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A game for 2-6 players aged 8 and up 

by Lukas Zach and Michael Palm.



In the language of the Maya there’s the beautiful word “Joomo”, 
which essentially means “gap.” We’ve borrowed it from this language 
that is today rarely used, as the first two cards played in Joomo have 
a particularly important function: their values determine the gap  
(= the number range)—and with it, the cards you can play in a trick.

Contents:

Aim of the game:
Attempt to earn as many points as possible. You’ll receive points for each 
trick as well as for all  you collect during a round.

Markers:
• 22 point markers for keeping the score

• 1 large Joomo marker for the player who gets rid of all  
of their cards first

1 score pad70 playing cards 
(with the values 00 to 69)
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Number of players    Cards needed 	 Colors to leave out

2		  00 - 29		  green, light blue, dark blue, purple

3		  00 - 39		  light blue, dark blue, purple

4		  00 - 49		  dark blue, purple

5		  00 - 59		  purple

6		  00 - 69		  none

Game setup:

How to play:

Required playing materials

The playing cards are divided into blocks of ten, each of which has a 
different color to help you sort them faster.

Depending on the number of players, you’ll need the following cards:

A game of Joomo involves several rounds. Play as many rounds as it takes 
for someone to earn 20 or more points.

Shuffle the cards in each round and deal ten to each player. Set the 
remaining ten cards aside without looking at them. Decide among 
yourselves who will be the dealer in the first round.

Several tricks are played each round until at least one player has no cards 
left in their hand at the end of a trick.

The player to the left of the dealer plays the first card in the trick and places 
a point marker next to it, as each trick is worth at least one point. Special 
cards can make a trick more valuable; additional point markers are then 
added accordingly (see p. 5 – Special cards).

Return the cards to leave out to the box.

Place the point markers and the Joomo marker at the center of the table 
so that everyone can reach them. Lay a pen and the score pad ready to 
record everyone’s points.
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The player whose turn it is either plays a 
suitable card in the gap or passes, foregoing 
their turn until the end of the trick. Players 
are also able to pass if they have cards in 

their hand that they could play.

If no one else plays a card in the trick after you, take all of the point 
markers for the trick and place them in front of you where everyone can 
see them without playing any more cards.

You also take the cards belonging to the trick and lay them aside, turned 
face down.

Example: The 27 and 32 are the range cards. You still have the 28, 30, and 31 
in your hand and decide to play the 31 for this trick. If it’s your turn again and 
everyone else has passed, you take the trick and the associated point markers. 
You cannot play the 28 and 30 for this trick. 

The first player to get rid of all of the cards in their hand takes 
the Joomo marker, which is also worth one point. This heralds 
the end of the round. All of the others players can still play cards 

for the trick. Then it’s time to calculate the scores (see p. 6 – End of the 
round).

If no one has claimed the Joomo marker for this round yet, then you play 
the first range card for the next trick.

Play then continues in a clockwise direction. The player whose turn it is 
plays exactly one card for the trick.

Place the second card that is played next to the first one, leaving enough 
of a gap in between to place all of the other cards played for this trick 
there in a pile.

The first two cards played in a trick serve as the range cards.

The values of all of the other cards in the trick must lie between the 
values on the two range cards. The only exception to this rule are  
double digits (see p. 5 – Special cards).
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Double digits (00, 11, 22, 33, 44, 55, 66)

All cards showing a number with two identical digits can be 
played at any time, even if their value does not lie between the 
two range cards.

Special cards:

There are three types of special card:

Fives (5, 15, 25, 35, 45, 55, 65)

If a card ending with a 5 is played as the first or second card in 
a trick, it has no special function. However, if it is played later in 
the gap between the range cards, it can alternatively be placed 
ON TOP of one of the two range cards. This reduces the gap 
of course, as the value on the card must also fit into the gap 
between the range cards (with the exception of the 55, see the 
explanation below). Cards already placed in the gap remain in 
the trick even if they couldn’t now normally be played.

Tens (00, 10, 20, 30, 40, 50, 60)

Each multiple of ten played in a trick increases the trick’s worth 
by one point. Immediately place another point marker from the 
supply pile beside the trick so that its point value is clear.

Beware: If you still have a multiple of ten in your hand at the 
end of a round, you receive one minus point for each of these 
cards. You can keep all of the other cards without incurring any 
minus points—they have no negative effect on your score.

Two special cards have a dual function:

• The  is both a ten and a double digit. So it earns you one point 
and can be played at any time, even if its value doesn’t fit in the 
number range. This card of course also counts as a minus point at  
the end of the round if you still have it in your hand then!
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End of the round:
A round ends as soon as a player has no more cards left in their hand.
The trick should still be played to the end though and points awarded for 
it as usual. Then it’s time to calculate the scores.

End of the round

Each player should add together the point markers they received in the 
round. Don’t forget the Joomo marker, which is also worth one point.

They should then subtract the number of tens they have left in their 
hand from this.

The total is then their score for this round. This can also be a negative 
number.

Add this score to the points from previous rounds and make a note of 
this total on the score sheet. A new round be-
gins if no one has at least 20 points yet.

Whoever received the Joomo marker shuffles 
and deals the cards for the next round. The play-
er to the left of the dealer starts the new trick 

• The  is both a five and a double digit. So it can be played at any 
time and/or even placed ON TOP of one of the range cards. Making it 
the only way to increase a gap using a double digit!

Example: The 31 and 46 are the range cards in this round. The 55 can 
be placed between these, ON TOP of the 31 (to shift the number range to 
between 46 and 55), or ON TOP of the 46 (to increase the number range 
from 31 to 55).
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Daniel

4 2 1 5

7 6 3 8

Heide Ingo Martin
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and lays the first range card. Place the point markers and Joomo marker 
ready at the center of the table again so that everyone can reach them.

The game ends as soon as one of the players has 20 or more points.

The person with the highest score wins.

In case of a tie, continue playing until there’s a clear winner or agree to 
share the victory.
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Spare parts service
Despite high quality standards in the production of our games, in rare 
cases there may be faulty or missing material. If your copy is affected, 
please send an email to info@10traders.de. With a detailed description of 
the missing or faulty material and your full contact details, we will process 
your complaint immediately.

10 Traders GmbH 
Waldstraße 10 
76344 Eggenstein-Leopoldshafen 
Germany

Game design: Lukas Zach & Michael Palm
Graphic design: Fiore GmbH
Translation: Birgit Irgang

©️ 10 Traders GmbH 2022
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