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~The largest idol festival in Japan! Special live performances by limited-time groups will grace the stage! As a producer; you
can select members from three popular groups! It's up to you whether you win the hearts of your fans or turn them away! ~

Game Overview

Livemix is a trick-taking card game in which each player plays one card at a time in a series of mini-games
(tricks) to determine who wins and who loses.

Cards acquired through tricks give the player a chance to score points, while cards remaining in the hand are
at risk of losing points. Scoring and losing points are determined by the members who have won in tricks. The
player with the most points at the end of the game is the winner.

60 cards
Fans : 48 cards, 12 cards each of the 4 colors of ¥ ¥ € J (Each color has a numerical value
from [1] to [12])
Members : 12 cards, 4 cards for each of the three groups A, B, and C (3% Each Member is assigned to a
color or a number)
1 token
1 rulebook

Setting up the game

@ Prepare the following cards according to the number of players.
3 players: 36 Fans excluding any one color and 12 Members. 3 } ; %
4 players: all 48 Fans and 12 Members. : »)LJ(\G;/ &
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@ Shuffle all 12 members and place them face up in a circle on the table. &/ e
® Place the token first Member placed on the table. E’“
@ Shuffle the Fans and deal 12 cards face down to each player as a hand. PN [@

® Decide the "lead player" who will deal the first card in an appropriate manner. ‘? X N 7\ ]
In the following explanations, Fans in the hand are referred to as & }; Y

)
"cards" for the sake of convenience. (xMembers are referred to as Members.)

How to play

The game progresses through a series of mini games called "tricks".

In each trick, each player plays one card in a clockwise direction, and the winner is determined when all the
cards have been dealt.

Each trick consists of [ Playing cards], [@ Check the winner of the trick], and [® Leave or stay].

During each “round”, players play tricks until a player has played all the cards in his or her hand.

After three rounds, the game ends.
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@ Playing Cards

First, the lead player plays a card of his or her choice from his or her hand.

The first card in a trick is called the "lead" and the color of the card is called the "lead color".

Each player plays a card from his or her hand according to the following rules, in clockwise order from the
lead player:

- If the active player has a card of the lead color in his or her hand, the lead color must be played.

- If the active player has no card of the lead color in his or her hand, the player can play any card.

Whenever a card with the value [9] is played during a trick, the token is moved clockwise to the next Member.

@ Check the winner of the trick

Once all players have played one card each, players determine how won or lost the trick.

The player who plays the card with the highest numerical value in the lead color wins.

Exceptionally, if cards in the lead color with numerical values [1] and [12] are played in the same trick, the
card with numerical value [1] is temporarily treated as numerical value [13].

The player who wins the trick wins the cards played and the Member card on which the token is placed.

All the cards won are placed face down in a pile in front of the player, and the Member won is placed face
up in front of the player.

The token is then placed again clockwise on the next Member.

3 Leave or stay

If either of the following conditions @ or @ is met, a player withdraws from the round.

In a 3-player game
@ : The player gains his or her 4th Member
@ : The player gains his or her 3rd Member of the same group.

In a 4-player game
® : The player gains his or her 3rd Member
@ : The player gains his or her 2nd Member of the same group.

The player who withdraws from the round will not participate in any more tricks until the end of the round.

The player who leaves the round keeps the remaining cards in his or her hand. (3 Please make sure that they are
distinguishable from the cards won.)

The player who wins the trick becomes the lead player for the next trick and returns to [© Playing cards].

If the winning player leaves the round, the player to his/her left becomes the lead player instead.

End of the Round

The round ends when all but one other player leaves the round. m [s_ 5] 5 7]
The remaining player who does not leave the round gains all of his or her ’ I
remaining cards in hand and available Members. (3 The remaining cards and Members prt_l I—s,*pt-l 2pt
are placed in front of the player.) = {
@ One point is scored for each card gained that has the same color ¥ 7 @ J
or value as the specified color ¥ ¥ © J or value on a Member won. X
@ One point is lost for each remaining card in his or her hand of the same color | . w‘
¥ % O I or value as the specified color ¥ ¥ € J or value on a Q rd REL
Member won. N R N [
In both cases, if the color or value matches more than one Member, the points gained or lost are also added
or removed from the total score.




Beginning of the next round

To prepare for the next round, perform steps @ through @ of [Setting up the game].

The first lead player of the next round is the player with the lowest score in the previous round. If there are
multiple players with the same score, decide the lead player in any appropriate way.

The game ends when three rounds are completed. The player with the highest total score is the winner. If
there are multiple players with the same total, the winner is the player with the highest score in the last round.
If they are also the same, the game is a tie.

Detailed Rules of the Game

- During the round, each player may check his or her gained cards (face down) at any time.

- If a player leaves the round under condition @, the last remaining player can gain more Members.

- In a 3-player game, gaining a Member assigned to a color not selected does not result in a gain or loss of
points.

- When calculating the score, a player can have a negative total score because of the loss of points
exceeding the gain of points.

If you have any questions or comments about the game, please contact us at info@fudacoma.jp
Game design: Yusuke Sawaguchi Artwork: Mochingo, yamamori




Example: (x4-player game)

Two players have already left during the round, and the
remaining two players played the eighth trick.

Player 2 played a card that was not the lead color against
Player 1's lead, so Player 1 won (@) this trick.

A card with the value [9] was played once, so the marker
moved once and Player 1 won a Member of Group C (@).

Player 1 has already won another Group C member, and
since condition @ (sxsee [Withdraw or stay]) has been met,
Player 1 left the round (@), with remaining cards in hand.

The round is over as all other players have left, leaving only
one player. Player 2, who remained until the end, has gained
all the Members still available and the remaining cards in his
or her hand (®).

Player 1 gained 4 points based on the cards he or she won,
while he lost 5 points based on the cards remaining in his or
her hand, resulting in a total of minus 1 point for Player 1 in
this round (®).

Player 2 scores 6 points based on the cards he or she has
won, but loses no points because he or she has no cards left
in hand, so Player 2's total score for this round is 6 points

(®).

Player 2

All the cards won
until this trick

Hand of cards

® Cards that will
lose points

3/4/5/6

Player 2

[ Remaining cards in hand |

Player 1
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