
 

Curtain Call 
 
 
Introduction 
 
Each player is the head of a small theater company.  The first player to earn seven points wins 
the game.  You earn points by performing  plays.  When a play is successfully performed you 
place the elements needed to perform that play into the graveyard.  
 
Play is designed for games of 3 - 6 players and generally takes between 30 minutes and 1 hour.  
 
 
General Rules 
 
Specific Beats General:  Any time a card indicates something that is in conflict with these rules, 
the card is right.  Any time a drama card indicates something that conflicts with the text on any 
other card, the drama card is right. 
 
Impossible Effects:  Any time a card indicates that you should do something and that thing 
cannot be done, you don’t have to do it.  For example, a card that indicates that you should sack 
an actor can be played even if you have no actors. 
 
Setting up the Game 
 
The game has two decks, both of which should be shuffled before dealing any cards.  The deck 
of plays, Play Deck, and the deck of all the other cards, Card Deck. Once shuffled, three plays 
from the Play deck should be dealt faceup and placed in the in the middle of the table.  Then, 
five cards from the Card Deck should be dealt to each player.  These cards should be dealt 
facedown.  Each player should then look at their cards.  If a player would like a new hand of 
cards they may sack their entire hand now and draw back up to full.  Each player may do this 
once before the game begins.  
 
Playing the Game 
 
Play begins with the person who was most recently in a theater production and then proceeds 
clockwise around the table (starting with the youngest in the event of a tie.)  On your turn you 
must either: 
  

 



 

Play two cards, following the listed instructions on each card. You may then perform any plays 
that you meet the requirements for. Then draw your hand back up to full (typically five cards). 
Drawing these cards ends your turn.  
 
OR 
 
Sack your entire hand by placing all cards in  the graveyard and then draw a new hand.  This 
ends your turn.  
 
Some recommendations on play space layout are provided below to help players keep track of 
what is going on in the game, particularly after a drink or two!  Some cards in a player’s 
company may affect other companies.  To make sure people stay aware of this we recommend 
setting any such cards a little above the others.  Pictured below: 
 

 
 
Also, some drama cards remain active after they are played.  Usually until the next play is 
performed.  So, we suggest placing these drama cards near the active plays instead of into the 
graveyard.  .  
 
When a play is performed the player who performed it keeps the play card as well as any cards 
that modify how many points the play is worth.  Once a play is performed its point value cannot 
be changed.  A new play is then drawn from the play deck.  Play continues until a player 
achieves victory, re-shuffle cards as needed, and enjoy the game!!  
 
Winning the Game 

 



 

The game is won when a player reaches 7 points.  This represents a season of shows.  
 
Glossary 
 
Play areas and such: 
Company:  This is the play area into which you put your resources, namely actors, locations, 
and props. 
Entering play: When a card leaves your hand and is played on your company, another 
company, or the game as a whole (some drama cards affect everyone, as do the plays 
themselves) then the card has entered play.  Cards moving from one play area to another, such 
as from one company to a different company do not count as entering play. 
Graveyard: This is a discard pile for cards that have been trashed, sacked, scored, or 
otherwise forced from your hand or company. 
Hand:  A set of five cards (or more) that are held in, well, your hand.  Cards in your hand are not 
yet considered to be in your company, but instead represent options of things you can get with 
your company. 
Leaving play: A card leaves play when it goes into the graveyard or discard pile, or when it 
stays with a performed play.  
 
Card types: 
Actor: These cards represent actors in your company. 
Drama: These cards represent all the craziness that goes on behind the scenes.  They affect 
life in either your company or someone else’s.  Playing this card causes an event.  The drama 
card is then placed in the discard pile unless otherwise specified. 
Location: These cards represent locations or relevant places to your company that you have 
access to. 
Props: These represent items that your company has access to. 
Play: These cards get their own deck!  They are the shows you will be performing. 
 
Keywords: 
Cancel: If a card reads for you to cancel an effect, the card that is producing the effect does 
nothing and is removed to the graveyard. 
Ignore:  If a card reads for you to ignore an effect, the effect still “takes place,” but it has no 
effect on you, your hand, or your company.  The card affects other players as normal. 
Interrupt!: These can be played on other people’s turns. 
Lose:  You lose a card if it is sacked, trashed, or stolen from you. 
Sack:  Move one of your own cards to the discard pile. 
Steal: Take a card (type specified on the card encouraging you to steal, you thieving bastard) 
from another player's company and place it in your own. 
Trash:  Designate any of a particular set of cards, including one of your opponent’s.  That card 
is moved to the discard pile. 

 


