
Rule Book



2

The animals on your farm are 
having a contest to see which 
one is the loudest! Who do you 
think will win? Cover your ears, 
as sometimes the animals will 
be so loud they will even scare 

each other away!

Farm Hand is a unique trick-taking 
game of prediction and detection! 
Players will know what suits the 

cards in their opponents’ hands are, 
but not their values. Do your best to 
predict how many tricks you will win, 

while preventing your opponents 
from doing the same!

A trick-taking game
by Craig Somerton

•
Players: 2-5

Time: 20mins
Ages: 10+
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Game Contents
•	21 animal cards in 6 suits

•	5 bidding cards

•	6 wooden tokens

•	5 player aid cards
•	1 round tracking card

•	48 scoring tokens
(valued 5/1/-1)
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Looking closer at an animal card:

The card backs 
show what suit 
the card is in
(in this case, 
blue/water).

There is also 
a reminder 

of what card 
numbers are 

in this suit (for 
your opponents 

to see).

Back Front The card fronts 
show what suit 
the card is in 
(blue/water). 
There is also 
a reminder 

of what card 
numbers are 
in this suit, 
with this 

card’s number 
highlighted (in 
this case, “3”). 
This will help 
you predict 

what other blue 
cards may be 

in play.
The suits contain different amounts 

of cards with differing numbers!

Paper Sheet template
110mm x 70mm

Legend

Cut

Bleed

Margin

Fold

Bleed 3mm
B

le
ed

 3
m

m
Bleed 3mm

B
leed 3m

m

Paper Sheet template
110mm x 70mm

Legend

Cut

Bleed

Margin

Fold

Bleed 3mm

B
le

ed
 3

m
m

Bleed 3mm

B
leed 3m

m



5

Overview
•	Farm hand is a trick-taking game. Each round, players will play a different 

number of tricks. A trick is over when all player have played a single card from 
their hand to the table. Then the winner of the trick will be determined.

•	To win, you must have the highest score at the end of 6 rounds of play.
•	There are 3 phases to each round: Bidding, Trick-Playing and Scoring.
•	Players will gain points at the end of every round, only if they won the exact 

number of tricks they predicted they would win.
•	Cards range from 1 to 7 and there are NO trumps in this game.
•	There are 3 cards of each number distributed across the 6 suits.

Setting up
Place all the scoring tokens in a general supply on the table.
Every player takes a wooden token, a player aid card and a bidding card, and 
places them all on the table in front of them.
The round tracking card should be placed in view of all players, with the wooden 
cube placed on the round “1” space (see next page).
Any left over bidding cards, player aids and tokens can be retunred to the box.
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Select a Dealer who shuffles all 21 animal cards. 
Every round, players are dealt a different number of cards 
as shown to the right (and on the round tracking card). As 
denoted on the chart, to start round 1, the Dealer now deals 
ONE card to each player.
Put any unused animal cards aside (they will all be included 
in the next round). Players must keep their hand of cards 
secret... but ensure everyone can see the backs of your cards!

Bidding Phase
At the start of every round, players must look at their hands 
(and the backs of the cards in their opponents’ hands) and 
try to predict how many tricks they will win. (Of course, in 
round 1 you can only win 1 trick or 0 tricks.)
When ready, players reveal their bids simultaneously by 
shaking their fists in time with the chant “E-I-E-I-O!” (or if you 
prefer, on a count of 3) and then (on the “O!”) holding-out

This chart shows 
how many cards 

are dealt to every 
player each round, 

depending on 
whether it is  
a 2-3, 4 or 5  
player game.
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a number of fingers (0, 1, 2, 3, 4, etc.) to represent their bid.
Players then place their wooden token on the number on 
their bidding card that matches their bid (so players don’t 
forget what each player’s bid is as the round progresses).

Trick-Playing Phase
The player to the left of the Dealer starts by playing one 
card (number side up) to the trick. Clockwise, each other 
player plays a card to the trick, also. All players after the 
leader MUST play a card of the same colour/suit (if they 
hold one) as the led card. If a player doesn’t hold a card in 
that suit, they may play ANY card from their hand.

When all players have played a card to the trick, the highest 
numbered card wins the trick regardless of suit.  
But… if two or more of the SAME number are played, they 
cancel each other and the NEXT HIGHEST card will win  
(it is possible for nobody to win the trick).

This player 
predicted they 
will win 2 tricks 
this round. They 
marked their bid 
on their bidding 

card.
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The player of the winning card collects all the cards played to the trick, sets them 
aside, and leads the next trick. (If nobody won the trick, the same player leads 
again.) Play continues until all tricks are complete for the round (and players’ hands 
are empty).

Alex leads the trick with the Blue 4.
Dev doesn’t have any blue cards, so 
they can play any card. They play the 
Green 6. Lee has a blue card in their 
hand and must follow suit so they 
play the Blue 1. The 6 is the highest 
numbered card, so Dev wins the trick!

Dev leads the next trick with the Green 3.
Lee has no green cards so they play the 
Blue 3. Alex also has no green cards, 
so they play the Orange 2. The two 3s 
cancel each other (the cats have scared 
each other away!) and Alex’s Orange 2 
wins the trick!

Trick-Playing examples:
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Scoring Phase
The round ends when all tricks are complete.
All players now compare the number of tricks they WON against their BID.

•	If a player’s bid and tricks match EXACTLY, they score points equal to the 
current round. (Round 1 = 1 pt, Round 2 = 2 pts, Round 3 = 3 pts, etc.)

•	If your bid and tricks do NOT match, score -1 point per difference between your 
bid and tricks. (If you bid 1 but won 3 tricks, you would score -2 points. You would 
also score -2 if you bid 3 but won 1 trick.) A player may have negative points!

Players take score tokens from the supply as needed to show their total.
The next player clockwise from the previous Dealer will be the Dealer for the 
following round. They collect and shuffle all 21 animal cards before moving the 
round tracking token down one row, and dealing cards for the next round as per 
the table on the card.

The player on the new Dealer’s left will play the first card in the next round.
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Scoring example:
(Round 4)

Player Bid Tricks Won Score
Alex 3 3 +4

Lee 2 0 -2

Taylor 0 1 -1

Dev 0 0 +4

Game End
At the end of 6 rounds, the player with the highest total score is the winner.
If the winning scores are tied, replay the last round until a clear winner is 
determined.
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Playing with 2 Players
The 2-player game works the same as the 3-5 player game, except it uses a 
dummy player named Mac. Mac is dealt cards in every round and will play 
their turn, just like a third player. Consider Mac as sitting to the right of the first 
Dealer (second to play in round 1).

Fan Mac’s cards on the table so the card backs are visible to everyone. Mac will 
always play the top-most card of their hand, EXCEPT if Mac has to follow suit, 
then Mac will play the top-most card of the led suit from their hand.

Human players bid as normal, however Mac bids following this table:

Round: 1 2 3 4 5 6
Mac’s Bid: 0 1 0 2 0 3

All players (including Mac) score  
as per the standard rules.

All players alternate being the 
“Dealer” for each round. (Mac 
will lead in rounds 2 & 5.) 
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Playing Solitaire
The solo game works similar to the 2-player game, except it uses two dummy 
players named Mac and Donald. Mac and Donald’s cards are fanned face-down 
on the table, in front of you. Mac “sits” on your left and Donald on your right.
On their turns, both dummy players will play their top-most card, or their top-most 
card that follows suit when required (if they can).
The lead player rotates clockwise at the start of each round (Mac will lead in 
rounds 1 & 4, Donald leads in rounds 2 & 5 and you lead in rounds 3 & 6).
Mac and Donald bid each round as per this table...

Round: 1 2 3 4 5 6
Mac’s Bid: 0 1 0 2 0 3

Donald’s Bid: 1 0 1 0 2 0

You and the dummy players all score as per the standard rules.
Your objective is to beat both of the dummy players and have the highest possible 
score. Can you score 21 points?
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Farm Hand is ©2025 Grail Games.
The Farm Hand logo is © Grail Games.  
The Grail Games goblet is TM  
and © Grail Games. All rights reserved.

Publishing Technology & Solutions
1 Chemin de la Coume, 09 300 LAVELANET
www.grailgames.games

We also thank all the playtesters who have 
contributed to the development of this game, 

and our fabulous Kickstarter backers who 
helped make it possible!

grailgamesinfo@gmail.com
PO Box 4 Ashfield NSW 1800  

AUSTRALIA

Designed by Craig Somerton
Artwork by Samuel Bouvant

Shh! Keep 
your voice 
down, but if 
you would like 
to know the 
super-secret 

solitaire variant for Farm 
Hand, visit our website,  
or scan here!

Use your player aid card 
to remind yourself of the 

numbers found in each suit, 
and how to score a round!
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