In the tricky card game Hamsterbacke, players want to collect as many sets of cards as possible, store them away, and pick up extra points from other players — but those who are too greedy might find themselves left behind. In the end, whoever collects the most points wins.
Setup
Shuffle all hamster cards. Each player is dealt two cards, then eight cards are placed face up in a circle in the middle of the table. The remaining cards are placed face down to form a draw pile in the middle of the circle. Each player has two spaces in front of them to hold stacks during the game — a blocking space and a score space.
The youngest player begins, and play continues clockwise.

The cards consist of the following number, colours and values:

11 x light green (1)
11 x dark green (1)
16 x light blue (2)
16 x dark blue (2)
21 x yellow (3)
21 x orange (3)
24 x red (4)
A set consists of a number of cards of one colour equal to the value on the cards: e.g. four red 4s, or one light green 1. A light blue 2 card with a dark blue 2 card, for example, is not set.
Gameplay

On their turn, a player takes two out of three available actions. An action may be performed twice.

The actions are:

1) Take cards from the circle into hand
2) Play sets of cards from hand to blocking pile
3) Turn blocking pile face down onto score pile
1) Take cards
Take all cards from one of the eight piles in the circle into your hand. Then, draw three cards from the draw pile and place them clockwise one by one on piles in the circle, face up, beginning with the empty space. Place the cards overlapping so you can see each value easily.
2) Play cards
The active player takes a set of cards from their hand and places it face up in front of them. This creates their blocking stack.

Additional sets must be placed on top of this stack, but only if no other player has the same card on top of their blocking stack. For example, if one player’s stack shows a red 4, other players may not place any red 4s on their stack.

If you have several sets of the same colour and number, you may play them in the same action: e.g. four dark blue 2s (two sets of two). However, different sets played in the same turn are separate actions (e.g. 2 blue, 4 red).
3) Turn pile
The active player turns over their entire blocking pile which creates a face down points pile. In future turns, when choosing this action, you turn the cards face down on top of this points pile (you only have a maximum of two piles in front of you: one face up and one face down).

The active player now receives additional cards from the player who has the most cards in their hand. The number of cards received is equal to the number on the top of the blocking stack being scored, and the targeted player can choose which cards to give. If there is a tie for most cards in hand, the active player chooses who to receive cards from. If the active player has the most cards in hand (even if there is a tie), they get no additional cards.
These additional cards are then placed face down on the active player’s points pile.

End of the game
When the draw pile runs out, the game continues as normal but without drawing cards, until there are only three piles left in the circle. Note: if there are four piles in the circle and one player takes the cards from one pile as a first action, they complete their turn before scoring.

Scoring

Each player now counts the number of cards in their score pile and subtracts from this the number of cards in their hand. This is their final score. Cards in their blocking pile are not counted.
The player with the most points wins!

Example:

Bernd has 20 cards in his points pile. The three cards in his blocking pile do not count. Since he still has five cards in hand, he must deduct five points. His result is 15 points (20-5 = 15).

