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out	of	printIts	a	tricky-sticky	situation:	a	game	that	rewards	patience,	but	only	for	so	long...	Win	tricks	by	playing	the	highest	card	in	the	established	color.	The	longer	you	wait	to	go	out,	the	more	points	you	score.	But	dont	delay	too	long	or	else	you	get	nothing!	Find	the	sweet	spot	and	victory	is	your	ultimate	prize!	This	product	is	no	longer
available.Contents60	cards35	Marshmallow	scoring	tokensRules	in	SpanishRules	of	PlayReinforcesprobabilitystrategic	thinkingSpecificationsStock	Number:	#116show	more	5	points1	pointmiddle	of	the	playing	area,	starting	the	trick.	Play	proceeds	clockwise,	with	When	each	player	has	played	a	card,	whoever	played	the	highest	card	in	the	lead	suit
wins	the	trick.	Note:	During	the	rst	round,	there	is	no	trump	suit	(see	Example:	In	this	four-player	game,	Player	A	as	the	trump	suit.	Cards	of	this	suit	will	beat	all	other	suits	for	the	duration	of	Player	APlayer	BPlayer	DPlayer	C	If	no	trump	cards	were	played,	the	highest	card	in	the	lead	suit	wins	the	trick.70	Bridge	Street,	Newton,	MA
02458jester@gamewright.com	|	617-924-6006gamewright.com	2020	Gamewright,	a	division	of	Ceaco	Inc.All	rights	reserved.THE	DELAYED	GRATIFICATION	TRICK-TAKING	CARD	GAMEfb.com/gamewright@gamewrightyoutube.com/gamewright@gamewright	2-5PL	AYE	R	S10+AGESPage	260	cartas	(112	en	5	colores).20	chas	de	malvavisco	pequeas
y	15	grandes	(1	y	5	puntos).Ests	interesado	en	la	graticacin	instantnea	o	puedes	ser	lo	sucientemente	paciente	como	para	esperar	una	recompensa	mayor	ms	adelante?	Pon	a	prue-ba	tu	fuerza	de	voluntad	ganando	bazas	y	recogiendo	malvaviscos	por	las	bazas	de	tus	oponentes.	El	primer	jugador	en	obtener	20	puntos	gana.1.	El	ltimo	jugador	que	comi
algo	con	malvavisco	comienza	como	repartidor	de	la	primera	ronda.2.	El	repartidor	baraja	el	mazo	y	reparte	a	cada	jugador	una	mano	de	12	cartas.	(Mantn	tu	mano	en	secreto	de	los	oponentes.)	Las	cartas	restantes	se	colocan	a	un	lado,	sin	ser	vistas.3.	Coloca	las	chas	de	malvavisco	al	alcance	de	todos	los	jugadores.	Ten	en	cuenta	que	los	malvaviscos
pequeos	valen	1	punto	cada	uno,	mientras	que	los	malvaviscos	grandes	valen	5	puntos	cada	uno.El	repartidor	comienza	la	ronda	jugando	una	carta	desde	su	mano	boca	arriba	en	el	centro	del	rea	de	juego,	comenzando	la	baza.	El	juego	contina	en	el	sentido	horario,	y	cada	jugador	agrega	una	de	sus	propias	cartas	boca	arriba	a	la	baza	tambin.	Al	jugar
una	carta,	se	aplican	las	siguientes	reglas:	Cualquier	carta	se	puede	jugar	como	la	primera	carta	de	una	baza.	Esta	carta	determina	el	palo	principal	de	la	baza.	Todas	las	cartas	posteriores	en	la	baza	deben	seguir	el	palo	principal	(debe	coincidir	con	el	color	de	la	primera	carta).	Si	ninguna	de	tus	cartas	coincide	con	el	palo	principal,	puedes	jugar
cualquier	carta	de	tu	mano.Cuando	cada	jugador	ha	jugado	una	carta,	quien	haya	jugado	la	carta	ms	alta	en	el	palo	principal	gana	la	baza.	Nota:	Durante	la	primera	ronda,	no	hay	palo	de	triunfo	(ver	Comenzar	una	nueva	ronda	para	ms	informacin).	El	jugador	que	gana	la	baza	recoge	todas	las	cartas	del	centro	del	rea	de	juego	y	las	coloca	boca	abajo
en	una	pila	frente	a	s	mismo.	(A	medida	que	recolectes	ms	bazas,	coloca	cada	una	en	una	pila	separada,	para	que	quede	claro	cuntas	bazas	tiene	cada	jugador).	El	ganador	de	la	baza	contina	la	ronda	jugando	una	carta	de	su	mano	para	comenzar	la	siguiente	baza.Una	vez	que	un	jugador	recolecta	una	cantidad	especca	de	bazas,	queda	fuera	por	el
resto	de	la	ronda	y	recibe	chas	de	malvavisco	equivalentes	a	la	cantidad	total	de	bazas	boca	abajo	de	todos	los	dems	jugadores.	Dependiendo	del	nme-ro	de	jugadores,	esto	ocurre	despus	de	recolectar	el	siguiente	nmero	de	bazas:Nmero	de	Jugadores2	3	4	5Nmero	de	Bazas6	4	3	3Despus	de	quedar	fuera,	descarta	las	cartas	restantes	en	tu	mano	a	un
lado,	boca	abajo,	pero	deja	tus	bazas	frente	a	ti,	ya	que	estas	se	seguirn	contando	para	los	puntajes	de	otros	jugadores.	De	los	jugadores	restantes,	el	siguiente	jugador	en	sentido	horario	comienza	la	siguiente	baza.Ejemplo:	En	un	juego	de	cuatro	jugadores,	el	jugador	A	gan	su	tercera	baza	y,	por	lo	tanto,	queda	fuera	de	la	ronda.	El	recolecta	un	total
de	4	chas	de	malvavisco:	2	por	las	bazas	del	jugador	B	y	1	por	las	bazas	de	los	jugadores	C	y	D.	El	jugador	B	comienza	la	siguiente	baza.Una	ronda	termina	cuando	solo	queda	un	jugador	que	no	ha	quedado	fuera.	Ese	jugador	no	recibe	malvaviscos	y	se	convierte	en	el	repartidor	de	la	prxima	ronda.Regla	especial	para	cinco	jugadores:	en	un	juego	de
cinco	jugadores,	es	posible	que	quede	ms	de	un	jugador	incluso	despus	de	haber	jugado	las	12	bazas.	Cuando	esto	sucede,	ninguno	de	los	jugadores	restantes	recibe	malvaviscos.	Si	el	jugador	que	recolect	la	baza	ms	reciente	no	ha	queda-do	fuera,	es	el	repartidor	de	la	prxima	ronda.	Sin	embargo,	si	el	jugador	que	recolect	la	baza	ms	reciente	qued
fuera	como	resultado	de	esto,	recibir	sus	malvaviscos	como	de	costumbre	y	el	primer	jugador,	en	sentido	horario,	que	an	permanece	en	la	ronda	se	convierte	en	el	siguiente	repartidor.El	repartidor	de	la	segunda	ronda	(y	ms	all)	baraja	todas	las	cartas	(incluidas	las	que	se	apartaron)	y	reparte	a	cada	jugador	una	nueva	mano	de	12	cartas.	Luego,
despus	de	que	el	repartidor	haya	examinado	sus	cartas,	l	declara	uno	de	los	cinco	palos	como	el	palo	de	triunfo.	Las	cartas	de	este	palo	vencern	a	todos	los	otros	palos	mientras	dure	la	ronda.El	repartidor	comienza	la	primera	baza	de	la	ronda,	como	antes,	y	la	ronda	se	desarrolla	igual	que	la	anterior,	con	la	siguiente	adicin:	Si	un	jugador	no	puede
seguir	el	palo	principal	y	agrega	una	carta	de	triunfo	a	una	baza,	todos	los	siguientes	jugadores	tambin	pueden	jugar	un	triunfo	en	esa	baza,	incluso	si	de	lo	contrario	an	pudieran	seguir	el	palo	principal.Cuando	cada	jugador	ha	jugado	una	carta,	el	ganador	de	la	baza	se	determina	de	la	siguiente	manera:	Si	se	jug	alguna	carta	de	triunfo,	la	carta	de
triunfo	ms	alta	gana	la	baza.	Si	no	se	jugaron	cartas	de	triunfo,	la	carta	ms	alta	del	palo	principal	gana	la	baza.Continen	jugando	rondas	hasta	que	un	jugador	recolecte	un	total	de	20	(o	ms)	puntos.	El	juego	termina	instantneamente	cuando	esto	sucede.	La	ronda	actual	no	se	completa	y	el	jugador	exitoso	es	el	ganador.En	caso	de	que	nunca	hayas	odo
hablar	de	l,	el	ttulo	de	este	juego	proviene	del	experimento	de	malvaviscos	de	Stanford,	una	serie	de	estudios	sobre	la	grati-cacin	retrasada	realizados	por	el	psiclogo	Walter	Mischel	a	nes	de	los	aos	60	y	principios	de	los	70.	En	los	estudios,	a	los	nios	se	les	ofreci	elegir	entre	recibir	un	malvavisco	de	inmediato	o	dos	malvaviscos	si	esperaban	un	poco
ms.	Inspirado	por	el	famoso	experimento,	el	diseador	Reiner	Knizia	cre	este	inteligente	juego	de	bazas	que	recompensa	la	paciencia.	Si	puedes	descubrir	cmo	ser	el	penltimo	en	quedar	fuera	en	cada	ronda,	encontrars	este	juego	bastante	graticante!70	Bridge	Street,	Newton,	MA	02458jester@gamewright.com	|	617-924-6006gamewright.com	2020
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tokensInstructionsObject	of	the	Game	Are	you	all	about	instant	gratification?	Or	can	you	be	patient	enough	to	wait	for	a	greater	reward	later?	Test	your	willpower	by	winning	tricks	and	collecting	marshmallows	for	your	opponent's	tricks.	The	first	player	to	20	points	wins.	Setup	The	player	who	last	ate	something	with	marshmallows	starts	as	the
dealer	for	the	first	round.	Shuffle	the	deck	and	deal	each	player	a	hand	of	12	cards.	(Keep	your	hand	secret	from	opponents).	Place	any	remaining	cards	off	to	the	side,	unseen.	Place	the	marshmallow	tokens	within	easy	reach	of	all	players.	Note	that	small	marshmallows	are	worth	1	point	each,	while	large	marshmallows	are	worth	5	points	each.	Game
Play	The	dealer	begins	the	round	by	playing	a	card	from	their	hand	face	up	to	the	middle	of	the	playing	area,	starting	the	"trick".	Play	proceeds	clockwise,	with	each	player	adding	one	of	their	own	cards	face	up	to	the	trick	as	well.	When	playing	a	card,	the	following	rules	apply:	Any	card	can	be	played	as	the	first	card	of	a	trick.	This	card	determines
the	trick's	"lead	suit".	All	subsequent	cards	in	the	trick	must	follow	the	lead	suit	(match	the	color	of	the	first	card).	If	none	of	your	cards	match	the	lead	suit,	you	may	play	any	card	from	your	hand.	When	each	player	has	played	a	card,	whoever	played	the	highest	card	in	the	lead	suit	wins	the	trick.	Note:	During	the	first	round,	there	is	no	trump	suit
(see	"Starting	a	New	Round"	for	more).	The	player	who	won	the	trick	collects	all	of	the	cards	from	the	center	of	the	play	area,	and	puts	them	face	down	in	a	stack	in	front	of	themself.	(As	you	collect	further	tricks,	place	each	one	in	a	separate	stack,	so	that	it's	clear	how	many	tricks	each	player	has).	The	winner	of	that	trick	continues	the	round	by
playing	a	card	from	their	hand	to	start	the	next	trick.	Going	out	Once	a	player	collects	a	specific	number	of	tricks,	they're	out	for	the	rest	of	the	round	and	receive	marshmallow	tokens	equal	to	the	total	number	of	all	other	players'	face-down	tricks.	The	number	of	tricks	required	varies	based	on	the	number	of	players,	as	follows:	After	you	go	out,
discard	any	remaining	cards	in	your	hand	to	the	side,	face	down,	but	leave	your	tricks	in	front	of	you,	as	these	will	continue	to	be	counted	toward	other	players'scores.	Of	the	remaining	players,	the	next	player	in	clockwise	order	starts	the	next	trick.	Example:	In	this	four-player	game.	Player	A	has	just	won	their	third	trick	and	therefore	goes	out	for
the	round.	They	collect	a	total	of	4	marshmallow	tokens:	2	for	Player	B's	tricks	and	1	each	for	Player	C's	and	D's	tricks.	Player	B	starts	the	next	trick.	End	of	the	Round	A	round	ends	when	there's	only	one	player	remaining	who	hasn't	gone	out.	That	player	does	not	receive	any	marshmallows	and	becomes	the	dealer	for	the	next	round.	In	a	five-player
game,	it's	possible	that	more	than	one	player	remains	in	the	round,	even	after	all	12	tricks	have	been	played.	When	this	happens,	none	of	the	remaining	players	receive	any	marshmallows.	If	the	player	who	collected	the	most	recent	trick	has	not	gone	out,	they	are	the	dealer	for	the	next	round.	However,	if	the	player	who	collected	the	most	recent	trick
did	go	out,	they	receive	their	marshmallows	as	usual	and	the	first	player,	in	clockwise	order,	who	still	remains	in	the	round	becomes	the	next	dealer	instead.	Start	a	New	Round	The	dealer	for	the	second	round	(and	beyond)	reshuffle	all	the	cards	(including	any	that	were	set	aside)	and	deals	each	player	a	new	hand	of	12	cards.	Then	-	after	the	dealer
has	examined	their	cards	-	they	declare	one	of	the	five	suits	as	the	"trump	suit"Cards	of	this	suit	will	beat	all	other	suits	for	the	duration	of	the	round.	The	dealer	begins	the	round,	as	before,	and	the	round	plays	out	just	like	the	previous	one,	with	the	following	addition:	If	a	player	is	unable	to	follow	suit	and	adds	a	trump	card	to	a	trick,	all	following
players	may	also	play	a	trump	to	that	trick	-	even	if	they	could	otherwise	still	follow	suit.	When	each	player	has	played	a	card,	the	winner	of	the	trick	is	determined	as	follows:If	any	trump	cards	were	played,	the	highest	trump	card	wins	the	trick.If	no	trump	cards	were	played,	the	highest	card	in	the	lead	suit	wins	the	trick.End	of	the	Game	Continue
playing	rounds	until	one	player	collects	a	total	of	20	(or	more)	points.	The	game	ends	instantly	when	this	happens.	The	current	round	is	not	completed,	and	the	successful	player	is	the	winner.	Continue	Reading	The	Marshmallow	Challenge	is	a	very	popular	team-building	activity	which,	done	right,	can	be	a	fun	way	to	achieve	worthwhile	learning
outcomes.	In	this	blog	post	well	tell	you	how	to	run	the	Marshmallow	Challenge	properly.	That	is,	in	a	way	that	delivers	value.	Heres	what	well	cover:	Download	your	FREE	Marshmallow	Challenge	resources	What	is	the	Marshmallow	Challenge?	The	Marshmallow	Challenge	is	a	team-building	game	that	sees	teams	attempting	to	build	the	tallest
possible	freestanding	tower	that	can	support	a	marshmallow	at	its	peak.	Materials	vary	between	versions	of	the	challenge	(see	the	next	section),	but	ours	involves	marshmallows,	uncooked	spaghetti,	masking	tape,	string,	and	scissors.	How	to	use	the	marshmallow	challenge	The	Marshmallow	Challenge	is	often	used	to	illustrate	design	thinking
mindsets,	such	as	prototyping	and	iteration,	and	the	importance	of	failing	quickly	or	to	make	generalised	points	on	effective	teams.	There	are	many	versions	of	the	Marshmallow	Challenge	available	online,	but	our	version	is	based	on	the	original	challenge	developed	by	Peter	Skillman.	Weve	chosen	this	version	because	it	takes	a	facilitative	approach,
which	in	practical	terms	means	adding	a	review	period	at	the	end	of	the	activity	to	allow	participants	to	reflect	on	and	evaluate	their	performance.	By	taking	a	facilitative	approach	to	the	challenge,	you	can	also	expect	to	gain	deeper	insights	and	help	participants	discover	what	it	is	about	their	specific	behaviours	that	help	and	hinder	effective	team
working.	Key	Skills	Developed	Collaboration	and	teamwork	skills,	such	as	listening,	valuing	others	ideas	and	co-operating.	Leadership,	including	the	ability	to	influence	others	or	allocate	tasks.	STEM	skills,	exploring	stable	structures,	geometry,	evaluating	materials	Innovation	and	prototyping,	trial	and	error	Instructions	for	the	Marshmallow
Challenge	Heres	how	to	run	the	marshmallow	challenge	in	9	easy	steps:	More	information	on	each	step	is	given	below,	and	full	instructions	are	available	in	our	downloadable	resources.	1.	Download	your	Marshmallow	Challenge	Resources	You	can	grab	those	here.	2.	Prepare	your	equipment	and	the	activity	area	Per	team	youll	need	1	marshmallow,
20	sticks	of	spaghetti,	1	metre	of	string,	1	metre	of	sticky	tape,	scissors,	and	1	pen	per	team	member.	The	facilitator	will	need	a	flipchart	(optional),	a	pen,	a	tape	measure,	1	participant	brief	per	person,	1	review	sheet	per	person,	and	the	facilitator	guide.	Set	each	table	so	that	they	contain	all	the	materials	needed	for	each	team.	Place	the	review
sheets	face	down.	3.	Brief	participants	and	split	them	into	groups	Use	the	briefing	slides	to	brief	participants	on	the	activity,	then	hand	them	a	paper	brief	to	refer	back	to	during	the	task.	Some	tips	for	briefing	the	Marshmallow	Challenge:	Just	read	the	brief	out,	dont	elaborate	or	answer	questions,	keep	the	energy	up	by	starting	immediately!	Use
competition	wisely.	Setting	teams	in	competition	with	each	other	can	motivate,	but	it	can	make	participants	focus	too	much	on	the	task	(i.e.	making	a	tower),	instead	of	thinking	about	how	they	worked	as	a	team.	Be	careful	not	to	subconsciously	manipulate	team	behaviour.	Avoid	saying	things	like:	dont	forget	to	involve	everyone	or	were	going	to	do	a
task	where	planning	is	important	This	allows	natural	behaviour	to	come	through	which	makes	the	reflection	stage	more	powerful	When	allocating	teams,	its	usually	a	good	idea	to	have	individuals	with	a	range	of	interpersonal	styles	in	each	team.	This	typically	leads	to	a	richer	team	dynamic,	and	as	a	result	a	more	insightful	review.	4.	Begin	the
activity	Set	a	timer	for	18	minutes,	then	direct	participants	to	their	tables.	5.	Get	building!	This	is	where	the	fun	begins:	participants	set	about	building	their	towers,	and	quickly	realise	that	their	ideas	about	the	best	design	probably	vary	quite	a	bit.	The	resulting	discussion	and	negotiation	is	a	hotbed	of	interpersonal	dynamics,	so	let	them	get	on	with
it	unless	things	get	particularly	heated.	6.	Assess	the	towers	Once	time	is	up,	teams	must	stop	building.	Assess	the	towers	based	on	the	following	criteria:	The	tower	must	be	freestanding	The	tower	must	support	the	weight	of	a	single	marshmallow	The	marshmallow	must	be	the	highest	point	on	the	structure	7.	Declare	the	winner	The	team	with	the
tallest	tower	that	meets	all	criteria	outlined	above	is	the	winner.	You	can	award	subsequent	places	if	you	want.	8.	Review	the	activity	Use	the	provided	review	sheets	to	get	participants	thinking	about	their	performance.	The	review	process	is	designed	to	squeeze	value	out	of	the	activity:	rather	than	one	team	winning	the	accolade	of	building	the	tallest
tower,	each	participant	is	invited	to	evaluate	their	performance,	to	consider	what	helped	and	hindered	performance,	and	to	think	about	what	they	would	change	going	forward.	For	younger	groups,	review	allows	them	to	think	about	what	they	did	well	and	how	they	would	have	done	things	differently.	For	older	groups	this	reflection	allows	for
meaningful	discussion	around	processes	and	team	dynamics.	Once	participants	have	completed	their	sheets	encourage	them	to	discuss	the	answers	in	their	teams.	It	may	be	appropriate	to	get	teams	to	record	their	key	learning	points	onto	a	flipchart.	These	insights	are	the	building	blocks	for	lasting	learning	outcomes,	and	while	the	Marshmallow
Challenge	is	not	the	most	sophisticated	activity,	it	does	offer	some	valuable	insights	when	combined	with	structured	review.	9.	(Optional)	repeat	steps	4-7	All	experiential	activities	can	be	run	multiple	times,	although	if	all	the	variables	are	kept	the	same	the	level	of	learning	will	decrease.	This	is	a	result	of	participants	improving	at	the	task	itself
rather	than	developing	better	team	processes.	Instead	of	running	the	Marshmallow	Challenge	again,	you	might	consider	keeping	participants	engaged	by	running	an	alternative	such	as	the	Helium	Stick	or	one	of	the	53	activities	within	MTa	Insights.	The	variety	will	allow	you	to	explore	and	develop	different	skills	within	your	learners.	Marshmallow
Challenge	downloads	Weve	put	together	a	selection	of	resources	to	help	you	to	run	the	Marshmallow	Challenge	in	an	experiential	way:	The	presentation	slides	will	help	you	to	set	the	task	up	and	brief	participants	The	facilitator	guide	will	give	you	everything	you	need	to	run	an	effective	session	Parcitipant	briefings	ensure	everyone	has	the	info	they
need	to	take	part	The	review	sheets	will	help	participants	to	think	critically	about	their	performance	Download	your	FREE	Marshmallow	Challenge	resources	Discussion	Topics	The	common	themes	that	arise	from	this	group	reflection	are	listed	below	and	should	help	you	as	a	facilitator	to	identify	and	categorise	what	youre	seeing.	Remember	the	job
of	a	facilitator	is	to	enable	the	discussion	not	to	guide	it	as	this	allows	participants	to	make	discoveries	so	these	are	very	much	for	your	reference	and	not	for	sharing	with	the	group.	Basic	team	processes	including	ideation,	building	consensus	and	agreeing	objectives.	The	benefits	of	rapid	prototyping	and	iteration.	The	importance	of	failing	quickly,
learning	from	failure.	Leadership	and	roles	within	a	team.	Appreciating	and	utilising	individual	differences.	How	to	win	the	Marshmallow	Challenge	The	most	successful	designs	typically	include	a	latticework	of	triangles	with	the	marshmallow	being	balanced	at	the	top	much	like	the	Eiffel	Tower.	Or	if	youre	doing	a	variation	that	allows	multiple
marshmallows,	building	pyramids	and	stacking	them	is	the	most	effective	way	to	get	the	tallest	tower.	But	of	course,	the	real	way	to	win	at	the	Marshmallow	Challenge	is	to	forget	about	who	built	the	tallest	tower,	and	reflect	on	what	youve	learnt	and	how	you	can	make	best	use	of	that	learning.	Marshmallow	Challenge	FAQs	Many	facilitators	have
questions	about	how	the	Marshmallow	Challenge	can	be	used.	So,	weve	answered	the	most	common	ones	below.	Can	the	Marshmallow	Challenge	be	used	to	develop	STEM	skills?	Yes	it	can.	The	Marshmallow	Challenge	provides	a	simple	yet	engaging	opportunity	for	the	development	of	many	different	STEM	skills.	For	participants	to	succeed	in	the
Marshmallow	Challenge	they	will	need	to	fail	fast	and	innovate.	They	need	to	constantly	test	new	ideas,	learn	and	conceptualise	new	approaches	to	tower	building.	The	constant	testing	shares	similarities	with	the	scientific	world.	A	place	where	hypothesis	and	ideas	are	challenged	and	the	feedback	of	results	is	incorporated	into	new	designs.	Similarly,
as	this	is	a	construction	task	applied	maths	and	physics	can	be	used	to	determine	the	optimum	configuration	of	the	structure.	If	youre	looking	for	powerful	STEM	activities	for	young	people,	check	out	the	MTa	STEM	kit:	24	activities	designed	to	develop	crucial	competencies	in	young	people	aged	10-18.	What	is	the	difference	between	the
Marshmallow	Challenge	and	the	spaghetti	tower	challenge?	There	is	often	confusion	between	the	Marshmallow	Challenge	and	the	spaghetti	tower	challenge.	Some	assume	that	the	spaghetti	tower	challenge	is	different	and	involves	multiple	marshmallows.	This	is	not	true.	The	marshmallow	challenge	/	spaghetti	tower	challenge	/	marshmallow	and
spaghetti	tower	challenge	are	the	same	challenge.	There	are	different	variations	of	the	challege	as	people	have	incorporated	their	own	ideas.	The	process	of	getting	there	is	to	build	the	tallest	spaghetti	and	marshmallow	tower.	In	this	guide	weve	focused	on	the	traditional	method	as	outlined	by	Tom	Wujec	with	a	facilitative	approach	to	embed	the
learning.	This	provides	an	opportunity	to	reflect	on	both	the	task	and	the	team	processes	at	work.	In	our	experience,	this	method	delivers	meaningful	behavioural	change.	Can	I	use	the	Marshmallow	Challenge	as	an	Icebreaker?	Yes	you	can.	It	works	well	for	meetings	of	any	level	as	it	breaks	the	traditional	mindset	of	being	presented	to	and
encourages	participants	to	work	collaboratively.	This	breaks	down	barriers	and	energises	a	room.	As	participants	are	operating	within	teams	it	allows	for	informal	introductions	amongst	team	members.	The	shared	experience	serves	to	start	building	bonds	between	members	and	define	group	dynamics.	Using	the	facilitative	approach	these	team
dynamics	can	be	explored	and	examined	to	turn	the	icebreaker	into	a	meaningful	learning	experience.	How	can	the	Marshmallow	Challenge	develop	effective	team	processes?	The	post-task	reflection	of	the	Marshmallow	Challenge,	a	key	part	of	the	facilitative	approach,	allows	teams	to	explore	and	identify	areas	for	both	personal	and	team
development.	Lencionis	5	dysfunctions	of	a	team	provides	an	accessible	framework	within	which	to	explore	performance.	When	these	5	dysfunctions	are	eliminated,	and	the	corresponding	functions	used	in	the	Marshmallow	Challenge	the	more	successful	the	team	tends	to	be.	Lencioni	outlines	that	for	a	team	to	be	high	performing	they	need	to	exhibit
the	following:	Vulnerability	based	trust	Healthy	conflict	Commitment	to	a	shared	vision	Accountability	Task	focused	results	The	underlying	theme	of	these	characteristics	is	that	ego	is	left	behind.	For	teams	to	truly	succeed	and	embrace	these	principles	everyone	needs	to	be	orientated	towards	team	success	rather	than	individual	success.	Trust	and
openness	allow	the	free	exchange	of	ideas	and	quick	strategy	formulation.	Teams	where	weaknesses	and	strengths	are	shared	without	judgement	perform	better.	This	is	because	it	allows	an	honest	appraisal	of	the	teams	skills	and	how	best	to	use	them	to	build	the	tallest	spaghetti	tower.	Having	conflict	allows	the	team	to	communicate	more
effectively.	The	respectful	exchange	of	ideas	plays	a	vital	role	in	innovating	and	prototyping	different	construction	concepts.	Without	trust	the	process	of	innovation	becomes	toxic	as	participants	seek	validation	for	their	ideas	over	the	success	of	the	task.	Once	an	approach	is	decided	on	a	high	performing	teams	will	commit	to	this,	creating	a	shared
vision.	By	doing	so	it	both	engages	and	galvanises	the	team	to	build	the	tallest	spaghetti	tower.	In	situations	where	this	shared	vision	does	not	exist	team	members	can	often	work	at	cross	purposes.	This	can	lead	to	unhealthy	conflict.	With	a	shared	vision	this	creates	transparency	and	accountability.	Team	members	hold	each	other	to	account	for	their
part	in	building	the	spaghetti	tower.	This	contributes	to	success	as	all	participants	need	to	engage	or	face	being	called	out.	Lastly	the	team	needs	to	remain	focused	on	the	result	of	the	task.	This	often	means	putting	ego	and	personal	glory	aside	for	team	success.	When	teams	do	this	well	it	allows	for	plans	to	be	adapted	so	that	the	tallest	possible
spaghetti	tower	is	constructed.	Who	performs	best	at	the	Marshmallow	Challenge?	According	to	Tom	Wujec	(founder	of	the	challenge)	school	children	performed	the	task	better	than	business	students.	An	in-depth	study	showed	that	Architects,	Executive	administrators	and	engineers	performed	even	higher	than	school	children.	If,	however,
performance	is	measured	based	on	learning	rather	than	task	completion	the	winner	changes.	It	becomes	about	which	participants	develop	and	change	their	team	behaviours	to	be	more	effective.	Unfortunately	this	data	is	not	available	but,	in	our	experience,	those	who	are	willing	to	engage	with	a	facilitative	approach	are	those	who	are	the	real
winners.	Whats	the	tallest	tower	thats	ever	been	built?	The	tallest	marshmallow	spaghetti	tower	that	we	can	find	is	189cm	tall.	Although	this	used	a	version	of	the	challenge	which	allowed	multiple	marshmallows.	The	tallest	achieved	at	MTa	was	65cm.	You	can	use	that	as	a	benchmark.	Are	there	any	other	similar	activities	I	can	run?	There	are
multiple	different	experiential	activities	you	can	run.	Each	with	different	levels	of	involvement	and	learning	outcomes.	Tom	Wujec	favours	Draw	toast	to	introduce	thinking	and	design	collaboration.	MTa	offers	a	broad	range	of	leadership,	STEM	and	team	development	activities	all	of	which	use	a	facilitative	approach	to	embed	learning.	Take	a	deep
dive	into	the	theory	behind	our	most	popular	team	building	activity	or	an	activity	which	supports	change	management.	Is	chubby	bunny	the	same	as	the	Marshmallow	Challenge?	Not	at	all.	Chubby	Bunny	involves	seeing	how	many	marshmallows	you	can	fit	in	your	mouth	and	still	say	the	words	Chubby	Bunny.	Its	a	fun	party	game	but	there	are,
unfortunately,	no	deeper	processes	at	work.	In	the	interest	of	research,	we	tried	it	and	our	results	were:	Alex	8	marshmallows,	Jamie	7	marshmallows,	James	8	marshmallows,	Claire	9.	Components60	cards20	small	marshmallow	tokens15	large	marshmallow	tokensInstructionsObject	of	the	Game	Are	you	all	about	instant	gratification?	Or	can	you	be
patient	enough	to	wait	for	a	greater	reward	later?	Test	your	willpower	by	winning	tricks	and	collecting	marshmallows	for	your	opponent's	tricks.	The	first	player	to	20	points	wins.	Setup	The	player	who	last	ate	something	with	marshmallows	starts	as	the	dealer	for	the	first	round.	Shuffle	the	deck	and	deal	each	player	a	hand	of	12	cards.	(Keep	your
hand	secret	from	opponents).	Place	any	remaining	cards	off	to	the	side,	unseen.	Place	the	marshmallow	tokens	within	easy	reach	of	all	players.	Note	that	small	marshmallows	are	worth	1	point	each,	while	large	marshmallows	are	worth	5	points	each.	Game	Play	The	dealer	begins	the	round	by	playing	a	card	from	their	hand	face	up	to	the	middle	of	the
playing	area,	starting	the	"trick".	Play	proceeds	clockwise,	with	each	player	adding	one	of	their	own	cards	face	up	to	the	trick	as	well.	When	playing	a	card,	the	following	rules	apply:	Any	card	can	be	played	as	the	first	card	of	a	trick.	This	card	determines	the	trick's	"lead	suit".	All	subsequent	cards	in	the	trick	must	follow	the	lead	suit	(match	the	color
of	the	first	card).	If	none	of	your	cards	match	the	lead	suit,	you	may	play	any	card	from	your	hand.	When	each	player	has	played	a	card,	whoever	played	the	highest	card	in	the	lead	suit	wins	the	trick.	Note:	During	the	first	round,	there	is	no	trump	suit	(see	"Starting	a	New	Round"	for	more).	The	player	who	won	the	trick	collects	all	of	the	cards	from
the	center	of	the	play	area,	and	puts	them	face	down	in	a	stack	in	front	of	themself.	(As	you	collect	further	tricks,	place	each	one	in	a	separate	stack,	so	that	it's	clear	how	many	tricks	each	player	has).	The	winner	of	that	trick	continues	the	round	by	playing	a	card	from	their	hand	to	start	the	next	trick.	Going	out	Once	a	player	collects	a	specific
number	of	tricks,	they're	out	for	the	rest	of	the	round	and	receive	marshmallow	tokens	equal	to	the	total	number	of	all	other	players'	face-down	tricks.	The	number	of	tricks	required	varies	based	on	the	number	of	players,	as	follows:	After	you	go	out,	discard	any	remaining	cards	in	your	hand	to	the	side,	face	down,	but	leave	your	tricks	in	front	of	you,
as	these	will	continue	to	be	counted	toward	other	players'scores.	Of	the	remaining	players,	the	next	player	in	clockwise	order	starts	the	next	trick.	Example:	In	this	four-player	game.	Player	A	has	just	won	their	third	trick	and	therefore	goes	out	for	the	round.	They	collect	a	total	of	4	marshmallow	tokens:	2	for	Player	B's	tricks	and	1	each	for	Player	C's
and	D's	tricks.	Player	B	starts	the	next	trick.	End	of	the	Round	A	round	ends	when	there's	only	one	player	remaining	who	hasn't	gone	out.	That	player	does	not	receive	any	marshmallows	and	becomes	the	dealer	for	the	next	round.	In	a	five-player	game,	it's	possible	that	more	than	one	player	remains	in	the	round,	even	after	all	12	tricks	have	been
played.	When	this	happens,	none	of	the	remaining	players	receive	any	marshmallows.	If	the	player	who	collected	the	most	recent	trick	has	not	gone	out,	they	are	the	dealer	for	the	next	round.	However,	if	the	player	who	collected	the	most	recent	trick	did	go	out,	they	receive	their	marshmallows	as	usual	and	the	first	player,	in	clockwise	order,	who
still	remains	in	the	round	becomes	the	next	dealer	instead.	Start	a	New	Round	The	dealer	for	the	second	round	(and	beyond)	reshuffle	all	the	cards	(including	any	that	were	set	aside)	and	deals	each	player	a	new	hand	of	12	cards.	Then	-	after	the	dealer	has	examined	their	cards	-	they	declare	one	of	the	five	suits	as	the	"trump	suit"Cards	of	this	suit
will	beat	all	other	suits	for	the	duration	of	the	round.	The	dealer	begins	the	round,	as	before,	and	the	round	plays	out	just	like	the	previous	one,	with	the	following	addition:	If	a	player	is	unable	to	follow	suit	and	adds	a	trump	card	to	a	trick,	all	following	players	may	also	play	a	trump	to	that	trick	-	even	if	they	could	otherwise	still	follow	suit.	When	each
player	has	played	a	card,	the	winner	of	the	trick	is	determined	as	follows:If	any	trump	cards	were	played,	the	highest	trump	card	wins	the	trick.If	no	trump	cards	were	played,	the	highest	card	in	the	lead	suit	wins	the	trick.End	of	the	Game	Continue	playing	rounds	until	one	player	collects	a	total	of	20	(or	more)	points.	The	game	ends	instantly	when
this	happens.	The	current	round	is	not	completed,	and	the	successful	player	is	the	winner.	Continue	Reading	Components60	cards20	small	marshmallow	tokens15	large	marshmallow	tokensInstructionsObject	of	the	Game	Are	you	all	about	instant	gratification?	Or	can	you	be	patient	enough	to	wait	for	a	greater	reward	later?	Test	your	willpower	by
winning	tricks	and	collecting	marshmallows	for	your	opponent's	tricks.	The	first	player	to	20	points	wins.	Setup	The	player	who	last	ate	something	with	marshmallows	starts	as	the	dealer	for	the	first	round.	Shuffle	the	deck	and	deal	each	player	a	hand	of	12	cards.	(Keep	your	hand	secret	from	opponents).	Place	any	remaining	cards	off	to	the	side,
unseen.	Place	the	marshmallow	tokens	within	easy	reach	of	all	players.	Note	that	small	marshmallows	are	worth	1	point	each,	while	large	marshmallows	are	worth	5	points	each.	Game	Play	The	dealer	begins	the	round	by	playing	a	card	from	their	hand	face	up	to	the	middle	of	the	playing	area,	starting	the	"trick".	Play	proceeds	clockwise,	with	each
player	adding	one	of	their	own	cards	face	up	to	the	trick	as	well.	When	playing	a	card,	the	following	rules	apply:	Any	card	can	be	played	as	the	first	card	of	a	trick.	This	card	determines	the	trick's	"lead	suit".	All	subsequent	cards	in	the	trick	must	follow	the	lead	suit	(match	the	color	of	the	first	card).	If	none	of	your	cards	match	the	lead	suit,	you	may
play	any	card	from	your	hand.	When	each	player	has	played	a	card,	whoever	played	the	highest	card	in	the	lead	suit	wins	the	trick.	Note:	During	the	first	round,	there	is	no	trump	suit	(see	"Starting	a	New	Round"	for	more).	The	player	who	won	the	trick	collects	all	of	the	cards	from	the	center	of	the	play	area,	and	puts	them	face	down	in	a	stack	in
front	of	themself.	(As	you	collect	further	tricks,	place	each	one	in	a	separate	stack,	so	that	it's	clear	how	many	tricks	each	player	has).	The	winner	of	that	trick	continues	the	round	by	playing	a	card	from	their	hand	to	start	the	next	trick.	Going	out	Once	a	player	collects	a	specific	number	of	tricks,	they're	out	for	the	rest	of	the	round	and	receive
marshmallow	tokens	equal	to	the	total	number	of	all	other	players'	face-down	tricks.	The	number	of	tricks	required	varies	based	on	the	number	of	players,	as	follows:	After	you	go	out,	discard	any	remaining	cards	in	your	hand	to	the	side,	face	down,	but	leave	your	tricks	in	front	of	you,	as	these	will	continue	to	be	counted	toward	other	players'scores.
Of	the	remaining	players,	the	next	player	in	clockwise	order	starts	the	next	trick.	Example:	In	this	four-player	game.	Player	A	has	just	won	their	third	trick	and	therefore	goes	out	for	the	round.	They	collect	a	total	of	4	marshmallow	tokens:	2	for	Player	B's	tricks	and	1	each	for	Player	C's	and	D's	tricks.	Player	B	starts	the	next	trick.	End	of	the	Round	A
round	ends	when	there's	only	one	player	remaining	who	hasn't	gone	out.	That	player	does	not	receive	any	marshmallows	and	becomes	the	dealer	for	the	next	round.	In	a	five-player	game,	it's	possible	that	more	than	one	player	remains	in	the	round,	even	after	all	12	tricks	have	been	played.	When	this	happens,	none	of	the	remaining	players	receive
any	marshmallows.	If	the	player	who	collected	the	most	recent	trick	has	not	gone	out,	they	are	the	dealer	for	the	next	round.	However,	if	the	player	who	collected	the	most	recent	trick	did	go	out,	they	receive	their	marshmallows	as	usual	and	the	first	player,	in	clockwise	order,	who	still	remains	in	the	round	becomes	the	next	dealer	instead.	Start	a
New	Round	The	dealer	for	the	second	round	(and	beyond)	reshuffle	all	the	cards	(including	any	that	were	set	aside)	and	deals	each	player	a	new	hand	of	12	cards.	Then	-	after	the	dealer	has	examined	their	cards	-	they	declare	one	of	the	five	suits	as	the	"trump	suit"Cards	of	this	suit	will	beat	all	other	suits	for	the	duration	of	the	round.	The	dealer
begins	the	round,	as	before,	and	the	round	plays	out	just	like	the	previous	one,	with	the	following	addition:	If	a	player	is	unable	to	follow	suit	and	adds	a	trump	card	to	a	trick,	all	following	players	may	also	play	a	trump	to	that	trick	-	even	if	they	could	otherwise	still	follow	suit.	When	each	player	has	played	a	card,	the	winner	of	the	trick	is	determined
as	follows:If	any	trump	cards	were	played,	the	highest	trump	card	wins	the	trick.If	no	trump	cards	were	played,	the	highest	card	in	the	lead	suit	wins	the	trick.End	of	the	Game	Continue	playing	rounds	until	one	player	collects	a	total	of	20	(or	more)	points.	The	game	ends	instantly	when	this	happens.	The	current	round	is	not	completed,	and	the
successful	player	is	the	winner.	Continue	Reading	Components60	cards20	small	marshmallow	tokens15	large	marshmallow	tokensInstructionsObject	of	the	Game	Are	you	all	about	instant	gratification?	Or	can	you	be	patient	enough	to	wait	for	a	greater	reward	later?	Test	your	willpower	by	winning	tricks	and	collecting	marshmallows	for	your
opponent's	tricks.	The	first	player	to	20	points	wins.	Setup	The	player	who	last	ate	something	with	marshmallows	starts	as	the	dealer	for	the	first	round.	Shuffle	the	deck	and	deal	each	player	a	hand	of	12	cards.	(Keep	your	hand	secret	from	opponents).	Place	any	remaining	cards	off	to	the	side,	unseen.	Place	the	marshmallow	tokens	within	easy	reach
of	all	players.	Note	that	small	marshmallows	are	worth	1	point	each,	while	large	marshmallows	are	worth	5	points	each.	Game	Play	The	dealer	begins	the	round	by	playing	a	card	from	their	hand	face	up	to	the	middle	of	the	playing	area,	starting	the	"trick".	Play	proceeds	clockwise,	with	each	player	adding	one	of	their	own	cards	face	up	to	the	trick	as
well.	When	playing	a	card,	the	following	rules	apply:	Any	card	can	be	played	as	the	first	card	of	a	trick.	This	card	determines	the	trick's	"lead	suit".	All	subsequent	cards	in	the	trick	must	follow	the	lead	suit	(match	the	color	of	the	first	card).	If	none	of	your	cards	match	the	lead	suit,	you	may	play	any	card	from	your	hand.	When	each	player	has	played
a	card,	whoever	played	the	highest	card	in	the	lead	suit	wins	the	trick.	Note:	During	the	first	round,	there	is	no	trump	suit	(see	"Starting	a	New	Round"	for	more).	The	player	who	won	the	trick	collects	all	of	the	cards	from	the	center	of	the	play	area,	and	puts	them	face	down	in	a	stack	in	front	of	themself.	(As	you	collect	further	tricks,	place	each	one
in	a	separate	stack,	so	that	it's	clear	how	many	tricks	each	player	has).	The	winner	of	that	trick	continues	the	round	by	playing	a	card	from	their	hand	to	start	the	next	trick.	Going	out	Once	a	player	collects	a	specific	number	of	tricks,	they're	out	for	the	rest	of	the	round	and	receive	marshmallow	tokens	equal	to	the	total	number	of	all	other	players'
face-down	tricks.	The	number	of	tricks	required	varies	based	on	the	number	of	players,	as	follows:	After	you	go	out,	discard	any	remaining	cards	in	your	hand	to	the	side,	face	down,	but	leave	your	tricks	in	front	of	you,	as	these	will	continue	to	be	counted	toward	other	players'scores.	Of	the	remaining	players,	the	next	player	in	clockwise	order	starts
the	next	trick.	Example:	In	this	four-player	game.	Player	A	has	just	won	their	third	trick	and	therefore	goes	out	for	the	round.	They	collect	a	total	of	4	marshmallow	tokens:	2	for	Player	B's	tricks	and	1	each	for	Player	C's	and	D's	tricks.	Player	B	starts	the	next	trick.	End	of	the	Round	A	round	ends	when	there's	only	one	player	remaining	who	hasn't
gone	out.	That	player	does	not	receive	any	marshmallows	and	becomes	the	dealer	for	the	next	round.	In	a	five-player	game,	it's	possible	that	more	than	one	player	remains	in	the	round,	even	after	all	12	tricks	have	been	played.	When	this	happens,	none	of	the	remaining	players	receive	any	marshmallows.	If	the	player	who	collected	the	most	recent
trick	has	not	gone	out,	they	are	the	dealer	for	the	next	round.	However,	if	the	player	who	collected	the	most	recent	trick	did	go	out,	they	receive	their	marshmallows	as	usual	and	the	first	player,	in	clockwise	order,	who	still	remains	in	the	round	becomes	the	next	dealer	instead.	Start	a	New	Round	The	dealer	for	the	second	round	(and	beyond)
reshuffle	all	the	cards	(including	any	that	were	set	aside)	and	deals	each	player	a	new	hand	of	12	cards.	Then	-	after	the	dealer	has	examined	their	cards	-	they	declare	one	of	the	five	suits	as	the	"trump	suit"Cards	of	this	suit	will	beat	all	other	suits	for	the	duration	of	the	round.	The	dealer	begins	the	round,	as	before,	and	the	round	plays	out	just	like
the	previous	one,	with	the	following	addition:	If	a	player	is	unable	to	follow	suit	and	adds	a	trump	card	to	a	trick,	all	following	players	may	also	play	a	trump	to	that	trick	-	even	if	they	could	otherwise	still	follow	suit.	When	each	player	has	played	a	card,	the	winner	of	the	trick	is	determined	as	follows:If	any	trump	cards	were	played,	the	highest	trump
card	wins	the	trick.If	no	trump	cards	were	played,	the	highest	card	in	the	lead	suit	wins	the	trick.End	of	the	Game	Continue	playing	rounds	until	one	player	collects	a	total	of	20	(or	more)	points.	The	game	ends	instantly	when	this	happens.	The	current	round	is	not	completed,	and	the	successful	player	is	the	winner.	Continue	Reading	Share	copy	and
redistribute	the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.	The	licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if
changes	were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.	ShareAlike	If	you	remix,	transform,	or	build	upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	You	may	not	apply	legal	terms	or	technological
measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain	or	where	your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your	intended
use.	For	example,	other	rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	Components60	cards20	small	marshmallow	tokens15	large	marshmallow	tokensInstructionsObject	of	the	Game	Are	you	all	about	instant	gratification?	Or	can	you	be	patient	enough	to	wait	for	a	greater	reward	later?	Test	your	willpower	by
winning	tricks	and	collecting	marshmallows	for	your	opponent's	tricks.	The	first	player	to	20	points	wins.	Setup	The	player	who	last	ate	something	with	marshmallows	starts	as	the	dealer	for	the	first	round.	Shuffle	the	deck	and	deal	each	player	a	hand	of	12	cards.	(Keep	your	hand	secret	from	opponents).	Place	any	remaining	cards	off	to	the	side,
unseen.	Place	the	marshmallow	tokens	within	easy	reach	of	all	players.	Note	that	small	marshmallows	are	worth	1	point	each,	while	large	marshmallows	are	worth	5	points	each.	Game	Play	The	dealer	begins	the	round	by	playing	a	card	from	their	hand	face	up	to	the	middle	of	the	playing	area,	starting	the	"trick".	Play	proceeds	clockwise,	with	each
player	adding	one	of	their	own	cards	face	up	to	the	trick	as	well.	When	playing	a	card,	the	following	rules	apply:	Any	card	can	be	played	as	the	first	card	of	a	trick.	This	card	determines	the	trick's	"lead	suit".	All	subsequent	cards	in	the	trick	must	follow	the	lead	suit	(match	the	color	of	the	first	card).	If	none	of	your	cards	match	the	lead	suit,	you	may
play	any	card	from	your	hand.	When	each	player	has	played	a	card,	whoever	played	the	highest	card	in	the	lead	suit	wins	the	trick.	Note:	During	the	first	round,	there	is	no	trump	suit	(see	"Starting	a	New	Round"	for	more).	The	player	who	won	the	trick	collects	all	of	the	cards	from	the	center	of	the	play	area,	and	puts	them	face	down	in	a	stack	in
front	of	themself.	(As	you	collect	further	tricks,	place	each	one	in	a	separate	stack,	so	that	it's	clear	how	many	tricks	each	player	has).	The	winner	of	that	trick	continues	the	round	by	playing	a	card	from	their	hand	to	start	the	next	trick.	Going	out	Once	a	player	collects	a	specific	number	of	tricks,	they're	out	for	the	rest	of	the	round	and	receive
marshmallow	tokens	equal	to	the	total	number	of	all	other	players'	face-down	tricks.	The	number	of	tricks	required	varies	based	on	the	number	of	players,	as	follows:	After	you	go	out,	discard	any	remaining	cards	in	your	hand	to	the	side,	face	down,	but	leave	your	tricks	in	front	of	you,	as	these	will	continue	to	be	counted	toward	other	players'scores.
Of	the	remaining	players,	the	next	player	in	clockwise	order	starts	the	next	trick.	Example:	In	this	four-player	game.	Player	A	has	just	won	their	third	trick	and	therefore	goes	out	for	the	round.	They	collect	a	total	of	4	marshmallow	tokens:	2	for	Player	B's	tricks	and	1	each	for	Player	C's	and	D's	tricks.	Player	B	starts	the	next	trick.	End	of	the	Round	A
round	ends	when	there's	only	one	player	remaining	who	hasn't	gone	out.	That	player	does	not	receive	any	marshmallows	and	becomes	the	dealer	for	the	next	round.	In	a	five-player	game,	it's	possible	that	more	than	one	player	remains	in	the	round,	even	after	all	12	tricks	have	been	played.	When	this	happens,	none	of	the	remaining	players	receive
any	marshmallows.	If	the	player	who	collected	the	most	recent	trick	has	not	gone	out,	they	are	the	dealer	for	the	next	round.	However,	if	the	player	who	collected	the	most	recent	trick	did	go	out,	they	receive	their	marshmallows	as	usual	and	the	first	player,	in	clockwise	order,	who	still	remains	in	the	round	becomes	the	next	dealer	instead.	Start	a
New	Round	The	dealer	for	the	second	round	(and	beyond)	reshuffle	all	the	cards	(including	any	that	were	set	aside)	and	deals	each	player	a	new	hand	of	12	cards.	Then	-	after	the	dealer	has	examined	their	cards	-	they	declare	one	of	the	five	suits	as	the	"trump	suit"Cards	of	this	suit	will	beat	all	other	suits	for	the	duration	of	the	round.	The	dealer
begins	the	round,	as	before,	and	the	round	plays	out	just	like	the	previous	one,	with	the	following	addition:	If	a	player	is	unable	to	follow	suit	and	adds	a	trump	card	to	a	trick,	all	following	players	may	also	play	a	trump	to	that	trick	-	even	if	they	could	otherwise	still	follow	suit.	When	each	player	has	played	a	card,	the	winner	of	the	trick	is	determined
as	follows:If	any	trump	cards	were	played,	the	highest	trump	card	wins	the	trick.If	no	trump	cards	were	played,	the	highest	card	in	the	lead	suit	wins	the	trick.End	of	the	Game	Continue	playing	rounds	until	one	player	collects	a	total	of	20	(or	more)	points.	The	game	ends	instantly	when	this	happens.	The	current	round	is	not	completed,	and	the
successful	player	is	the	winner.	Continue	Reading	
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