crash by jumping as often as possible in the hopes to outlast the others.  Can you survive a crisis in 4D?

Players:

3

Equipment: 
1 deck of playing cards (not including jokers)

Setup: 

Decide which player will go first second and third and each pick a character (Jack, Queen, or King).  Deal 4 cards to each player and place the rest of the cards aside face down as the draw stack.  Players should leave room for the draw stack as well as a personal discard pile.

Instructions:
To start, first decide who will go first, second and third.  It generally doesn’t matter who goes first, since it is near impossible to win the game first round (you have a 1 in 416 chance).  Once this is done, shuffle the deck well and deal 4 cards to each player.  Now, in turn sequence, each player can play a card in his or her hand, or choose to discard.  After either action the player MUST take a card from the draw stack.  If a card (other than an ace) is played then it must be placed face up on the player’s discard pile.  Any discarded cards must be placed face down at the bottom of the player’s discard pile.  Whenever an ace is played it must be placed face up beside the draw stack so as to show that no more cards of that suit can be played.  Also, if a player is on day 10 on ANY dimension, he or she MUST make a jump or be caught in the time crash.  Once every player has taken an action it then becomes the first player’s turn again and play proceeds like so until one of the following occurs:
· All cards have been played or discarded– TIME CRASH! (nobody wins)
· 2 players are knocked out – the survivor wins!
· 3 of the 4 dimensions have been collapsed – everyone still alive wins!
· Everybody is collapsed in a dimension – nobody wins!

The effects of playing the various cards are described below
· Number cards 2-10: You jump to that day in the dimension matching the suit.  There are no day/suit restrictions for jumps.
· Face Cards (not including the Ace): 

· If you play the face card of your character, you use this as an instant teleport to day 1 in the dimension matching the suit.  Great for a quick getaway.
· If you play the face card of a character other than yourself, you move the specified character to day 1 in the dimension matching the suit.  Great for a quick rescue or sabotage.
· Ace: You collapse the dimension matching the suit.  
· Once this is played, no other cards from that suit can be played by any player, but cards from the same suit as a collapsed dimension can be discarded freely whenever.  
· IMMEDIATELY following the play of a dimension collapse card, every player, starting with the one who played the dimension collapse, gets a quick action.  During the quick action the players may play one face card if they have one, otherwise no quick action is taken.
