Rational and Irrational Number War

How to Play

Basic War-Each player turns one card face up. The player with the greatest
number wins the skirmish, placing his own and all captured cards into his prisoner
pile. Whenever there is a tie for greatest card, all the players battle: each player
lays three cards face down, then a new card face up. The greatest of these
new cards will capture everything on the table. Because all players join in,
someone who had a low card in the initial skirmish may ultimately win the battle.
If there is no greatest card this time, repeat the 3-down-1-up battle pattern until
someone breaks the tie. The player who wins the battle captures all the cards
played in that furn.

Endgame-When the players have fought their way through the entire deck,
count the prisoners. Whoever has captured the most cards wins the game. Or
shuffle the prisoner piles and play on until someone collects such a huge pile of
cards that the others concede.
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V18 0.3
V35 1.7
V46 2.14
V60 3.218
V77 4.6
V68 0.3
95 1.7
V65 2.15
5.816 3.21
6.31 4.62




