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How to play(PDF)

DAY MATCH Approximately 30 minutes

Group Size: 4-5 people per group

Preparation:
1 Set Per Group

There are 88 cards in total:

Each day of the week (4 colors X 2 cards each) ... 56 cards [suste || mse| nosser | nonse

"Skip" (4 colors X 2 cards each) ... 8 cards

"Reverse" (4 colors X 2 cards each) ... 8 cards

"Draw 2" (4 colors X 2 cards each) ... 8 cards

"Draw 4" ... 4 cards

"Chameleon" ... 4 cards .,
Print the B4 size on eighth-cut drawing paper. iz ﬁ
Print on B4 size. _' . AR L
Use the manual feed tray for drawing paper. L”
Change the copier settings to Thick Paper Mode. 2

ules
The rules are basically the same as "Uno".
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1) Decide the dealer by playing rock-paper-scissors, and the dealer shuffles the PR
cards. Each player is dealt 7 cards, and the remaining cards become the draw
pile. Draw the top card from the draw pile and place it face up to start the

discard pile. The first card should be a day of the week card.

2) Play proceeds clockwise starting from the dealer. On your turn, play a card
from your hand that matches the color, day, or symbol of the top card on
the discard pile. If you cannot play a card, draw one card from the draw
pile.

3) Special cards have the following effects:
Skip: The next player is skipped. -
Reverse: The direction of play is reversed.
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PowerPoint to expla’ln to students
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The Japanese and English versmns\ ,
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Four colors for each day card
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Five types of symbols

The next The direction The next player The next player Allows you
player is of play is must draw 2 must draw 4 to change
skipped. reversed. cards from the cards from the the color.

draw pileand  draw pile and
forfeit their turn .forfeit their turn.
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HOW TO PLAY
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(PDeal 7 cards to each player.
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2Place the remaining cards on the
desk and flip over one card.

o
SA P L E Start with a day

Remaining - of the week card.
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(3You can play a card of
the same day of the week or the same color.
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3You can play a card with
the same symbol or the same color.
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3You can play a black card at any time.
Please decide the next color to be played.
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@If you cannot play a card,
draw one new card.
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®If the cards on the desk run out,
reshuffle the discard pile to
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(6When you have only one card left,
say 'One’.
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Important Points

Before placing a card, announce what type of card it is.
"If you must draw caﬁﬁlmpﬂgl 2 or Draw 4, you only
draw the cards and d Y urn (you cannot plav a
card)’ Draw 2 |l Draw 4

When you have only one card left, say 'One!’. @ D
If you forget to say 'One!' and another player points it out
by saying 'One!', you must draw 2 cards.
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Let's say it.

gz £ Wow!
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Let's start a game
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