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The Whirling, Swirling, Sequencing Gard Game
for 2 - 4 players ages 6 and up

RULES OF PLAY

Ohject
The first player to get rid of all his cards wins the game.

Race to toss your laundry cards onto the pile. Follow the sequence,
from hat to sneaks, then sweep the cards onto the floor and into the
wash. Go ahead, knock your socks off!

Gontents
51 laundry cards

3 wild cards




Set-up

The first time you play, look over the cards in the deck. Then lay
them out on the table, from hat to sneaks, so you can see how the
sequence works (this is especially helpful when you play with
younger kids).

Next, decide which player will be the dealer. The dealer shuffles and
deals the cards equally to each player. Depending on the number of
players in the game, there may be extra cards — just set these aside,
out of play. Then stack your cards into a pile and place them face
down on the table in front of you.

Gare Play

Beginning the Gare

To begin the game, all players draw the top three cards from their
piles, look at them, and hold them in their hands. (In a two-player
game, draw four cards.) Everyone, including the dealer, waits.

Note: In all our rules, we use either “he” or “she” to include everyone!



The dealer says “1-2-3 go” and players start tossing laundry cards into
the center, in piles, following the sequence from head to toe:

5. SOcksS 6. Sneakers

A sequence begins as soon as a player throws out a hat card. Any
player can toss a T-shirt onto that pile or start a new pile by throwing
out another hat card. As soon as you have the right card in the
sequence, get rid of it by tossing it onto the right laundry pile.

No taking turns here...this game5 a free-for-all. The faster you play,
the more fun you have. The race is on!



There can be lots of piles going on at the same time, so discard to any
pile you like, but hurry.... 1f someone else adds a card to the pile
before you do, you have to take your card back — each sequence gets
only one hat card, one T-shirt, one pair of boxers, and so on, from
head to toe.

Once in a while, a player tosses the wrong card onto the pile. Catch
the mistake, and he has to take it back. 1f no one notices, just keep
playing the sequence.

Keep in mind that you get to have three cards in your hand at all
times. As soon as you toss one card into the center, draw another
card from your pile to replace it. (In a two-player game, you always
get to have four cards.) The only time you can have more than three
cards in your hand is when players get stuck — no one has any of the
right cards to add to the laundry piles. When that happens, the
dealer says “1-2-3 draw,” each player draws one card from his pile,
and the sequence continues. Repeat this, if you need to, until play
starts up again.



If you have a wild card in your hand, play it any time
instead of any other card in the sequence. Just
toss the wild card onto the pile and name the
item you're substituting it for — boxers, for
~ example. As soon as you add the wild card,

} the sequence continues — in this case,
~ with pants.

The sequence ends as soon as you toss a
sneaker on top of a sock. When you finish a
sequence, sweep the laundry pile onto the
floor and into the “wash.” (Or, if you're a
neatnik, simply slap the pile and push

it aside.)



- Some players, younger kids in particular,

like to sweep all the piles onto the floor — no matter
who finishes the sequence. 1t great fun, but it takes away a couple
of seconds in a game where speed is key. If you're playing
competitively, make sure the player who tinishes the sequence
sweeps the pile onto the floor. That makes it fair for everybody.

Continue playing until one player runs out of cards.

Ending the Garte

The first player to get rid of all his cards wins the game. If there are
still piles left on the table, other players can continue playing, if they
like, to see who comes in second and third.

At the end of the game, everyone may run out of cards in their piles,
but still have cards left in their hands that can be played. In that
case, the player with the fewest cards in his hand wins. If theres a
tie, play another game as a tie-breaker to determine the winner.



Alternative Game Play for Two Players

Put a new spin on the same sequence! In this cycle, you get to toss
more than one of.the same laundry cards onto the pile.

Say you have two T-shirt cards in your hand. When T-shirts come
up in the sequence, you can toss both cards onto the appropriate
laundry pile. You, or your opponent, can continue adding T-shirt
cards until either one of you throws out a boxers card (or two or
three, for that matter). When you finish the sequence, quickly sweep
the laundry pile onto the floor and into

the wash. Do it fast, before your
opponent gets a chance to

add any more sneaker cards

to the pile.

The first player to get rid of all
his cards wins the game.

A vord from Gamewright

Okay, so Suds is a bit irreverent . ... Not many games actually tell
you to throw the cards on the floor. But theres a catch. If you want
to play again (and we know you will), you have to pick the cards
back up!



Freedom from convention is a wonderful gift to give a child. It gives
them permission to let go — to experiment and have fun within
boundaries. In Suds, you get to do a naughty thing that vou typically
get scolded for, and then take responsibility for it. It feels good!

Kids learn the most when theyre having fun and interacting. Who
would ever believe that while you're racing to the laundry pile in
Suds, you're actually learning all sorts of fundamental skills, like
sequencing, visual discrimination, and hand-eye coordination. You
don't have to be a whiz kid or a grown-up to win, but you do need a
keen eye, a quick flick of the wrist, and a great sense of humor. Suds
levels the playing field so kids and parents can go all out in this wild,
frenzied game. In fact, kids might even have the advantage when it
comes to throwing clothes on the floor. Give it a whirl!

— Dr. Monty Stambler, Child Psychiatrist and
Ann Stambler, Licensed Independent Social Worker
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