Tichu Booster 
Tichu boosters are playable only with the card game Tichu. The knowledge of the basic rules of Tichu is assumed. 25 years after our development of Tichu the booster are our own anniversary gift. The additional cards will bring new diversity and variation in the game. Have fun with it!
CONTENTS  
57 Booster cards
3 rule cards
GAME PREPARATION
· Shuffle the booster cards; they will form the draw pile
· The first 4 cards will be placed face up
· The colour overview shall be place where it is easily reachable for everyone
How to play
Play in two teams. The game lasts several rounds until one team has 1000 points. The players begin without booster cards.
Booster card distribution
Booster cards come into play when a Tichu is announced. In a Big Tichu, the booster cards are available immediately after all the cards are dealt; In a Small Tichu the booster cards are available at the end of the game. It does not matter whether or not the Tichu was successful. 
If no Tichu is announced, there are no booster cards. In a game round, at most 4 booster cards can be distributed.
The player, who first announces Tichu, chooses 1 booster card and places it in front of him/herself. Then, in player sequence, each other player similarly chooses 1 booster card.
Afterwards, the top 4 booster cards are drawn from the draw pile and placed face up.
Booster card usages
Once obtained, the booster cards are available to the players until the end of the game. The booster cards provide a one-time boost, either providing an advantage or avoids a disaster. Once used, the boost card expires at the end of the round and will go to the discard pile.
Using a booster card is always voluntary. There is no limit to the number of booster cards one keeps or uses in a single round. 
The card colour indicates when the card can be used (see colour overview). The card text describes the booster cards‘ effects.
Terms and Tips
A game round begins after all the cards are dealt and the exchange of cards, and ends when only 1 player has cards in his/her hand.
A trick begins with when a player plays a single card or a combination of cards. It ends when all other players pass.
Some green booster cards allow new combinations – they allow new card plays for all players until the end of the round.
The 4 suits are red, green blue and black as shown. Special cards are colourless. 
Straights are rows of cards with immediately increasing ranks. A trippel is 3 cards of the same rank. 
Most booster cards are instant cards that can be played out of turn.
When one yells „Wait“, allow the player time to make up his/her mind. In particular, wait a moment before and after exchanging cards, in case someone wants to use a blue booster card.  
You may inspect other players’ booster card. 
Remember to think about the possible action or reaction cards.  
Autor: Urs Hostettler, nach der Idee der Tihi-Kärtchen von Susanne und Thomas vom Münchener Tichu Circle.  
(C) 2016 Fata Morgana 

Colour overview 
Blue Booster – Start of round
Can be played before drawing cards, during card exchange, up until the first card is played
Red Booster – Reaction
Can be played in response to other events. Some boosters can be played to reverse an action, take back cards or change announcements. 
Brown, green and yello booster cards can be played only after all blue cards are played, just before the first round 
Brown Booster – Between tricks
Can only be played between two tricks or just before a triclk. Some brown boosters are restictions that last until the last game round.
Green Booster – Anytime
Can be played at anytime during the round. Some cards are one-off effects. Some cards allow playing new combinations and last until the end of round.
Yellow Booster – Companions 
Can be played only when it is your turn. In some cases, it is played together with other cards. In other cases it is played alone. 
General rules
One may play booster cards after finishing his/her round but the effect may not affect him/her.
All booster cards last at most until the end of the round and are always put onto the discard pile afterwards.
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