Wits

EMPIRE

A social matching game for 3 to 6 players. 52 cards. North America, 1500s to 1754.

What is on a card

A picture and a fact. Nothing else. Every card belongs to one camp — Spanish, French, Dutch, British. Every card is
also about one issue — Economy, Religion, Native Relations, Settlement, Rule and Law. The card tells you neither.
Working out the camp is the game.

Setup
Deal 5 cards to each player. Turn one card face up to start the pile, and the dealer names its camp out loud. The rest
becomes the draw pile. If the draw pile runs out, shuffle the discards back over, leaving the top card where it is.

Your turn — the camp is the thing
Play a card from the same camp as the top card, and say the camp out loud.

That is the whole turn. You never have to name the issue. If you cannot play, dig: draw one card and play it if it fits.
Still stuck, draw again — up to three cards — then your turn ends.

The crossover — how the camp changes
Stuck in a camp you do not hold? Play a card from a different camp that is about the same issue as the card on top
— and say both.

| “Dutch. Same issue - religion.” I

The camp is now yours, and the next player has to match it. Apart from a Wild Wit, this is the only way the camp
changes. It is the hardest move in the game and the one that wins it.

Challenge — the rule that makes it Wits

Any player, at any time, may challenge a declaration — a camp, or a claimed crossover. Wrong and the player takes
the card back and draws 2. Right and the challenger draws 2. The teacher’s key settles it. Nothing is printed on the
cards, so you can bluff — and that is the point.

Three questions that crack most cards

Does this sound like trade, farming, or mining? Does religion or tolerance play a big role? Are Native relations built
on alliances, or on control?

Twin chain and Outwit

Hold a card matching the top card on both camp and issue and you may put it straight down, saying both. On your
own turn it goes down as a second card after a legal play — the only way to shed two facts at once. Out of turn, slap
it on the pile and play continues from you.

Winning
First player out of cards wins. At one card left, say “Wit!” Caught silent before the next player goes, draw 2. You
cannot go out on a Wild Wit — your last card has to be a fact.

Action cards

Action cards are discarded onto the pile like any other card, but they carry no camp and no issue — so the last fact

card played is still what you match against. Wild Wit is the one exception: the camp it names replaces the fact

card’s.

Wild Wit — play it on anything except a Devil's Advocate, then name the camp that comes next.

Quick Wit — this is your turn, and you need no legal play. Lay it down together with any card, even one that matches nothing
by camp or issue. Name that card’s camp, then argue the connection out loud. The table judges. Accepted, and you
have shed two cards in one turn. Rejected, and you take both back and draw 2.

Devil’s Advocate — the next player may not match the camp, and no action card will save them. Cross over on the issue, or
take a flat draw of 2 — no digging.



Answer key

Teacher only. Settles challenges. Camps across, issues down.
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Devil's Advocate. Then name the
camp that comes next.

wild Wit

Play it on anything except a
Devil's Advocate. Then name the
camp that comes next.

The British takeover of 1664
made it New York

Quick Wit

Your whole turn. Play it with any
card, even one that matches
nothing. Name that card's camp
and argue the connection. The
table judges.
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