HOW TO PLAY

AN INTRODUCTION

GRASS & o drow gome for 2 1o & ployers GRASS & on oftack-strotegy gome.
Meaning thol besides 1 hhhhhn&hﬂlhEﬂJuS‘-‘Sﬂ, “core,
udphwtﬁulodz compefitars from getting rich. This may taka one or even
uLh swven or sight ldshpnﬂlwmm, upon the compefition. And fika
the real thing, ' eosy to leam, but hard ta deal with the consaquences.

HOW TO START SLOWLY ON GRASS
GRASS 15 a great game. And, whether the addiction is
&sgrholoﬁc%j;;hysicgleg or both i?! dﬂ:}*‘ult o asctemrtan

su ou begin gradua GRASS, 1ill you
elusgg?uit. Tl?:ebestway murﬁemml the game of
ERASSistue rience it! 5o, play through these series of
LEARNING Dswyounlli uickly find yourseff
Th;)ruu?}hé into it! You will gradualtﬁabe ﬁacpos-ed GOE:E
rules of e, , so that after
e e e b
necessary ta play all aspects of the game.

YOUR FARST HAND

e o e

ton ; s F
a Snack, izﬁimcLAEuzz,(ﬂ?SoldOm. 3) Double Cross-
Fﬁ, {1) Utterly Wiped Out, (4) Steal Your Neighbor's Fot,

2, SHUFFLE THE REMAINDER OF THE DECK THOR-
OUGHLY AND DEAL: Dealer begins with pi;yemmleﬁ.
deals six cards to each player (minimum of two players,
maximum of six). Place the remaining cards face down in
a pile, called the GRASS STACK.

1. EXAMINE YOUR HAND: The objective of the 15
o put down as many PEDDLE cards witl?{dﬁlar
amounts on them) with as high a* as you can.
Before you can place e cards down on the table
{creating your ST J”{hnu must have a MARKET OPEN-
card to%)eP‘n with (which creates your HASSLE PILE when
phred n front of you,

Player to the s left begins by drawing a card from
he Crass Stack (he now holds seven cards in hi
and playing a card (ifshe has a Market Open card —
played in front to begin his Hassle Pile) or discarding into
the WASTED PILE (next to the Grass )

At the end of a tum you can not have more or less than
six cards in your hand.

You can not draw from the Wasted Pile.

4. PLAY UNTIL ONE PLAYER CAN OPEN HIS HASSLE PILE
WITH A MARKET OPEN CARD. Once you've put down a
Market Open card you must wait for your next tum to
g St o 'from tabling a Pedd|

ayer may stop you from ing a e
Cardwwmﬁt?:mhﬁphvaWIm = with a
hhrlmDpenca;d—byplawnga.l!EA‘lONwdm
your Market Open card,

You do not have o discard if you have played a card
and only six cards remain in your hand
5. HOW TO REOPEN AFTER MARKET OPEN CARD HAS
BEEN COVERED: To be able to again put down Peddle
cards the player with a Heat On card covering his Market
Open card must wait for a HEAT OFF card that cor
respands with the Heat On card (there are four varieties)
Tl-isen move Market Open Card back 1o the top of the
pile,

RIGHT PLAY WRONG PLAY
Heat Cdf Folony card W ¢ earres g an g
ed on top ol Hasat O o] playiel
al O Felony card

ibhng Macket Open card
ki by o your Hassle Pilet

Or you may reopen with a PAY ANE — HEAT OFF Card,
if you already have Peddle cards down. Place the Pay
Fine — Heat Off card on your Hassle Pile and pay a fine of

our smallest tabled Peddle card to the 'w.a-.mi fchiscarcl)
;IIE_ Then move the Market Open card back to the top
of the pile.

You need only one Market Open card at this ime so i
you receive others you may safely discard them.

‘l‘gu may not recpen a Hassle Pile with a Market Open

card.
6. HOW EACH HAND ENDS: When any player puts a
MARKET CLOSE card on top of his own ﬁassie le —
which must be started and which cannot have a Heat On
Card on top of it — the hand ends,

Or it ends automatically when the Grass Stack dwindles
to nothing.

L e’

MARKET CLOSE CARD MARKET CLOSE CARD

PLAYED ON WASTED PILE PLAYED ON YOUR OWN
(HAND CONTINUES) HASSLE PILE
(HAND ENDS}

7. HOW TO SCORE A HAND: Each player totals the
Peddie Money in his Stash jon the table) and subtracts
lr:!ije}.:mum the highest single Peddle card still held in

is .
A $25,000 bonus goes to the player with the highest
score for that hand, ¥ f

SECOND HAND

You may be wondering what all the fuss with this game is
about at this point. Playing without the missing cards and

addinonal rules s holding you back trom the full bugh -
but more is coming saon

WITH THE SAME CAREYS SHUITLL, TIEAL AND PLAY THL
CAME WITH THESE ADDITIONS: You will find that
sometimes you can't draw the cards you need (Le
Market Open, the right Heat-Off card, etc.). Negotiating
for needed cards with another player may be the answer
You may now negotiate Lo exchange with or for any one
card in the deck that someone s holding (a hand-to-hand
[ h'mi..'i'}. OF ROTate 1o O imr!;.'il' One o moee cardds
on the table {a stash-lo-stash exchange), or negotiate
E‘ulh deals (hand-to-hand, stash-w—stash} with the same

ayer.

NEGOTIATING can only be mtated by or with the
player who has drawn from the Grass Stack and holds
seven cards.

You may not negotiate for any cards in the Wasted Pile

REMEMBER! You may only have six cards in your hand
al the end of each wm.

THIRD HAND

1Al THE FOLLOWING CARDS TO THE DECK
PROTECTED CARDS: (2) Lust Conquers All, (2) Grab a
Snack, and };I!J} Catch A Buzz: SKIM CARDS: (4) Steal Your
Nﬁughb: s Pat, and {1} Banker.

2. SHUFFLE THOROUGHLY, DEAL. AND PLAY WITH THE
ADDITIONAL CARDS FOLLOWING THESE RULES: Steal
Your Neighbors Pol cards when held may be placed on
an ppponent’s Hassle Pile 1o rebeve om of his Lirgest
tabled Peddle card and place it in your own Stash (once
you've made your haul the Dﬁm{lenl places the anginal
top card back on top of his hassle pile).

You may not place this card on an opponent while the
Heat is on your Hassle Pile, but you may play it on an
opponent while they are under Heal.

Protedted cands allow you to protect your Stash from
Steal Your Neighbors Pot cards, They can only protect,
however, Ped(he Maney already tablyed

You may protect a $50,000 Peddle Maney card or any
combinations of $50,000 or less — but nat for an amount
greater than $50,000 And a $25000 Protected card
works for only that amount, combination, or less.

Banker Whoever holds this at the end of the
hand can skim 20% of each opponent’s unprofected
tabled Peddle cards. It may be discarded on the Wasted
Pile during a hand, in which case it wouldnt come into
pla!:,j during the hand, or it may be negotiated for another
c

ardl.
Note the SCORING RULES for proper calculations,

FOURTH HAND

1. ADD THE FOLLOWING CARDS TO THE DECK:
Nirvana Cards: (5) Stonehigh and {TW; Paranoia
Cards: (4) Sold Out, (3) Double Crossed, and (1) Urterly
Wiped Out.
2. SHUFFLE THORQUCHLY. DEAL AND PLAY WITH THE
mNAL CARDS FPLLOMNJSN(;.&EWESI;?EULES:
CARDS: carn n

may want to hold them a ﬂtle for strat }pgve -,Joi.l??uan
extra tum (one more,draw), eliminate any Heat On Cards
(put the Heat On Card undemeath your Hassle Pile and
return Market Open card to the top), and require each
player 1o give r;u the smalles! labled Peddle card in their
stash (to be placed directly into your Stash).

Place the Stonehigh card on the Wasted Pile to bring it
into play. This is not a discard.
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card, but you get the highest tabled Peddle card from

ea YEr.

PROTECTED CARDS DO PROTECT YOU FROM THE
MIEVANA CARDS.

PARANOIA CARDS: If any of the Paranoa cards 15
discarded onto the Wasted Pile each player must pass
ﬁ;r card from his hand. face down, to the player on his

BUT!
When YOU play a Said Out card you lose one turn and
must put your lowest tabled unprotected Peddle Card (if
none are tabled just lose one turn — this is true of all
Paranoia cards) on the Wasted Pile.

When you play a Double Crossed card lose two
wms and you must put your highest tabled unprotected
Peddle card on the Wasted Pile.

When you J:ﬂcw the Utterly Wiped Out card you lose

two turns and you must put all your tabled unprotected
Peddle cards and all your Hassle Pile cards on the Wasted
Pile, and must reopen with a new Market O card,
REMEMBER! PROTECTED CARDS DO PROTECT YOUR
TABLED PEDDLE CARDS FROM PARANOIA CARDS.
3, SCORING WHEN PLAYING WITH THE ADDITIOMNAL
CARDS: if your hand ends and youre holding any
Paranoia cards, the fines for each card are as follows
(subtract the amount indicated below from your gross
score):

SO EMR: L T ST A e e i T O
Dovble Crosset] . o i o £50,000
Utterly Wiped Out ... .....civun s $100,000

NOW YOURE READY FOR SOME SERIOUS GRASS
The four hands you have just played have allowed you to
understand the basic approach to playing and enjuw:&
the game of GRASS. After this preliminary taste
mgg,ynuﬂmuldfeelﬁwurgemgelafunhﬂ
appreciation of it. So your next step is to read the
OI%(IA[ GRASS RULES thoroughly and refer to it as
questions arise,

It has all the details, including "HOW TO SCORE™ and
"STRATECY",

DEANITIONS
GRASS STACK ~ All Dvaw cards are ob
tained from here
WASTED PILE — All Discards go here.
Only Nirvana and Paranoia cards come
inta play when placed here
HASSLE MLE — Each player starts one
with a Market Open card. Opponents
put “heat” on your Hasste Pile. You
“unheat” yourself with “heat off” cards
50 you can build your Stash with Peddie
cards
STASH PILE - Each player's Peddle cards
are placed here in hull view ol all
yers.
IMPORTANT:
1 Shuffle cards thoroughly.
1 Each player is dealt 6 cards face
down to start every hand.
3 Players draw in turn clockwive
tom the dealer e
4 You can have no more-arnoless
than six cards in your hand after your
turm

TA—a Trade Mark of FURO-COMMERCE CORP
2 PURD-COMMERCE CORP. = JEFF LONDON

DIAGRAM: WHERE AND HOW YOU PLAY YOUR GRASS CARDS

Heat O and

PLAYER 3 DHSCARD HERE AND
Heat O cards are PLAY NIRVANA AND
Phﬂdﬁ" D:iwmmum PARANOLA CARDS HERE
Has no Market Dpen
ared carrecd start Haasde Plle or Stash

”57&

NPLAYER 4

PLAYER 1
FOUR PLAYER HAND IN PROGRESS

MOST COMMONLY ASKED QUESTIONS

Question - Can you play a “Protection” card or a “Heat -On* card when the Heat is on You?

Anawer - Nol

Note: A “Heat-On" card may not be placed on an opponant if he or sha has not opaened their “Market”

Question
Answer

Nol

Can you "Steal Your Neighbor's Pot” betore your *Market" is opened?

Quesltion - If a "Heat-On" card is already displayed on an opponent's *Hassla Pile”, can another player discard a
*Heat-On" card on that same “Pile"?

Answer - Yes!The lop "Heat-On” card must be matched in order to open the *Market".
Feel free lo write if you have any questions regarding play or if you would be interesied in participating in a

“GRASS TOURNAMENT"!

Note: As a vicarlous dealer, you can strike It rich and live a life of luxury, or you can watch yoursall sink deaper and
despar into the unmanaaaahla lifa of a dastar DONTOR NEATHY
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OFFICIAL RULES

Grassisadraw gamefor 2to 6 players. Grassisan attack-
strategy Meaning that besides trying 10 be the first to
ma;amsmm score, each player tries lo siop
his competilors from rich. This may take one orevenup
1o seven or eight d of course, upon the conr
petition. And like the real thing, it's easy to learn.

These are the official rules and guidelines for playing the
game of Grass. Any disagreement or misunderstanding must be
referred to these pages.

In your convenient Grass baggie you will find an introduction,
104 cards and the scoring instructions along with these nules.
There are 27 different cards in 7 easy to leam suits, Headings
ol the cards come in 7 vaneties of colors.

After thoroughly shulfling the deck the dealer deals each
player six cards face down. The first player to the left of the
dealer opens the game by drawing from the Grass Stack.
Players continue to draw and play in turn moving clock-
wise around the table.

Note: Youmust have six cards in your hand after your wm.

DETAILS ON HOW EACH CARD MAY BE PLAYED
1. MARKET OPEN CARDS (101" are used to open your Hassle
Pile and must be displayed in front of each player belore he or
she can begin o collect Peddle cards. Each player needs only
one Market Open card to open their Stash in any given hand
[Unless some poor sap gets to play an Utterly Wiped Out cardin
which case he will need another Market Open card to restart)

THE MARKET OPEN CARD MUST ALWAYS BE PLACED
BACK ON TOF OF YOUR HASSLE PILE AFTER ANY HEAT
ON HAS BEEN ELIMINATED FROM YOUR HASSLE PILE,

Even without a Market Open card a player may still lay Heat On
cards on any opponent who has a Market Open card dispayed.

2. PEDDLE CARDS come in six varielies;

Home Grown (61 55000 Denominations 530,000
Meaco 6l 55000 Denomnations S30,000
Colombia (51 525000 Denammnations $125,000
Jamaica (51 525000 Denominalions §125,000
Panama i/ 550000 Denominations 5250,000
e Feelgood (11 $100,000 Denomination $100.000

SH60, 000

These cards represent eamings to be made from potential deals
and the ultimate profit you can accumulate in your Stash, A
player may place a Peddle card in his Stash anly i he's already
tabled a Market Open card and only if he or she is not being
hindered by a Heat On card for that tum.

3. HEAT ON cards come in four vaneties;
BUST (3 DETAINED () FELONY {3 and SEARCH and SEIZURE (1)

“Indicates quantities of each card in single deck

These cards are placed on an opponent’s Hassle Pile to hinder
then progress in dealing and peddling. Il aHeat On card is played
on your Hassle Pile you lose the ability 10 place Peddle cards in
your Stash—until you play either a maiching Heat Off card or a
Pay Fine/Heat Off, Stonehigh ot Euphona card!

4. HEAT OFF cards are similar in appearance 1o Heat On cards,
but have a black bar diagonally across. They come in lour
varieties;

IMMUNITY (5) ABREEZE TO FLY (5)
Bust Detained
HEARSAY EVIDENCE (5 CHARCES DROPPED (5)
Felony Search & Siezure

Place the malching Heat Off card on your “heated” Hassle Pile,
bring the Market Open card back to the top of the pile and you
may continue to play on your next tum with no restnctions. (Un-
less in the meantime someone places another Heat On card on
your Hassle Pile)

PAY AINE—HEAT OFF (4) cards are played somewhat dif-
ferently from the four other Heat Off cards.

When played on your “heated" Hassle Pile it may be usedio
“unheat” yourself by paying a fine of the smallest abled Peddle
card in your Stash to the Wasted Pile! f you have no Peddle
cards in Your Stash you may not take the heat off with this card )

5. NIRVANA cards come in two delicious vanetes:
STONEHICH (5) and EUPHORIA L1

Stonehigh cards give you an extra turitotally eliminate any
Heat On situations and require each player to give you the
smallest Labled Peddle card in their Stash. Stonehigh cards are
played on the Wasted Pile.

The single Euphona card really sets you right when it's played
on the Wasted Pile. It gives you an extra tum, totally eliminates
any Heat On situation and requires each player to give you the
highest tabled Peddle card in their Stash.

6. PROTECTION CARDS COME IN THREE VARIETIES:

Lust Conquers All (21 Grab ASnack [2)  Caich a Buzzi2)
550,000 525,000 $25,000

These cards are played on Peddie cards alieady in your Stash
and protect them to the extent of the card's Protected face value.

THE PROTECTION CARD RULES:

A Protection cards protect youwr tabled Peddle cards in your
Stach from Nirvana, Paranow and Skam cards.

B. You may not protect Dr. Feelgood

C A550,000 Protection card may be used to protect a 550,000
Peddie card or any combinations of 550,000 o less but not
greater than $50,000.

D. A525,000 Protection card may be used to protect a 525,000
Peddle card or any combinations of 525,000 or less but nut
greater than 525,000,

£ Protection cards can only protect Peddle Moneyabled at the
tume of play

NOTE: Protected cards are not subject o skimming by the
holder of the Banker card at the end of a hand
See Scoring Instructions and Diagram

LS A
DOUBLE CROSSED (1)
and UTTERLY WIPED OUT (1)

When a Paranoia card 15 played on the Wasted Pile each
player must pass one card from his hand. lace down, Lo the
player on his or her left. This presents an opportunity for a player
to pass another Paranosa card, or any card, 1o 4 paranowd
competior.

When you play a Sold Out card you lose your nest tum ta
do anything and must place your lowes! tabled Peddle card on
the W Pile. (if none are tabled you only lose one tum)

‘When you play a Double Crossed card you lose your next
two tums and must place your higest tabled Peddle Card on the
Wasted Pile. (i no tabled cards in your Stash you just lose two
tums)

When you play the Utterly Wiped Out card it means just that
You lose your next two tums and must push all your Labled un-
protected Peddle cards plus your Hassle Pile cards to the Wasted
Pile. On your next available tum you must start all over again by
opening your Hassle Pille with a new Market Open card (Protec-
ion cards placed on your Stash protect the appropaate amount
of Peddle Maney from any Paranoia Card Acuon. See Protected
card rules.)

IMPORTANT NOTE: If the hand ends and you're holding any
Paranoia cards, the fines for each card aie as follows, and 1n
keeping score you must subtract the amount indicated below
frem your gross score:

HANE
SOLD OUT $15,000
DOUBLE CROSSED $50.000
UTTERLY WAPED OUT $100,000

8 SKIMcards come in twio vanelies,
Steal Your Neighbor's Pot (4] and Banker (1)

These cards allow you to appropnate portions of your fellow
player's unprotected Stash holdings and add them to your own
Stash.

Steal Your Neighbor's Pot cards are played on the opponents
Hassle Pile to relieve that player of his or her largest tabled
Pegtidie card and place itin your own Stash. You may not place
this card on an opponent while the Heat 15 on your Hassle
Pile You may play it on an opponent while they are under heat

The plaver wha holds the Banker card at the end of the hand
can Skim 20% of each opponents unprotecied tabled Peddie
carils
The Banker card may be discarded on the Wasted Pile dunng a
hand in which case it does not come into play, of ® may
be used for Negotation at any ime while sull n your hand

9. MARKET CLOSE cards (51 are used to stop the hand in peo-
gress by placing one on your own Hasshe Pile at which time all
tramsactions end.
A player may use a Market Close card only after he or she has
ayed a Market Open card and only it he o she is not baeing
indered by a Heat On card 1A Market Close card may e
discarded at any time on the Wasted Pile without stopung o
hindering the game.)

NQTE: If the Grass Stack dwindles to nothing and no one has
played the Market Close card, then the hand is sautomatically
enged and all players' Net Scores are totalled.



A SAMPLE HAND

CARDS HELD BY EACH PLAYER

- AT CLO'SE OF SAMPLE HAND STRATEGY POINTS FOR SAMPLE HAND
PLAYER #3 This game was well into tha Grass Stack whan Player
Heat OftSearch & Seizure ST AL 10 S 18 (P IR AN Gy HOW TO SCORE EACH HAND
GUIDELINE TO UNDERSTANDING Double Cressed (850,000 Fine) card on his Hassle Ple. Although Player #3 had more
SCORING AND STRATEGY $5¢,000 Peddle tmile Puckcle Manay. Plager 1 endad 8 hand bacssac 1.Each player totals the Peddle Money in ther
v terly Wiped Out cards earlisr and knew he might
The objsct or goal of the Grass game Is to be p:taeno:ff:ed:irlgﬂ get ona back soon, Since hose cards wers in his 2’: N(;lﬂa;hnr cal'le:nMPdﬂd nmbhd':a:,zrhr“;mm
the ﬁl’S{ﬂth" o score $250,000 of Peddle Nh'lw PLAYER #2 Y =in €a mmpau'w's hands he knew that fines would m 0% & unpro 8 caras in
in one of & sares of hands. If more than one player Market Close ~ PLAYER #4 - down their nat scores. Better they should pay the aach opponents’ Stash. Opponents subtract the
reaches $260,000 in the same hand the winner is Protected $50,000 Uniesty Wiped Out (8100,000 Fine) Mriaiithan Fal ' skim amount from their score. _
the i WAt Highest e Sl Oul (£ 000 i) HestoRDetained b.Hehed the Barker candandalctof Poclemaney  sigle Pecchocant okt n et nand,
. | s o kil Stonehigh was on the table. His skim of 20% would ba sub- 4, Each player mbtacts sl olfines of he Pt
Tha tollowing sxample is an excellent refar- stantial, .
ence 1o sid you inall aspects of scoring as wall as PRGOSO .::‘:?E“ A “M;m Sﬁs ¢. He had only $5,000 Peddle in hand and thus would g mﬂgﬂfgmm'
giving you insights to some of the intricacies of p a;?p:n have very fittia o sublract from his gross Peddle, 6.825,000 bonus goes 1o the player with the high-
strategy. The diagram shows a game that has just bl d. He had no Paranoia cards in hand and tharsfors aRtat sdate for Tt hand
been ended by Player #1 in a four handed game, =-5.I!;U: l:edd!e would pay na fines. ‘
neer
eat OftiBust THIS THEN IS THE FINAL SCORE FOR THAT SAMPLE HAND
Pey Fina/Heat Off
CARDS ON TABLE AT CLOSE OF SAMPLE Player #1 Player #2 Player#3  Player #4 ]
HAND 1. Paddle Money $160,000 $65,000 $1685,000 $75.000
2. Banker Skims 20% 41,000 *(13,000) (33,000) {5,000)
{The holder of the Banker
card skims20% from the
unprotectsd tabled Peddla
Cards in each cpponents
stash. Opponents subiract
the skim amount from their
score.)
3. Lass Paranoia Finas o (25,000 (50,0000  (100,000)
4. Less Largest Held Paddla {5.000) o {S0,0000 (25.000)
Card in Hand
5. Total Net Score For Hand 196,000 37,000 22,000 {55,000
= 8. Bonus £5,000
e - Total Hand 221,000 $27.000 $32.000  §(55,000)
fl‘ | *| ) means Loss-subtract from score
%‘ Ik i _ , NEGOTIATION REGULATIONS
"‘____\;’—j Yils_, Like F“.arar #4 you can end up very much in the You may negotiate with or for any card in the deck
P ] P hole while playing this dangerous gamaol These scores are Negoliations can only be initiated by or with the player
L \ L added to the other hands and a running score is kept untl  who has drawn Irom the Grass Staek and holds seven
A | | A thefirstperson reaches $250,000. Thatperson thenbecomes  cards,
¥ Ve ‘ || Y the winner of the gama. This may lake cna or even Up 10 The basic negotiaions open are:
E TASH | | E  seven or eight hands depending. of course, upon the com- 1. Direct hand to hand, ane card for one card ex-
R ) ¥ | R petiton, changes. Remember, each player may only hold six
2 T o 4 Hote: cards in his hai_'md for play to continue.
‘i I y';u !aelnkrcura.ee ma;rarhg Lha game of "Gra;a" a & mrt‘;::?op::ﬁ: ?dm:dg :f;e;ﬁlr;"éﬂzﬁ
- are In the ranks of pros who can handle big deals than you Padd i
!i may increase the geal of the game to $500,000 or even aﬁmh:;ﬁh.imumms o pay
$1,000.000. : LR
STASH The Questian is, Who is capable of making the biggest % E:::‘W:um“ﬁ: mupiﬂ?;': sntasltu:ﬁtl:m: f:
/ ‘-"'"‘""- mssu PiLE i ohes s nd. ;
c .mo \ ¢ WELT DER SPIELE STRATEGIAETATRICA * YU ey nctnsgaate forany ehtdsin the Wesiwd
— P A L AM VIA DEL COLOESSEQ
| sae *"—“"" T PPN s N5 00184 WARNING: DRUGS KILL!
D-60437 Franklurt, Germany  Roma, ltaly
(69)380-8088 EURO GAMES
paaEE= VENTURA INTERNATIONAL  BOOMSHANKA PROMOTIONS 34 Fodney Streel
B3 York Street Hazentoslaan 65 Port Jefferson Station, NY 11776
Sydney 2000 Oegsigeest 2343 SX (516) 473-3943
PLAYER 1 Australia Zuid Holland, Netherlands
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TM-a Trade Mark of EURD COMMERCE E-DHP
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