Mau-Mau
Introduction

Mau Mau is played using standard playing cards. Normally 2 full (52-card, no jokers) decks are used. Mau Mau may be played with two or more people. With large numbers of players (8 or more) more decks should be added.

Basics
The basic idea of the game is to get rid of all your cards. When it is your turn, you play onto the pile, which is a pile of face-up cards. the basic rule is that you may play a card from your hand that is the same suit as or the same number as the top card on the pile (from here on referred to as the “top card”). If you cannot put down a card, or if you choose not to put down a card, you must instead take a card. If you make mistakes, you must take 2 cards for each mistake. (Taking a card means taking the top card from the deck.) The first player to get rid of all their cards wins the round, and the other players are awarded points according to the cards in their hand.

At the start of a game, one player is chosen as dealer for the first round. The dealer deals the cards, singly, to the other players and then begins the round by taking the top card from the deck and placing it face up on the pile. This card is treated as if the dealer just played it, and the next player must then play. At the start of a game the direction of play is always clockwise.

The Cards
Many of the cards in Mau Mau are ’special’ cards, which affect play in some way. These cards are listed below.
	Card
	Abbreviation
	Rules for the card

	Ace
	A
	The next player must take a card from the player’s hand at random.

	Two
	2
	The next player must take two cards and miss their turn, unless they play a two, in which case the player after that must pick up four cards, unless they have a two, in which case the player after that must take six… etc. The person who does not play a two must take two cards for every 2 played in a row. This breaks the ‘row’ however, so any 2 played after that starts a new sequence.

	Three
	3
	The next player and the player after the next player are swapped in the order of play. They swap back when both have had a turn, i.e.when both have done one of the following: played a card (excluding free cards), taken a card or cards (not including penalty cards), or had their turn skipped as the result of an 8.

	Five
	5
	The 5 counts as invisible card. It can only be played when the player can play a card (i.e. not on a 2 or an 8) but can be played on any suit. The next card to be played must be legal as if the 5 were not on the Pile.

	Eight
	8
	The next player skips their turn, unless they play an 8. They must play this 8 before the player after them plays a card, or their turn is skipped.

	Nine
	9
	The direction of play is reversed.

	Ten
	10
	The player must take a card at random from the hand of the next player.

	Jack
	J
	A J cannot be played on another J. A J cannot be played if the top card is the same suit as the J. Apart from these restrictions, a J may be played on any card. When a J is played, the player must choose a new suit. This suit cannot be the same suit as the J or the same suit as the top card. After the suit is chosen, play continues as if the top card were that suit.

	Queen
	Q
	A Q can be played as a free card (i.e. out of turn) if the top card is a K of the same suit. If the Q is played on a K of the same suit by the player whose turn it was anyway, they must still take their turn-the free card does not count as their turn. If a player plays the Q on a K of the same suit out of turn, the order of play is in no way affected. A King or a Queen played in this was is considered a free card.

	King
	K
	A K can be played as a free card (i.e. out of turn) if the top card is a Q of the same suit. If the K is played on a Q of the same suit by the player whose turn it was anyway, they must still take their turn-the free card does not count as their turn. If a player plays the K on a Q of the same suit out of turn, the order of play is in no way affected. A King or a Queen played in this was is considered a free card.


The King and the Queen are the only cards that can be played as free cards.

When a player makes a mistake, they must take two cards-even if the mistake is not noticed immediately. A player can be called to account for their mistakes until the round has ended. (The Mau rule is the only exception to this.)

The Mau rule: When a player has only one card left in their hand, they must say “Mau”. If they do not do this before the next card is played, they have made a mistake. If they say Mau after hte next card is played they have still made a mistake. However, if no-one notices this mistake until it is again that player’s turn, the mistake is not penalized.

When a player has no cards left in their hand, they must say “Mau Mau”. If they do not do this quickly they have made a mistake. If they do not do this before the next card is played, they have made a mistake.

If a player puts down a card that is identical (same number, same suit) to the top card, the next person to play a card must say “Snap” before playing a card.

A round ends when one or more players have no cards left in their hand and play is over. Play is over as soon as a player has no cards left in their hand and all “effects” have been played. That is, when all must instructions ahve been fulfilled, and all penalty cards taken, and a player still has no cards in their hand. For example, if a player finishes on a two, the next player must take two cards-though they can still play a two, thus continuing the sequence. If a player finishes on an 8, the next player (the one to be skipped) can still play an 8. If they do not do this, play is over. If they do play an 8, the next person to be skipped can also still play an 8, and so on. Free cards-i.e. K’s and Q’s-can be played after a player finishes. If a must instruction cannot be fulfilled, then it is considered to have been fulfilled.

When a player takes penalty cards during their turn, these cards are considered to be in their hand, but they cannot look at them or use them until after that turn. If a player takes penalty cards when it is not their turn, these cards are considered to be in their hand, but they cannot look at them or use them until after their next turn.

When a rule states the a player must do something, this means that they must do this before the next player plays (unless the rule in question states otherwise). They should be given enough time to do this, but the game is supposed to be fast, and if they don’t remember quickly they get 2 penalty cards and must still follow the instruction.

The direction of play does not alter or reset between rounds; the next round starts in the direction that last round finished on. The dealer for a round (other than the first) is the person who is next in the direction of play after the last deal. The dealer must always deal in the direction of play. Every mistake made by a dealer is counted singly-for example, dealing each play 6 cards is one mistake for each player. Dealing when it is not your turn to deal is a mistake, as is beginning to deal in the wrong direction when it is not your turn. Dealing when it is not your turn is defined as dealing out one or more cards-it does not include shuffling. In times of confusion, a count is often made from ten; by the end of the count the dealer must have picked up the cards or they have made a mistake-unless someone else picks up the cards, in which case they have made a mistake. If a “false” dealer manages to deal all seven cards before anyone notices, this is still only counted as one mistake for dealing. If a player manages to deal some players more than 7 cards when it is not their turn to deal, each card over 7 is counted as a mistake.

The dealer must deal out all penalty cards after each player has been dealt seven cards. This must be done before the dealer turns over the first card. Forgetting to do so is a mistake. The penalty cards may be dealt out in any order.

Players must take their turns quickly. Failing to do so constitutes a mistake.
If the game goes long enough so that the deck runs out, the dealer leaves the top card in the pile, but takes the other cards in the pile, shuffles them, and replaces them face down. They are now the deck. Play continues as normal.

