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brownie points card game detailed guide

Drawing Cards
AAt the end of your turn you draw one card from the 
deck, regardless of how many cards you played.  If 
you pass your turn you also draw a card.  When a 
Dog House is played, after everyone passes their 
high cards, everyone now draws one card. Drawing 
a card continues until the deck is gone.  Once the 
deck is gone, you continue to play what is in your 
hanhand.  Your turn ends after you play or pass.

Dog House
The Dog House card is a quick way to gather high 
numbered cards.  Everyone must pass their highest 
numbered card to the person who played the Dog 
House card, which can only be played on your turn.  
Put the cards you collect from the other players in 
your hand, not your points pile.  Discard the Dog 
House card by putting it in your points pile in front 
of of you.  The Dog House is not worth any positive 
points, but if stuck in your hand at the end of the 
round, it will count as a negative 500 points.  If you 
hold in your hand multiple Dog House cards you 
can choose to play them together and collect 
double or triple the cards in one shot!

Note:  The Game Changer must be passed if in your 
hand when a Dog House card is played.

Round Ends
There are a few ways to end the round.
 1.  A player plays their önal cards.  Whoever wins  
    that sequence ends the round.
  2. A player lays down their önal cards and anoth- 
   er player Brownie Point Slap Attacks the pile.
 3. A player only has one card left and another    
   player plays the Dog House card.  Play ends    
   because that player passed their önal card.

WWhen the round ends, any cards left in any players 
hands now become negative.  Count positive 
points, deduct negative points, then record your 
total on the Brownie Points Scorecard.

NoNote:  There is a little bit of strategy here.  If you 
have a Dog House card toward the end of the 
game, do you keep it and just take the negative 
500 points, or do you play it knowing it will end the 
round but hope you get cards handed to you that 
equal less than 500 points?

Nope Card
WWhen a player plays the Dog House card and you 
have a Nope card, you may play this card instead of 
your high number card.   There are no point values 
for this card positive or negative.  If more than one 
Dog House card is played at the same time, then 
the same corresponding Nope cards must be 
passed, or a combination of Nope cards and High 
cacards must be passed.

Note:  If all you have is the Nope Card and you need 
to lead the sequence, you must draw a card from 
the deck until you can play a card.  If the deck is 
gone, you must pass and the next player begins 
the sequence.

Game Changer
Regardless of how many cards are being played in 
the current sequence, the Game Changer can be 
played and you have immediately trumped the 
pile.  The only thing that can now be played is a run 
of four cards or more to take the hand.  If all other 
players pass and cannot play a run, then you win 
the pile.  You CANNOT play the Game Changer on a 
Run, only on single or sets of caRun, only on single or sets of cards.
  
Note:  Runs can be beat by higher runs.  Even 
better, Brownie Points Slap Attack the same run.  
No hand is safe in this game!

Game Changer is worth 500 points; however, if 
stuck in your hand at the end of the round, it 
counts as negative 500 points.  Ouch!

Run Trumps All
A run is the highest leA run is the highest level of cards that can be 
played and the only cards that can beat a Game 
Changer.  Runs must be a minimum of four cards.  
Whoever lays down the run determines how many 
cards are in the run and how many are required to 
beat it.  

FFor Example:  Player one lays down a run using the 
4,5,6,7,8,9 cards.  That’s a six card run.  Because six 
cards were played, the other players can only beat 
this run by playing six cards with the 10 being the  
high card to beat the 9 (5,6,7,8,9,10).  
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