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Introduction 

 
“TRUST PROJECT” is a card game in which each person holds 12 cards. Because it doesn’t involve any exchanging 

of cards, it’s easy to play online as well. The TRUST PROJECT cards are designed to make the game easier to play, 

but the game can also be played for the most part using playing cards. 
 

This rulebook will first explain the gameplay for the official game, which is played using the TRUST PROJECT cards and the 

Excel scoresheet. Then, we will get into other forms of gameplay, including more casual modes of play, and gameplay for 

when you only have two people. We will also go into the special rules you can use when playing the game in real life, 

using playing cards. 
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1  Official Rules: Team match (2 players/team x 3 
teams) 

Overview:     The official game is played in 3 teams, with 2 players on each team. 

Use the “Official Game” sheet of the Excel scoresheet when playing the game. 

The gameplay is the same for real-life and online play. When playing online, however, 

teammates are allowed to consult each other via chat, LINE, etc.  

*Teammates can of course consult each other in real life if present in the same space. 

Cards:  Each player will use the following 12 cards. 

The TRUST PROJECT cards are comprised of six sets in this configuration, with each set a 

different color. 

 

If you can’t print out the TRUST PROJECT cards, you can use playing cards instead. 

When using playing cards, face cards will serve as the “0” cards. You will also need to mix in 

1, 2, and 3 cards from another suit, since you will need two each of these numbers. 

 

Used as “0” cards 
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Win/Lose: Teams play against each other in three different modes, across a total of four matches, using 

the same cards. The team with the highest total score wins the game. 

The three different modes all have the same basic rules, but with different levels of 

participation, priorities, etc. 

The number in the upper left represents the number of points the card has. When players win 

their own card, they earn double the number of points on the card, as represented by the 

number in the lower right. In real life play, players lay the card out upside down, making it 

easier to see the total number of points they would win. 
 
 
 

   Points Earned 
 
 
 
 
 
 
 
 
 
 

Players earn double the points    
when they win their own card 

 
 
 
 

There is no need to flip these cards upside down when playing online, as the score will be 

kept using the Excel scoresheet (screen sharing if using Zoom, etc.
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Basic Rules 

How to Start:  Players select six cards out of their set of 12, to serve as their hand. The remaining 

six cards will be used later in the game. These cards are to be kept facedown at the 

players’ sides. When playing online, each player must tell the scorekeeper what six 

cards they chose for their hand. 
 

How to Play:   Each player selects a card from their hand, and plays it face down. When playing 

online, each player must show the back of their chosen card to the camera. 

All players turn over their cards simultaneously, after which the score is calculated. The 

scoring rules are as follows. 

● The person who plays the card with the greatest number earns all of the points from the cards 

played. 

● If the player wins their own card, they earn double the number of points designated on 

that card. 

● If there is a tie for the greatest-number card, the person with the next greatest number 

wins all of the points. 

● Players who play a 0 card, however, will not be able to take any of the cards. 

● If there is no one that can take the cards, all points are carried over to the next round. 

● The player who wins this next round will earn all of the points, including the points from the 

previous round. 

 

Cards, once played, cannot be used again. 

The following is an explanation of the basic rules, along with an explanation of how to use 

the score sheet, with a sample Excel scoresheet for reference. This match is played by three 

people - A, C, and E. 

 

In the first round, A plays 6. This is the greatest number played, so A earns all of the points 

from the cards played. 

Enter the points for each player in the “Card Played” row of the scoresheet. Then, enter “w” 

in the A column of the “Points Earned” row. 

A gets double the number of points from their own card, as well as the points from the other 

cards played in the round. 

In the second round, E wins with 4. 

In the third round, A and C both play 4. Because they are the same number, the two cards 
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cancel each other out, and E, who played 2, wins. 
 

In the fourth round, all players play 3, which means the points are carried over into the next 

round. 

This marks the end of the first half of the match. The players reveal their two remaining 

cards, which are then recorded on the scoresheet. 

The second half is played with the six cards that were set off to the side. 

In the fifth round, C wins, earning all of the points from that round as well as the 12 points 

carried over from the previous round (their own 3-point card doubled to 6, plus A’s 3 points 

and E’s 3 points). 

 

How to End: The game ends after eight rounds. 

Each player will be left with two cards in their own hand, much like in the first half of 

the match. These two cards, however, will not be used. The scoresheet will show the 

total number of points at the end of the eighth round. 
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The official game will be played across three different modes, using the basic rules listed above. 

 
Mode 1 (Individual Matches) 

How to Play:  Individual matches are played with three people, with one person from each 

team. The second individual match is played with the three who did not 

participate in the first match. 

In other words, each of the team members come out to play for their team. 

 
Mode 2 (Collective Match) 

How to Play:  Collective matches are played with all six players. Players can strategize with their team 

member before the match starts, discussing which cards to select for their hands, what 

order to play them in, etc. Each player must tell the scorekeeper the numbers for the 

cards in their hand. 

 
Mode 3 (Team Objective Match) 

How to Play:  Team members consult each other to decide which card to play. Only one member of the 

team actually plays. For this mode only, players earn an additional 36 points (“trust points”) 

if the number of points they earn is 34-38. The aim is thus to achieve this “objective” score. 

If the number of points earned is 33 or under, or 39 or over, the number of points earned 

will remain unchanged. 
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2  Solo Individual Play: 3-6 players 

Overview:  For this game format, players play a series of Mode 2 (Collective 

Matches) from the official game. Use the “Solo Play” sheet on the 

Excel scoresheet. 

Cards: Each player will use the following 12 cards (same as official game). 
 
 

 

 
Win/Lose:  Play three Collective Matches, and whoever has the highest total 

score wins the game. Players are ranked according to their score. 

 How to Play: Follow the rules for Mode 2 (Collective Match) in the official game. 
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3  2-Player Game in Real Life 

Overview:  Generally speaking, “TRUST PROJECT” is a game designed to be played with three or 

more people. There may be times, however, when you have difficulty finding a third 

person to play with you. This is for those times. 

Use the “Solo Play” sheet on the Excel scoresheet. 

Cards: Each player will use the following 12 cards (same as official game). 
 
 

 

 
Win/Lose: Play three matches, and whoever has the highest total score wins the game. 

How to Play:  One set of cards is laid out as the deck for the game, and will serve as the “third player.” 

Starting from the top, draw one card from this deck for each round, to serve as the third 

player’s card. 

Leave the seventh and eighth cards as is, and move straight into the second half of the game. 

At the end of the game, you should have drawn eight cards from the deck, with four cards 

remaining.  
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4  Special Rules (Using Playing Cards to Play in Real 
Life) 

Overview:  Because the official rules require two suits for each set of cards, players would only be able 

to come up with two sets of cards from one set of playing cards. 

TRUST PROJECT, however, is a game designed to be played by three or more people, with 

the “cancelling out” of cards a key point of the game. 

For that reason, we have altered the configuration of the cards when playing with playing 

cards in real life. 
 

Cards:  Players will have one each of the 1, 2, and 3 cards. The second 1, 2, and 3 cards are replaced 

with 7, 8, and 9 cards to make a 12-card set. This allows for play with up to four people. 

In other words, each set will include all cards in a suit, except the 10. 

This greatly reduces the chances that two or more cards played will cancel each other out, 

making it, perhaps, a different sort of game than the official game. Think of this format as a 

casual form of the game, for when you have playing cards and you want to have fun with your 

friends. 

 
Player 1 

 
Player 2 

 
Player 3 

 
Player 4 

 

 

J Q K 

J Q K 

J Q K 

J Q K 

1 2 3 4 5 6 7 8 9 

1 2 3 4 5 6 7 8 9 

1 2 3 4 5 6 7 8 9 

1 2 3 4 5 6 7 8 9 
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Appendix: Explanation of symmetry as it relates to 
this project 

 
“TRUST PROJECT” places emphasis on the idea of symmetry, with the logo even been designed to be vertically 

symmetrical. 
 

 
 

 

 

 
There is also a strong sense of symmetry in the digital numbers we have used to express the point numbers. 

The following is an explanation of the images depicted on the TRUST PROJECT cards. 

 
1   The Nested Structure of Digital Numbers  

1 is included structurally in 7, 3, and 4. 

5 does not include any other number, but is included in 6 and 9. 

7 is also included in 9. 

3 is also included in 9. 

4 is also included in 9. 

0 does not include any other number, but is included in 8. 

2 does not include any other number, but is included in 8. 

6 includes 5, and is included in 8. 

9 includes 1, 5, 7, 3, and 4, and is included in 8. 

8 includes all of the numbers. 
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2   The Number of Elements in Digital Numbers 

8 is comprised of 7 elements. 

7 is comprised of 4 elements. 

4 is comprised of 4 elements, and thus expresses itself. 
 

 

9 and 0 are comprised of 6 elements. 

6 is comprised of 6 elements, and thus expresses itself. 
 

 

1 is comprised of 2 elements. 

2 and 3 are comprised of 5 elements. 

5 is comprised of 5 elements, and thus expresses itself. 
 

 

4 is the end point on a long path. 6 is the end point of a forked path. 

5 is the end point between a long path and a forked path. 
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3   Symmetry Groups 

0 and 8 are individually point symmetric, and are both horizontally and vertically symmetrical. 
 

2 and 5 are individually point symmetric, and are vertically symmetric representations of each 
other. 

 

6 and 9 are point symmetric representations of each other. 
 

3 and 1 are individually horizontally symmetric. 
 

4 and 7 are not symmetrical themselves or to each other. 
 

 

Each number has a “friend,” and no number is alone. 


