
Invented by Reiner Knizia  
with illustrations by Rey Sommerkamp and Barbara Spelger.

The Object of the Game
To have the smallest number of points when one player’s score reaches 40 points.
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Setting Up the Game 

1.  Shuffle all of the cards and deal 6 cards to each player.
2.  Place the remaining cards in the center of the table to form 
 a face-down draw pile.
3.  Turn over the top card from the draw pile to start a discard pile.
4.  Place all of the markers on the table.
5.  The game is played in rounds—the youngest player starts the first round.
6.  Play passes to the left.

Playing the Game
On your turn, you must take one of three actions:

 •  Play a card from your hand onto the discard pile
 •  Draw a card to add to your hand
 •  Quit the round

1. Play a card
The top card on the discard pile determines which card you can play:
 • You can play a card with the same value as the top card or one with that 
  value plus one.
 • You can play llamas on top of 6s or other llamas. 
 • You can also play 1s on top of llamas. 

2. Draw a Card
Draw 1 card from the draw pile. You can’t play a card on the same turn that you draw one, 
so play passes to your left.

 If the draw pile runs out, don’t create a new one. From now on, you can’t choose 
 this action.

3. Quit the Round
If you can’t play a card (or don’t want to) and choose not to draw a card, you must quit 
the current round. Place your cards in front of you, face down.

The End of a Round
A round ends immediately when:
 • one player plays his/her last card or
 • all players have quit the round.
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Victor

Victor goes first and 
plays a 6. Next, it’s 
Judy’s turn. She plays a 
llama on top of the 6.

Judy
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A little later, Henri can’t play a card. 
He quits the round and places his 
three 5s face down in front of him.5
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Players: 2-6 
Ages: 8 and up
Duration:  About 20 minutes

If you’d like to learn to 
play by watching a short 
video instead of reading 
these rules, please visit:
amigo.games/game/llama.



If all players but one have quit the round, that player continues to play, but may 
no longer draw cards.

Jacques, Victor, and Henri have quit the round. Judy plays her 3 and her two 4s, but she 
cannot play her two 1s or her llama. This ends the round.

4. Scoring
Every card you did not play gives you negative points, whether it’s in your hand or 
face down in front of you because you quit the round. Each card is worth its value in 
points. Llamas are worth 10 points. However, you count each card value only once 
per round, so if you have two 4s, for example, you only get four points, and all of 
your llamas only give you 10 points.

Taking Markers
Add up your negative points and take that number of markers. White markers are 
worth 1 point and black markers are worth 10 points. You may exchange 10 white 
markers for 1 black marker (or 1 black for 10 whites) at any time.

Returning Markers
If you have managed to play all of your cards and you have markers from an earlier 
round, you may return one of your markers — either a 1-point marker or a 10-point 
marker, your choice.

After all players are done scoring it’s time to start a new round. Shuffle all of the cards 
and deal six to each player. Start a new discard pile with the top card from the draw 
pile. The last player to play a card in the previous round starts off the new round.

The End of the Game
Continue playing until one of you has collected 40 or more points. The player with the 
fewest points wins the game. If there is a tie, the players who tied share the victory.

Game Design Council
From time to time, we ask people to review games for us and give comments on the 
gameplay, packaging styles, and other attributes in return for free games. If you’re intere-
sted in being one of these people, please visit www.amigo.games/contactus to sign up or 
send an email to info@amigo.games with “Game Design Council” in the subject line.

Our Newsletter
If you’d like to sign up for our email newsletter so you can learn about our other 
games, please visit www. amigo.games/newsletter.
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www.amigo.games

Judy

1
1 1

11

1
1 1

11

2
2 2

22

Henri

Jacques

Victor3
3

3

3
34

4
4

4
44

4
4

4
4

1
1

1

1
1

1
1

1

1
1

Judy’s two 1s and her llama earn her 
11 negative points. She takes a 1-point 
marker and a 10-point marker.

Judy

Judy has one 1-point marker and one 
10-point marker. In the next round, she 
manages to get rid of all her cards, so 
she returns a marker. Of course, she 
picks the 10-point marker.

Judy

If you have questions on these rules or 
on any of our products, please call us at 

844-962-6446
M-F 9:00 – 6:00 

CENTRAL TIME

We’ll do our best to help you.


