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Playing cards with a shuffling machine -

Preliminary remark

When you purchase the WEIDEBACH card shuffler, you

will receive this little booklet in which we show you how
the device works and also explain great games that are
twice as much fun to play with it!

Welcome to WEIDEBACH

It is our pleasure to welcome you to the WEIDEBACH
family — and we are thrilled to explore the world of card
games with you. On the following pages you will find
everything you need to get started.

First of all, we would like to mention that we are always
available to answer any questions, comments or problems
you may have. Simply send us an email to customercare@sf-
vertrieb.com and we will respond promptly.

We look forward to seeing you!

Introduction

Card games are more than just a rendezvous with
chance - they bring us closer together and promote
community, and they also contain a treasure trove of
joys that go far beyond the physical game.

To help you, your family and friends play cards, we at
WEIDEBACH have put together this little book. Below
you will find instructions on how to use the WEIDEBACH
card shuffler correctly. We have also listed and explained
some great card games so that you can start playing
right away!

The WEIDEBACH team wishes you lots of fun!




Instructions for
Card shuffler
by WEIDEBACH

With our card shuffling machine, shuffling cards is
child's play. How to assemble and operate the device:

Step 1:

Mount the crank on the front of the machine by simply
sliding the designated end of the crank into the
appropriate opening.

Step 2:

Turn the two white wheels to adjust the mixing ratio.
The deeper the black bar is, the finer the mixing ratio is
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Step 3:

Place the deck of cards in
the middle compartment of
the card shuffler.

Step 4:
Now turn the crank until all cards have come out of the
middle compartment.

Step 5:

Now take the split deck and put it back together. We
recommend repeating this process several times so that
the deck is ideally shuffled and the fun can begin. Let's
get started with our favorites from the world of card
games!




Game 1: Mau-Mau

Possibility to play Mau-Mau with three players, The discarded card
must be the same as the top card of the discard pile in value or
match in color

This game can be played by 2 or more players. We
are now assuming a game with 3 players. If there are
2 players, each player receives 7 cards, if there are
more players, each player receives 5 cards. The
remaining cards are placed face down in the middle
of the table. The top card is revealed and placed next
to the pile. As the game progresses, each person
takes turns to lay down a card that matches the top
card of the discard pile either in value or color. If
there is no matching card, a card must be drawn
from the draw pile.
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drawn. Then it is the next person's turn. It is important
to note that when the second to last card is laid down, a
loud "Mau" is called out! If you fail to do this, you are
punished by drawing 2 additional cards. When a person
can lay down their last card, they call out "Mau-Mau"
and thus win the game.

Although Mau-Mau has a basic structure, there are
individual variations and house rules that can vary
from group to group. These rules can, for example,
specify penalty cards for certain actions or introduce
special meanings for certain cards. Care should be
taken to determine which card performs which
action at the beginning of the game in order to
ensure that the game runs smoothly.

These are the most popular additional rules for specific
cards:

Jack:Usually the Jack means that you can choose
a color (symbol).

7:The 7 means that the next player has to draw 2
cards. However, if the next player also plays a 7, his
neighbor has to play four cards. In the unlikely event
that he also has a 7, the next player has to draw 6
cards.

Ace:The ace means that the next player must sit
out a round and is not allowed to play a card.
However, these rules can vary from group to

group.




Game 2: Rummy
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Possible combinations of cards in the game of Rummy

The basic idea of Rummy is to put combinations
(“sets” and “runs”) of at least 3 cards on the table to
get rid of them and score points. These
combinations can either consist of groups of cards
with the same values in

different suits (e.g. 8 spades, 8 clubs, 8

diamonds) or consecutive numerical values in

the same suit (e.g. 3, 4, 5 hearts).
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The game can be played by 2 to 6 people. Each
person receives 13 cards. The remaining cards are
placed face down in the middle of the table as a pile
("talon™), with the top card face up next to the talon.

The player to the left of the dealer begins. He can either
take the face-up card in the middle of the table or the
top card of the talon.After the cards have been picked
up, combinations can be formed until a player
declares "Rummy" because he has no more cards in
his hand.

At the beginning, it is not allowed to lay down card
combinations with a total value of less than 30; you
must first "get out". If you do not manage to do this,
you must draw another card from the stock and pass.
A player can get out by laying down a card
combination that is worth more than 30 points.

Each round follows the same pattern:

1.) A player takes a face-down card from the talon or the
face-up card from the middle of the table.

2.) He then places a suitable combination on the
table or, if he does not reach 30 points at the
beginning or cannot put together a combination,
he takes another card from the talon.

3.) Now, in a clockwise direction, each player takes
turns to lay down a combination. The player who
has laid down all of their cards first announces this
with a “Rummy!” and has won.

The values of the cards are:

Jack, Queen, King =10 | Ace =1 or 11 (depending on
whether it fits at the beginning or end of a
sequence, at the end it must be next to a King) |
2-10 count according to their printed values.
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Possible combinations for the cards are as follows:

Sentences:3 or 4 cards of different colors but
only one type.

Consequences:At least 3 cards with consecutive
values, but only one suit.

If part of a sequence or set is missing, the joker can
step in, but this must be communicated to the other
players, as they will exchange the missing card for

the joker.



Game 3: Canasta
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Classic point distribution in Canasta.

The aim is to get as many points as possible, either as a
team or alone. A game of Canasta consists of several
individual games and ends as soon as one party
reaches, for example, 5000 or more points. These must
be added up and noted in each round.

The game is played with the French deck, consisting of
108 cards, including 4 jokers. First, the cards are
shuffled well. Before the game begins, the partnerships
are drawn. Each player draws a card. The two high
cards form a team against the two low cards. With 2 or
3 players, this step is omitted.

With 4 players, each player receives 11 cards, with three players, each player
receives 13 cards, and with two players, each player receives 15 cards. The

remaining cards are stacked and placed face down in the middle of the table.
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They form theLift-off thrustThe top card is placed face
up next to theLift-off thrustlt forms the discard pile,
onto which all unused cards are placed.

Each round follows the same pattern:
1.) A player takes a card from the deck

2.) If he can, he then places a suitable combination on
the table, the value of which is noted and placed on the
discard pile.

3.) Finally, the player puts one of his cards that he no
longer needs into the discard pile.

The main aim of Canasta is to collect seven cards of the
same kind as quickly as possible.seven

Example of a real canasta.

Cards of the same type form what is known as
Canasta. A distinction is made between real Canasta
and fake Canasta.real Canastais formed with seven
natural cards. In this example, it consists of 7 kings.
But it could also be seven queens, seven tens, or seven
fours.

Queens, jacks and the numbers 10 to 4 are natural
cards.Are locatedwild cards in Canasta, so

P 470 4% 476 470 42 H
a*i a% 2 4% &% ¢ @
vl o4 v v (el o 4
¥ % ¥ % ° .

[4

Example of a fake canasta.
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Joker and cards with the value 2, this forms a so-
calledfake canastaThis is then decisive for the
awarding of points. A fake canasta also consists of
seven cards, of which at least four must be natural
cards.

Jokers and twos can be used instead of any other card.
Just not asred 3.At the
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6 . 0‘0 * Functions in Canasta.
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Billing applies:Each red three counts 100 points.
Players can discard a red three directly, receive 100
points and may draw a new card from the deck.

But you can also be tactical:If you collect all four red
threes and place them at once, you will receive 800
points!But be careful:If, after declaring a canasta, there
are still red threes in the hand of the team that did not
declare, this results in 500 penalty points for each red
three!

Another special feature is theblack threesome. If this
black three is placed on the discard pile, the next player
may not take a card from this pile! He may only use the
face-down cut pile. After the cards have been dealt, each
player may discard and replace red threes. Then the
player to the left of the dealer draws a card. The player
whose turn it is begins his game by either taking the top
card from the pile or the top card from the discard pile.

If a player or a team has created a canasta, this can be
announced. The seven cards are pushed together and
for a real Canasta 500 points, for afake canasta 300
points.
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As soon as a player lays down a canasta, he can call the
game, i.e. end the round. You can also call the game by
putting your last card on the discard pile while a canasta
from your own team is already on the table. Calling the
game is rewarded with 100 points! If the players can lay
down all their cards and a canasta when calling the game,
they receive 200 points for calling the game.

If all 5000 points have not been reached by now, the
cards are reshuffled and the next round begins.

After each round, the losing players' negative points are also
counted. The values of the remaining cards of the other
players count as negative points. The negative value of each
individual card is measured against its actual value, so a jack
brings 10 negative points, a 5 of clubs brings 5 negative
points, and so on.

So make sure you get rid of as many cards as possible
in a short space of time, even if an ideal combination or
canasta is not yet in sight.

Canasta is a wonderfully strategic game that requires a
high level of tactics and practice. Unlike Mau-Mau, it is
most fun once you have played for a few hours and
found a good routine. Try it out!

The cards and combinations have the following values:
*4,5,6,7 =5 points
* 8,9, 10, Jack, Queen, King = 10 points
* Ace = 20 points
« Joker = 50 points
« 2 =20 points
e red 3 =500 points
« black 3 = 5 points
« real Canasta = 500 points
« fake canasta = 300 points
* Make out = 100 points
* Make a hand = 200 points




Game 4: Swimming

Swimming is a fast game
that requires good reaction
skills. The highest possible
score for a

Card combination is 31.

Swimming can be played by two to nine people. A
deck of 32 skat cards is required.

The aim of the game is to collect card
combinations,as close as possible to 31

points(the maximum value).

Over and beyondEach player has three lives. The
player who finishes a round with the fewest points
loses a life. If a player loses all three lives, he is
eliminated. The last surviving player wins.

At the beginning, players receive three cards face down.

The dealer gives himself two piles of three cards each

and looks at one of them. Then he has a choice: does

he take the pile he saw or the other one and throws the
one he doesn't take face up into the middle and the
round begins. Each player can now act in a clockwise

direction.

The aim is to swap cards and form combinations that
have the highest possible point value. Players either
take a card from the pile and swap it for one of their
own, or they swap all three of their cards for the

ones on the table.
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The cards that players exchange are placed at
the bottom of the pile on the table.

If a player does not want to swap because he has a
good combination, he says “push” and then it is the next
player's turn.

If a player is happy with his combination, he knocks
on the table and says "pass". Then each subsequent
player has another turn and the round ends.

If a player has 31 points in his hand, he must
immediately put his cards on the table and the round
is over.

The player with the lowest card value in a round
loses a life, and play continues until only one player
remains.

TheCards have the following values: An ace has 11 points,
face cards (jack, queen, king) have 10 points and the
remaining cards have the printed number as their value, so
in the Skat deck this is 7 to 10.

Special combinations in this context are “Knack”,
“Superknack” or “Schnauzer” and “Dreizig einhalb”.

*>

<e

Ace of Diamonds King of Diamonds Diamond 10

This combination counts 31 points

“Crack”

The player who has exactly 31 points achieves “Knack”.
Combinations can be as follows: 10 of hearts, jack of
hearts, ace of hearts. If a player has “Knack”, the round
ends immediately and the other players lose a life.
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Ace of Diamonds Ace of Diamonds Ace of Hearts

Superknack beats everything!

“Super Crack”

Consists of three aces, which in this case are worth
31 points. But that's not all: if a player has a "super
crack", the round ends immediately and all other
players lose a life.
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Diamond 7 Heart 7 7 of Spades

This combination counts
30 1/2 points (in case of a tie, the
higher hand counts).

“Thirty and a half”

This combination is made up of three cards with the same
value, e.g. three times the card 7 or three times the card
10, and has the value 30.5.

Tip:

It is not possible to calculate two aces and a face card
as a combination worth 32 points. The face card must
match the ace, so the maximum possible point with
this combination is 21. So it is better to wait and use
the aces in a better combination!
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We look forward to your feedback!

We welcome any kind of feedback! If you had any
difficulties understanding the games or had
problems with the card shuffler, please let us know
and feel free to write us a message.

We would also be happy if you let us know what you
particularly liked. Please leave us a review on
Amazon!

We wish you all the best and many hours of
fun playing cards with our card shuffler.

Your team from WEIDEBACH.

WEIDEBACH




