 Maquence
(Math Sequence)

Designers: George Kazamias, Yiouli Giannacariou
Type: Cooperative Card Game
Number of Players: 2 – 6
Number of Playing Cards: 76
Number of Objective Cards: 12

Abstract
It is a cooperation card game where players need to match the objective provided by the game. The objective comes in the form of a number and the players need stack cards in order to match the objective.
Roles
There 2 roles in the game.
Transmitter
The first one is the Transmitter. His role is to provide information to other players of the nature of the objective. He can’t reveal the real value of the objective. He must provide only three kind of information. Those are:
i. The stack value is greater than the objective.
ii. The stack value is lower than the objective.
iii. The objective matches the stack value
At specific intervals, the Transmitter draws one more card from the Objective cards and adds it to the objective.
Receiver
The second role is the Receiver. The receiver tries to match the objective using the available cards in his hand. All players, except the Transmitter, is a Receiver.
Cards
There are two kind of cards.  All cards have a number displayed on them which represents their value. The value can be positive or negative.
Objective cards
Those cards are played from the Transmitter and are hidden throughout the game. Values are (-12, -11, -9, -6, -3, -2, 1, 4, 5, 7, 8, 10)
Playing cards
Those cards are played from the Receivers. They are stacked when played in order to sum up their values in order to match the objective. The values are from -9 to 9. Each number can be found in the deck 4 times.
Win Condition
The round ends when the players manage to match the stack value to the one of the objective. Then the round is won. The players need to win five rounds in order to win the game.
Loose Conditions
There are various loose conditions:
1. The transmitter runs out of Objective Cards. When an objective card is needed and no one is available, then the round comes to an end.
2. The transmitter draws an objective card and the objective sum, matches the one on the Receivers’ stack. Then the round comes to an end.
3. The receivers run out of playing cards. Then the round comes to an end.

When five rounds are lost, the game is lost.
How to play
For each round, one player is selected to the role of transmitter. The others get the role of the receiver. Each receiver gets four cards on their hand which must be hidden from other players.
The transmitter draws an objective card and keeps this hidden as well. Then the first player plays one card on the stack (to be formed). The Transmitter compares the two values and informs the players if the value of the stack is smaller, greater or equal to the value of the objective.
Then, the next player plays one more card on the stack and change the value of it. The transmitter once again compares the two values and let the receivers know of the comparison. 
This repeats until one of the win or lose conditions is met.
Every 5 player turns, the transmitter get one turn to draw one more Objective Cards which is added in the objective.
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