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and Ralf „Sandfox“ Sandfuchs 

 
A marvelous day on the market is waiting for you. 
Everyone tries to get as much money as possible here. 
But you have to pay attention, for the Cutpurses are 
sneaking around the place, trying to steal your well-
earned gold. But even without them, there is much to see, 
and you will get to know a lot of interesting people …  
 

Game material: 
66 cards + Instructions 
 

 

Order of cards in ascending value: 
 
Colors: Red, Green, Yellow, Blue 
 

 1 Goldstück [ Gold coin] (1) – 1 point 

 2 Goldstücke [Gold coins] (2) – 2 points 

 3 Goldstücke [Gold coins] (3) – 3 points 

 4 Goldstücke [Gold coins] (4) – 4 points 

 Bettler [Beggar] (B) 

 Schankmagd [Tavern wench] (S) 

 Wirt [Innkeeper] (W) 

 Goldsack [Gold sack] (10) – 10 points 

 Kaufmann [Merchant] (K) /  
Beutelschneider [Cutpurse] (Dagger) 

 
Trump Cards: Violet 
 

 Nachtwächter [Night watchman] (N) 

 Gardist [Guardsman] (G) 

 Meuchelmörder  [Assassin] (M) 

 Abenteurer [Adventurer] (A) /  
Comtesse [Countess] (C) 

 Hofarzt [Court physician] (H) 

 Kanzler [Chancellor] (K) 

 Bischof [Bishop] (B) 

 Fürst [Count] (F) 

The game 
 

Beutelschneider is a classical trick taking card game. 
You try to earn as many Gold Cards (coins and sacks) 

as possible. But beware the Cutpurse who tries to steal 
your money – and gives you negative points. 
In addition to that you can get Bonus Points by playing 
certain combinations of cards. 
 
The game ends if any one player has 100 points or more. 
If more than one player achieves this goal at the same 
time, the player with the highest number of points wins 
the game. 
If you wish, you can raise or lower this limit to make for a 
longer or shorter game. 
 
 

Preparation 
 

You always play with the whole set of Color Cards. 
The Trump Cards to be used are determined by the 
number of players: 
 

 3 players: Trump Cards without Hofarzt, 
Kanzler and Bischof 

 4 players: Trump Cards without Hofarzt 

 5 players: all Trump Cards 

 
All these cards are shuffled in one stack. 
After that, every player receives the same number of 
cards. So, with 3 players everyone gets 14 cards, with 4 
players it’s 11 cards for each player, and 9 cards with 5 
players. 
 
 

Playing the game 
 
The player to the left of the dealer will start by playing one 
card from his hand, the other players follow clockwise. 
When it’s your turn to play you have the following options: 
 

 If you have one or more cards of the played 
Color, you must follow suit which means that 
you have to play a card of this Color. This is also 
true if the first card was a Trump Card. 
 

 If you don’t have any cards of this Color, you 
can either discard (play any other Color without 
a chance of winning the trick) or play a Trump 
Card (superior to all Color Cards). 

 

After all participants have played their cards, the highest 
card of the first Color or the highest Trump Card wins the 
trick (see Bonus Points) 

 
The winner of the trick lays the cards in a stack in front of 
himself and plays the first card of the next trick. 
 
 

Scoring 
 

During a round of Beutelschneider, you can earn up to 
80 points by collecting Gold Cards. 

 
However, for every Beutelschneider among your tricks 

you must subtract 20 points from your total. That way, 
you might „earn“ negative point totals from a round.  
 
 

Bonus Points 
 

In addition to those normal points you can earn Bonus 
Points with your Trump Cards. However, in order to get 
any Bonus Points, you have to win the trick!  

 
To show your Bonus Points, place any open card next to 
your tricks for any 10 Bonus Points. 
 
 

The Nachtwächter announces the end of the market 

at sunset. If you win the last trick of a round with the 
Nachtwächter you receive 10 Bonus Points. 

 

The Gardist ensures law and order on the market. If 

any Beutelschneider cards are in a trick with the 
Gardist they are discarded after the trick and will not 
subtract any points. If the trick is won by the Gardist the 

player receives 10 Bonus Points for any captured 
Beutelschneider. 

  

The Meuchelmörder was hired by a hostile power to 

assassinate the leaders of the town (Hofarzt, Kanzler, 
Bischof, Fürst). If one or more of these cards are in a 
trick and you play the Meuchelmörder after these he is 

considered the highest-ranking Trump Card. You win the 
trick if no other higher Trump Card is played after that. If 
this happens you receive 10 Bonus Points for any 
assassinated leader. 
 



Abenteurer and Comtesse try to seduce each 

other. They are essentially Trump Cards of the same 
value, but the last played card of these two is considered 

to be the higher-ranking Trump Card. So the player of the 
seducing second card receives 10 Bonus Points if he 
wins the trick. 
 

Hofarzt, Kanzler, Bischof and Fürst have no 

special rules, but they are the potential victims of the 
Meuchelmörder. 

 
 

Example of a combination  
of Trump Cards: 
 

Player 1 plays a Beutelschneider, Player 2 reacts with 
the Gardist who negates the 20 point penalty of the 
Beutelschneider. Player 3 now plays the Kanzler who is 
subsequently killed by player 4’s Meuchelmörder. Now 
he would win the trick, but player 5 uses the Comtesse to 

win the trick. There are no Bonus Points. 
 
 

Special Cards 
 

The violet Special Cards can be used in the game as you 
wish. 
They are shuffled separately from the other cards. Every 
player receives one of them and takes it to his hand. The 
remaining Special Cards are laid aside without looking at 
them. 
 
The Special Cards are neutral, so they are neither a 
Trump Card nor a Color Card. They can be played at any 
time instead of any other card, even to avoid following 
suit. Furthermore, they have some special effects: 
 
 

The Alchimist (Alchemist) is somewhat incompetent 

and transmutes gold to lead, Therefore, every Gold Card 
in a trick with the Alchimist is worthless (0 points). The 
trick’s winner is not changed by the Alchimist. 

 

The Barde (Bard) is meant to entertain loving couples 

with his music, but he doesn’t really do that. Instead, he 
frightens away any couple of two (a male and a female 
person – be they Color, Trump or Special Cards) from the 
finished trick.  

When you play the Barde, choose any couple of person 

cards from the finished trick, places one beside your 
stack and discard the other. You receive 10 Bonus Points 
for this. 
If there is no couple in the trick, the Barde has no effect.  

The winner of the trick is determined by the remaining 
cards. If only the Barde remains, the participant who 

played him starts the next trick. 
 

The Hypnotiseur (Hypnotist) confuses the people. 

They no longer know which side is up and which side is 
down. If played into a trick the player with the lowest card 
wins the trick. This can be the lowest Color Card or – if a 
Trump Card was played – the lowest Trump Card. 
 

If you play the Illusionist (Illusionist), he makes a card 

disappear from the trick and reappear next to you. 
You take any card from the finished trick and put it onto 
your stack of tricks. 
 

The Jongleur (Juggler) can rotate his juggling balls for 

an eternity. If you play him into a trick, the trick is 
prolonged by a whole round, meaning it ends after 6, 8 or 
10 cards with the player of the highest-ranking card 
getting the whole trick. 
  

The Muskelmann (Muscleman) is the subject of any 

tavern wench’s daydreams. If you play him into a trick 
you seize all Schankmagd cards and place them next to 

your stack of tricks, earning 10 Bonus Points for each. 
 

The Narr (Fool) is making fun of the city’s leaders and 

therefore invalidates all Trump Cards. Their Bonus Points 
and special abilities are also negated. If there are only 
Trump Cards in the trick, the Narr wins the trick and the 

participant who played him starts the next trick. 
 

The Schwindler (Con artist) is effective during the 

following trick. Every card is played face-down and is only 
revealed along with the other cards at the end of the trick. 
The winner is determined according to the usual rules. 
The Schwindler has no effect when played in the last 

trick of the round. 
 

The Tänzerin (Dancer) is a beautiful Femme Fatale 

who makes players part with their small change. If she is 
played into a trick the player takes all gold coins (1 – 4 
gold) from this trick. The remaining cards (even gold 
sacks) go to the regular winner of the trick. 

If you play the Wahrsager (Fortune teller) into a trick, 

you decide which Color (even Trump) will be the Color to 
start the next trick. If the starting player cannot comply 
with this request, he can play any other Color. The 
Wahrsager has no effect when played in the last trick of 

the round. 
 

Nobody can resist the charms of the seductive Zofe 

(Maid), whether man or woman. If you play her into a trick 
the highest-ranking Gold Card wins. All the other 

characters were too distracted. If there is more than one 
highest-ranking Gold Card, the first card wins. 

  
 

The Special Special Cards 
 

There are three Special Special Cards without any rules: 

Krimsu, Sandfox and Emilia & Tim  

You can just regard them as a nice gimmick, or you can 
make up your own rules for them. 
  
If you do, send your ideas to info@krimsu.de.  
The best suggestions will be featured in our website 
http://www.krimsu.de 

                       
Munich and Ratingen, 26th of August, 2018 

 
 

Krimsu    and    Sandfox 
- - - - - - - - - - - - - - - - - - - - - - 

Special Thanks to 
 

Thorsten Kettermann 
Illustrations + Card Design 

 
We thank you for a great collaboration  

during the last 15 years. 
We`re looking forward to our future projects … 
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