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INTRODUCTION
The game known as Tarock, Tarot, or Tarocchi
has been popular in Europe for over five hundred years, and during that time many different varieties of this game have evolved. They
are all played with a special type of deck that
includes a dedicated series of trump cards in
addition to the usual four suits (Hearts,
Diamonds, Clubs, and Spades). Early forms of
the game used a deck of seventy-eight cards
(four suits of fourteen cards plus twenty-two
special cards), and this large deck is still in use
in some countries—it has also been adapted
for use in fortune telling. Meanwhile, in
Central Europe the game of Tarock was
streamlined in the early nineteenth century by
reducing the deck to fifty-four cards: twentytwo trumps and four suits of eight cards.
The games with this shorter deck were found
to be faster and more suited to modern cardplaying tastes. Bidding and bonuses were
added, transforming Tarock into one of the
more entertaining, varied, and skillful card
games. The fifty-four-card Tarock deck has
become standard throughout the countries of
the former Austro-Hungarian Empire, and
games using it are played in Austria, the Czech
Republic, Slovakia, Hungary, Romania, and
Slovenia.
The introduction to Tarock in this booklet is
based on the version now played in Slovenia.
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For the benefit of new players, we have made
some simplifications, which should not affect
your enjoyment of the game. You are recommended first to try the basic game for three or
four players, which will introduce you to the
fundamental rules of play and scoring. This
basic game is satisfying in itself, but players
looking for greater variety and extra opportunities for skill may progressively introduce the
advanced rules. The full game, with all the
advanced rules, is essentially equivalent to
modern Slovenian Tarock, but for those who
are looking for complete authenticity, some
further minor differences are described in the
section “The Slovenian Game,” near the end of
the booklet.

THE C ARDS
The Tarock deck contains fifty-four cards.
They are slightly larger than Bridge or Poker
cards and do not have the familiar corner
indices indicating suit and rank. Despite this,
the cards are surprisingly practical and easy to
use once you are familiar with the designs.
Before playing for the first time you are recommended to lay out all the cards and make sure
you can identify them.
Thirty-two cards belong to the familiar suits
Hearts, Diamonds, Clubs, and Spades. Each
suit has four picture or court cards and four
numeral or pip cards.
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The highest card of each suit is the King. All four
Kings have crowns and moustaches (the King of
Spades wears his crown on top of a turban).
The second card in each suit is the Queen. The
Queens are the only female picture cards in the
suits and the only ones that do not wear hats.
The third card in each suit is the Cavalier (or
Knight), who rides a horse.
The fourth and lowest picture card is the Jack
(or Valet), who has a moustache, but no horse
or crown. Instead he wears a hat, sometimes
with feathers.
Below the picture cards come the pip cards: 10,
9, 8, and 7 in the black suits, and 1, 2, 3, and 4
in the red suits. They are easily identified by
the number of suit pips on each card.
The remaining twenty-two cards are trumps,
also known as Tarocks. Twenty-one of them
are identified by large Roman numerals, indicating their ranking order. The lowest trump is
the I, which is known as the Pagat; then in
ascending order come the II, III, IIII, V, VI,
VII, VIII, IX, X, XI, XII, XIII, XIV, XV, XVI,
XVII, XVIII, XIX, XX, and XXI. Although the
XXI is the highest numbered trump card it is
only the second highest trump. The highest
trump of all is the card that looks rather like a
Joker, the only card in the deck with no suitmark and no number. In this game it functions
exactly as though it were the trump XXII. It is
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known as the Skis (pronounced “skeez”, like
the plural of “ski”).
Players who are unused to Tarock cards sometimes wonder how they will be able to see what
cards they have in their hand, without the help
of corner indices. In practice, after playing the
game a few times, you will find that this is not a
problem. When you are first dealt your cards,
you sort them into suits and trumps, arranging
the trumps and the cards in each suit in ranking
order. Having done this you have a fair idea
what cards you hold and it is not actually necessary to be able to see all of them all the time. You
will probably want to keep your cards spread
just enough to see which are suit cards and which
are trumps; when you want to inspect some of
your cards more closely, you can temporarily fan
that part of your hand more widely.
In this booklet we will use the abbreviations K
for King, Q for Queen, C for Cavalier, J for
Jack, and S for Skis; Arabic numbers 9, 3, 7, etc.
denote pip cards of a suit; Roman numbers
XX, XIV, IX, III, etc. denote trumps.

OUTLINE OF THE GAME
Tarock is a game of tricks and trumps with
bidding—somewhat like Bridge, Pinochle, or
Spades. In each hand, the players are divided
into two teams, but the partnerships vary from
hand to hand. In the three-player game the
high bidder (the declarer) plays alone and the
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other two players form a team. In the fourplayer game the declarer usually has a partner,
and these two play against the other two players. The cards are played out in tricks, the
object being to win tricks containing valuable
cards, namely the picture cards in the suits
(especially the Kings), the highest two trumps
(Skis and XXI) and the lowest trump (the I or
Pagat). There is also the opportunity to win
various bonuses for your team by particular
feats, such as winning the last trick with the
Pagat.

VALUES OF CARDS
At the end of the play, the tricks taken by your
side are combined into one pile, and you
always score one card point for every three
cards that you have. In addition to this, certain
individual cards are worth extra points:
Skis (“trump XXII”) . . . . . .4 card points
Trump XXI . . . . . . . . . . . . . .4 card points
Pagat (trump I) . . . . . . . . . .4 card points
Each King . . . . . . . . . . . . . . .4 card points
Each Queen . . . . . . . . . . . . .3 card points
Each Cavalier . . . . . . . . . . . .2 card points
Each Jack . . . . . . . . . . . . . . .1 card point
That’s a total of fifty-two card points for individual cards. The deck has fifty-four cards,
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which is 18 x 3, so if you count the whole deck,
its total value is 52 + 18 = 70 card points.
Examples: ♥♣♠♦
♠K + ♥2 + XIII = 5 card points (1 card point
for the three cards plus 4 for the King)
XX + XIX + XV = 1 card point (three worthless trumps, so just 1 card point for having
three cards)
S + XXI + ♦C = 11 card points (4 + 4 + 2 for
the individual cards plus one card point for the
three cards)
In each hand, the players are divided into two
temporary teams, and at the end of the play,
the whole deck will be divided into a pile of
cards belonging to each team. The declarer’s
team wins if they have more than half the card
points, so they need at least 36 card points to
win. If the two sides have 35 card points each,
the declarer’s side loses.
In some hands, depending on the bid and the
number of players, you will find that after
counting as many points as you can for sets of
three cards, each team has one or two cards left
over. In such a case, two cards left over are
worth one card point (in addition to the value,
if any, of the individual cards) and a single card
left over is worth just the individual value of
the card.
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Examples:
♣Q + VII left over = 4 card points (3 for the
Queen, 1 for the two cards)
♠9 left over = 0 card points (worthless card,
and nothing for just one card)

BASIC GAME F OR
THREE PL AYER S
THE DEAL
The first dealer can be chosen by any convenient method. The traditional way is to take two
suit cards and one trump from the deck and
mix them face down. Each player draws one of
the cards and the player drawing the trump
deals first. After each hand the turn to deal
passes to the left.
The dealer shuffles the cards and offers them to
the player to his or her right to cut. The dealer
then places the top six cards face down in the
center of the table, without disturbing their
order. These cards are known as the talon. The
dealer continues by dealing out the cards in
batches of eight, so that after two rounds each
player will have sixteen cards. The players pick
up their cards and sort them into suits and
trumps.

THE AUCTION
Each hand begins with some bidding. The highest bidder, known as the declarer, plays alone
against the other two players in partnership.
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The declarer’s objective is to win more than
half of the card points. The declarer has the
opportunity to improve his or her hand by taking some cards from the talon and discarding
an equal number of unwanted cards. There are
three possible bids—Three, Two, and One—
indicating the number of cards the bidder
wants from the talon. It is easier to win in the
play if you have exchanged more cards, so
Three is the easiest and therefore the lowest
bid, Two is next, and One is the highest bid. A
player who does not want to bid at all can pass.
The players speak in clockwise order, starting
with the player to dealer’s left. Each in turn
states their bid or says “pass.” If all three players pass, the hand is not played. The cards are
gathered by the next dealer and shuffled and a
new hand is dealt.
If a player bids, each subsequent bid must be
higher than the last. A player who has passed
may not bid again during the auction. The bidding continues until two players have passed;
the last and highest bidder is then the declarer.
How strong a hand do you need in order to bid?
Kings and trumps are important, and high
trumps (say XVII and above) are a lot more useful than small ones. As a general guide, eight or
nine trumps, including two or three high ones,
with two Kings should be enough to attempt a
Three. It is especially desirable to hold the Skis or
XXI, since these cards are worth points in them-
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selves as well as being useful for winning tricks.
For a bid of Two or One, significantly greater
strength is needed, and ideally you would be
void in at least one suit.
In the three-player game it is unusual for more
than one player to wish to bid. If you have a
good hand but another player bids before you, it
is often more advantageous to pass and play in a
team against the bidder than to risk bidding to
playing alone against an opponent who is
known to have a strong hand. The motive for
bidding Two or One when your cards are good
enough is that you can score more if you are successful.

THE TALON
The declarer turns all six cards of the talon face
up for all to see, without disturbing their order.
If the bid was Three, the declarer selects either
the top three or the bottom three cards. If the
bid was Two the talon is divided into three sets
of two cards—the top two, the middle two, and
the bottom two—and the declarer selects one
of these three sets. If the bid was One, the
declarer selects any one card from the talon.
The declarer adds the selected cards to his or
her hand, and discards an equal number of
cards face down. The discarded cards can
include cards that were taken from the talon,
but there are some restrictions on the cards
that can be discarded:
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• It is illegal to discard a King.
• It is illegal to discard any trump, unless you
have no option. If you have more than sixteen cards that are trumps or Kings, then
you may discard worthless trumps (from II
to XX inclusive), provided that after discarding your remaining hand consists
entirely of trumps and Kings. Unlike other
discards, any trumps that you discard must
be placed face up for all to see. The scoring
trumps—the Skis, XXI, and Pagat—can
never be discarded.
The cards that the declarer discards are stored
face down in front of the declarer and count as
part of the declarer’s tricks at the end of the
play. The remaining three, four, or five cards
that the declarer did not select are turned face
down at the end of the first trick and are stored
with the declarer’s opponents’ tricks—they
count as part of the declarer’s opponents’ tricks
at the end of the play.
The exposure of the talon and the restrictions on
the discard ensure that the players always know
what Kings and trumps are in play.
Since the discarded cards count for the declarer, it
may sometimes be worth discarding high-scoring
Queens and Cavaliers to save them from being
captured; however it is often more important to
rid oneself entirely of a suit so as to trump the
opponents’ valuable cards in that suit.
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THE PLAY
No matter who is the declarer, the player to the
dealer’s left always begins the play. The cards
are played in tricks as follows: one player leads
to the trick by placing a card from their hand
face up in the center of the table; then each of
the other players in turn, in clockwise order
around the table, also places one of their cards
face up in the center. When everyone has
played one card, the trick is complete. If anyone played a trump, then the person who
played the highest trump wins the trick. If
there are no trumps in the trick, it is won by
the highest card that is the same suit as the
card that was led (played first) to the trick.
Remember that the trumps rank in order of
their numbers, with the Skis highest, so from
high to low they are S–XXI–XX–XIX– etc.
down to -V–IIII–III–II–I. The Pagat (I) is beaten
by every other trump, even though it is a valuable card, worth 4 points. The cards in each
suit rank from high to low: K–Q–C–J–
10–9–8–7 or K–Q–C–J–1–2–3–4. Note that the
numeral cards in the red suits rank in the opposite order to what might be expected, the Four
being the lowest card. This may seem confusing
at first, but is in practice not hard to remember.
In practice, in the basic game these low cards
rarely win tricks, so the order of them is seldom
critical.
The winner of the trick gathers up the cards
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that were played to it—three cards in the case
of the three-player game—and places them
face-down in the pile of cards won by his or
her team. The declarer’s tricks are naturally
kept in front of the declarer, and the other two
players’ tricks in a single pile between them.
The winner of the trick then begins the next
trick by leading a card from his or her hand.
The player who leads to a trick is free to play
any card, but as in most trick-taking games
there are constraints on what cards the other
players can play:
• Players must follow suit. That is, if the first
card played to a trick is a trump, the other
players must also play a trump if they have
one. If the first card played to a trick is a suit
card, the others must play a card of the
same suit as the card that was led, if they
can.
• If a suit card is led to a trick, any player who
does not have a card of the same suit must
play a trump. Only if you have no cards of
the suit that was led and no trumps in your
hand are you allowed to play a card of a different suit.
Note that there is no requirement to beat the
cards previously played to the trick. If a trump
is led you must play a trump, but it can be
higher or lower than those previously played,
at your discretion; the same applies if a suit
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card is led. If a suit card is led trumped by the
second player, and you as the third player do
not have any cards of that suit either, you must
play a trump if possible, but it need not be
higher than the second player’s trump.
If you are the declarer in a three-player game, it
may sometimes be advantageous to lead trumps,
since each one of your trumps will draw two
from your opponents. However, this approach
works well only if your trumps are quite strong.
If the opponents win the trump trick and lead
back a suit that you do not have, it will cost you
a second trump to regain the lead. Should you
run out of trumps before the opponents, you
may lose a lot of points in the final tricks, as the
opponents save their picture cards in the suits.
Often, a better strategy for a declarer with a moderate hand is to lead from a long suit, ideally of
four cards or more. When the opponents’ cards
in this suit are exhausted, they will both be
forced to trump, and your own trumps will last
longer than if you had led them.
Don’t forget that the aim is not just to win tricks,
but to win scoring cards. If you are an opponent
of the declarer, be sure to take the opportunity to
save your valuable cards by placing them on
tricks that your partner is winning. For example
if the declarer begins with a medium trump,
such as the XIV, and you as the second player
hold the Pagat with a few other trumps, don’t
hesitate to play it if you think that your partner
can win the trick.
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The opponents should try to determine which of
them has the stronger hand. The stronger opponent’s trumps should be conserved to win tricks
later in the hand, on which the weaker opponent, having run out of trumps, can save scoring
picture cards. To this end, an opponent with long
trumps, say seven or more, should normally lead
from a long, strong suit, with the aim of weakening the declarer’s trumps. The weaker opponent should continue the suits opened by the
stronger partner. In general, it is desirable for the
opponent to the right of the declarer to take the
lead when possible, so that the declarer has to
play second to the following trick.

SCORING
The score is kept on a sheet of paper with a column for each player. After each hand—when
all sixteen tricks have been played—the game
points won or lost are added to or subtracted
from the running total in the relevant player’s
column. (A hand equals sixteen tricks.) In
most cases, only the declarer will win or lose
points, depending on the card points in the
declarer’s tricks and any bonuses that were
won or lost.
It is important to distinguish between card points,
which are the card values used to decide which
side has won the play, and game points, which are
points entered on the score sheet and accumulated
from deal to deal, to show the overall result of the
session.
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BASIC SCORE
When all sixteen tricks have been played, each
team counts the value of the cards in their trick
piles, as described under “Values of Cards”
above. The declarer’s trick pile includes the
cards that the declarer discarded before the
play, and the opponents’ trick pile includes the
talon cards that the declarer did not take. If
they are counted correctly, the values of the
two piles should add up to 70 card points. If
the declarer’s pile is worth 36 or more card
points the declarer wins; if it is worth 35 or
less, the declarer loses. The amount of game
points won or lost depends on the difference
from 35 and the bid as follows:
• 10 game points plus the difference from 35
if the bid was Three
• 20 game points plus the difference from 35
if the bid was Two
• 30 game points plus the difference from 35
if the bid was One
For example, if you bid Two and take 41 card
points you add 26 game points to your running
score (20 plus the difference between 35 and 41).
If in the same bid you took only 24 card points
you would lose 31 game points. If you and your
opponents took 35 card points each you would
lose 20 game points, because you need more card
points than them to win.
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BONUSES
In addition to the game points you win by taking the majority of valuable cards in tricks, there
are various opportunities for bonuses, by which
you can score extra game points for your side.
Trull (all three scoring trumps). If one side
has all three scoring trumps—the Skis, the
XXI, and the Pagat—in their trick pile at the
end of the play, they score a bonus of 10 game
points.
Four Kings. If one side has all four Kings in
their trick pile, they score a bonus of 10 game
points.
Pagat Ultimo. This is a bonus for winning the
last trick with the lowest trump. If the Pagat
wins the last trick, the side of the player of the
Pagat scores a bonus of 25 game points.
However, if a player keeps the Pagat until the
last trick but the Pagat fails to win the trick,
then the Pagat Ultimo fails and the bonus of 25
game points goes to the other side.
If the declarer achieves any of the above bonuses,
the appropriate number of game points is
added to the declarer’s score. If the declarer’s
opponents achieve a bonus then the appropriate amount is subtracted from the declarer’s
score.
Valat. If the declarer wins all the tricks, 250
game points are added to the declarer’s score. In
the unlikely event that the declarer’s opponents
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win every trick, 250 game points are subtracted
from the declarer’s score. In either case, there is
no score for the basic game and none of the
other bonuses count.
Catching the XXI. There is a special penalty if
the second highest trump, the XXI, is beaten by
the Skis. In this case the person who played the
XXI incurs a penalty of 21 game points, subtracted from that player’s score. The penalty
applies only to the person who played the XXI,
and is scored even if the declarer’s two opponents play the Skis and XXI to the same trick.
The Pagat Ultimo bonus is one of the most interesting parts of the game, but it is quite hard to
make. You will need to draw all the other players’ trumps before the last trick, either by leading trumps or by repeatedly leading a long suit
on which they must play trumps. It is of course
necessary to keep an accurate count of trumps. If
you see that the Pagat Ultimo is impossible after
all, be sure to play the Pagat before the end,
because if you keep it for the last trick and someone else also has a trump, you give the Pagat
Ultimo bonus to the other side. This is true even
if you are an opponent of the declarer and your
Pagat is beaten in the last trick by your partner—in that case the declarer gets the 25 points
for your failed Ultimo.

19

ENDING THE SESSION
A session of Tarock can continue for as long as
the players desire. The traditional method for
ending a session of Tarock works as follows. A
player who would like the session to end soon
announces the “Skis round.” After the next
hand has been dealt and played, the players
note who received the Skis in the deal. Play
then continues until the next time it is this
player’s turn to deal; the hand dealt by the
player who received the Skis is the final hand of
the session. If in the deal following the
announcement of “Skis round,” it turns out
that the Skis was in the talon, further hands are
played until the Skis is dealt to a player, and the
first player to be dealt the Skis will be the final
dealer.
The final total scores on the score sheet show
the result. Some people like to play Tarock for
small stakes, in which case each player pays or
receives according to the number of game
points his or her final score is below or above
the average.
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BASIC GAME FOR
FOUR OR FIVE PL AYERS
Many players prefer the four-player version of
Tarock; they find that its greater variety makes
it a more sociable game. The game also works
very well for five people: only four take part in
each hand, while the fifth player rests.
Most of the principles are the same as in the
three-player game. Please refer back to the
rules of the “Basic Game for Three Players” for
more detailed explanations of these points.

THE DEAL
The first dealer is chosen at random as follows.
If there are four players, take one trump and
three suit cards, shuffle them face down and
deal one to each player. The player who
receives the trump deals first. If there are five
players do the same with one trump and four
suit cards. After each hand, the turn to deal
passes to the left.
The dealer shuffles all fifty-four cards and the
player sitting opposite the dealer cuts them.
(Either of the two players opposite the dealer
can cut the cards in the five-player game). The
dealer places the top six cards (the talon) face
down in the center of the table and deals out
the remaining cards in packets of six. If there
are five players, the dealer takes no cards, but
deals only to the other four players and takes
no further part until the next hand; if there are
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four players, the dealer deals to all four players.
After the deal each of the four active players
has a hand of twelve cards, which they pick up
and sort by suit and rank.

BIDDING
The players bid to decide who will be the
declarer. The bids indicate how many cards the
declarer will take from the talon, and whether
the declarer will play alone (a “Solo” bid) or
with a partner. The more cards you take from
the talon, the easier it is to win, and it is much
easier to win with the help of a partner than it
is when you play Solo against three opponents.
The six possible bids, in order from lowest to
highest, are Three, Two, One, Solo Three, Solo
Two, and Solo One.
The players speak in turn in clockwise order,
beginning with the player to the dealer’s left.
The first player is not allowed to pass, but may
begin with any of the six possible bids.
Subsequent players may either bid higher than
the last bid, or pass if they do not wish to be
declarer for this hand. A player who has passed
is not allowed to bid at a later turn. The auction continues as many times around the table
as necessary, until three players have passed.
The final bidder becomes the declarer.
In the four-player game, a bid of Three or Two
does not require a particularly strong hand. The
game is two players against two and the declarer
has the advantage of taking cards from the talon,
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and of calling a partner. A slightly above average
hand—say six trumps including one high one
and a King—is usually sufficient for a bid of
Two, and with a couple more trumps or an additional high trump you can attempt a One, but as
usual you should be more cautious if another
player also appears to have a good hand.
For a Solo you need a considerably better hand.
Eight trumps including three high ones (XVII or
above) and a King would be the minimum for
Solo Three.

CALLING A KING
If the final bid was Three, Two, or One (i.e. not
a Solo), the declarer is now entitled to select a
partner. This is done by calling a King—for
example the declarer might say “I call the King
of Hearts.” The player who holds the named
King becomes the declarer’s partner for that
hand, and the other two players are partners
against them. The holder of the King is not
allowed to say or do anything to indicate that
he or she is the declarer’s partner. The partnerships remain unknown for the time being.
Sometimes the called King is not held by any of
the other three players. It may be in the talon
or the declarer may have accidentally or intentionally called a King that is in his or her own
hand. In such cases the declarer plays alone
against a partnership of three opponents, just
as though the bid were a Solo.
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The declarer of a Three, Two, or One bid must
call a King before looking at the talon. If the
declarer forgets and exposes the talon before
naming a King, the mistake cannot be corrected; in this case the declarer plays alone against
a partnership of three opponents.
It is generally considered best to call the King of
a suit in which you have just one card. If you
have more than one card of the called suit, there
is a greater chance that the King will be
trumped. It is wasteful to call a King in a suit
you do not have at all—you will probably be
able to capture the scoring cards in that suit by
trumping them, so it is better to call a King that
will cover a losing card in some other suit. A suit
in which you have the Queen alone is often a
good choice. The Queen can then win a trick in
the event that your partner decides to try for a
King Ultimo bonus (see Bonuses, below).
If you have all four Kings, you cannot call a
partner. You can play alone, bidding a Solo or
sowing confusion by calling one of your own
Kings, or you can pass and hope that some other
player will call you as a partner.

THE TALON
The six cards of the talon are now exposed in
two groups of three cards (top three and bottom three) if the final bid was Three or Solo
Three, in three groups of two cards (top, middle, and bottom) if the bid was Two or Solo
Two, and as six single cards if the bid was One
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or Solo One. The declarer selects one of the
groups of three, two, or one cards and adds it
to his or her hand.
The declarer must then discard the same number of cards that were taken from the talon.
Kings and scoring trumps (Skis, XXI, and
Pagat) cannot be discarded in any circumstances. Non-scoring trumps from II to XX can
be discarded only if the declarer is thereby left
with a hand of nothing but Kings and trumps.
Discarded cards are placed face down in front
of the declarer, except for trumps, which must
be placed face up, so that everyone knows how
many trumps are in play. The three, four, or
five talon cards that were not taken are placed
face up to one side, and are turned face down
at the end of the first trick. They will be added
to the declarer’s opponents’ tricks at the end of
the play.
If the King called by the declarer is found in the
talon when it is exposed, the declarer has the
option of giving up immediately. In this case
there is no play, and the declarer loses just the
minimum game points for the bid (10 game
points for Three, 20 for Two, 30 for One).
If the declarer chooses to play on, he or she can
take any of the card groups from the talon in
the usual way; the declarer may choose to take
the part of the talon containing the called
King, or to take another part of the talon, leaving the King for the opponents.
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If the declarer takes the part of the talon that
includes the called King, then the remainder of
the talon will belong to whichever side wins
the trick to which the declarer plays the called
King. At the end of the trick to which the called
King is played, the three, four, or five talon
cards that the declarer did not take are added
to the trick and gathered by the winner of the
trick.

THE PLAY
Anyone unfamiliar with the principle of taking
tricks should refer to the section “The Play” in
the rules of the Basic Three-Player game for a
detailed explanation of the general idea.
No matter who is the declarer, the player to
dealer’s left always begins the play by leading a
card to the first trick. When there are four
active players, each trick consists of four cards,
one played in turn by each player. All players
must follow suit when they can, playing a card
of the suit that was led, and playing a trump if
a trump was led. Players who are unable to follow suit must play a trump if they can (even if
the trick has already been trumped by a partner, and even when this involves playing a
trump that cannot win the trick). Only a player
who has no cards of the suit led and no trumps
may play a card from another suit.
A trick is won by the highest trump in it, or, if
it contains no trumps, by the highest card of
the suit led. The winner of the trick gathers the
26

four cards, places them face down in front of
him- or herself, and leads any card to the next
trick.
In the four-player game, when a King has been
called, each of the players must keep a separate
pile of tricks, because at first it is not known
which players are partners. Players must be
especially careful not to reveal by word or gesture which side they are on. They may, however,
indicate their allegiance by the cards they choose
to play.
For example, a player who voluntarily places a
valuable card such as a King or Queen or the
Pagat on a trick that the declarer is winning is
likely to be the declarer’s partner. If the declarer
plays a high trump, then a player who voluntarily beats this with a higher trump is likely to be
an opponent of the declarer. There is, however,
nothing to prevent players from playing deceptively if they consider it is in the interests of their
side. The partnerships generally become known
for certain only when the called King is played to
a trick. Sometimes it may be known earlier that
a player is against the declarer, because that
player has trumped the called suit and therefore
cannot hold the King.
In a partnership game it is often a good idea to
lead long suits, especially when you are strong in
trumps. If you know or guess who your partner
is, you should usually help by leading the same
suit that your partner led before, and avoid
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leading suits that were first led by your opponent.
A player who leads trumps may be trying for a
Pagat Ultimo, and his or her partner should help
by also leading trumps when possible.
In a two against two game, two thirds of the
time the partners will be sitting next to each
other, a situation that may be unfamiliar to
players used to card games with fixed partnerships, such as Bridge. In this configuration it is a
big advantage for the left-hand partner to take
the lead. The left-hand partner can then lead
through both opponents, with the right-hand
partner playing last to the trick.
The declarer of a Solo will often lead trumps,
beginning with medium ones (XIII, XIV, XV) to
try to drive out the opponents’ high trumps.
Small trumps are most efficiently used to trump
the opponents’ suit leads, though a top trump
may be used if the trick is valuable and there is
a danger that an opponent may overtrump.
Normally the declarer’s highest trumps should
be used for the last trump tricks, when some of
the opponents have no trumps left and would be
in a position to discard scoring cards.
For the opponents of a Solo, it is important to
establish who is the strongest. The best tactic will
usually be to preserve the strong opponent’s
trumps as long as possible, so that the other two
opponents can save their scoring cards on them
near the end of the hand. The strong opponent
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(who will usually hold at least five trumps, possibly more) will lead long suits, and the other
partners should help by leading these same suits.
Leading a King is also a signal that you are
strong—if you were weak you would be keeping
the King to save on a partner’s trick later. It does
not matter if the weak opponents are forced to
trump early—they can use their best trumps to
try to drive out the declarer’s top trumps, and it
is an advantage if they run out of trumps well
before the strong opponent and are in a position
to discard scoring suit cards.

SCORING
The score is kept on a sheet of paper with a column for each player. After each hand, the game
points won or lost are added to or subtracted
from the running total in the relevant players’
columns. In most cases, only the declarer and
the declarer’s partner (if any) will win or lose
points, depending on the card points in the
declarer’s side’s tricks and any bonuses that
were won or lost.

BASIC SCORE
When all twelve tricks have been played, the
declarer’s tricks are combined with those of the
declarer’s partner (if any) and with the cards
that the declarer discarded in exchange for
those taken from the talon. The declarer’s
opponents’ tricks are combined with the part
of the talon that the declarer did not take. Each
team then counts the value of the cards in their
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trick piles, as described under “Values of
Cards” above. The declarer’s side wins if it has
36 or more card points; if the declarer’s side
has 35 card points or less, they lose. The
amount of game points won or lost depends
on the card point difference from 35 and the
bid as follows:
• 10 game points plus the difference from 35
if the bid was Three
• 20 game points plus the difference from 35
if the bid was Two
• 30 game points plus the difference from 35
if the bid was One
• 40 game points plus the difference from 35
if the bid was Solo Three
• 50 game points plus the difference from 35
if the bid was Solo Two
• 60 game points plus the difference from 35
if the bid was Solo One
The appropriate amount is added to or subtracted from the declarer’s running score, and
the same amount is added to or subtracted
from the declarer partner’s score, if the declarer
has a partner.
For example, if you bid One and you and your
partner take 44 card points you each add 39
game points to your running scores (30 plus the
difference between 35 and 44). If you bid Solo
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Three but take only 33 card points you alone
would lose 42 game points.

BONUSES
As in the three-player game there are various
bonuses for feats achieved during the play.
Trull (all three scoring trumps). If one side
has all three scoring trumps—the Skis, the
XXI, and the Pagat—in their trick pile at the
end of the play, they score a bonus of 10 game
points.
Four Kings. If one side has all four Kings in
their trick pile, they score a bonus of 10 game
points.
Pagat Ultimo. This is a bonus for winning the
last trick with the lowest trump. If the Pagat is
played to the last trick and wins, the side of the
player of the Pagat scores a bonus of 25 game
points. However, if a player keeps the Pagat
until the last trick but the Pagat fails to win the
trick, then the Pagat Ultimo fails and the bonus
of 25 game points goes to the other side.
King Ultimo. This is a bonus, worth 10 game
points, for winning the called King in the last
trick.
If the declarer’s side achieves any of the above
bonuses, the appropriate number of game
points is added to the declarer’s score and also
to the declarer’s partner’s score, if the declarer
has a partner. If the declarer’s opponents
achieve a bonus then the appropriate amount
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is subtracted from the declarer’s score and also
from the score of declarer’s partner if any.
Valat. If the declarer’s side wins all the tricks,
the declarer and the declarer’s partner if any
win 250 game points; in this case there is no
score for the basic game and none of the other
bonuses count. If the declarer’s side loses every
trick, the declarer and his partner, if any, each
lose 250 game points.
Catching the XXI. There is a special penalty if
the second highest trump, the XXI, is beaten by
the Skis. In this case the person who played the
XXI incurs a penalty of 21 game points, subtracted from that player’s score. There is no
penalty for the partners of the player who lost
the XXI. This penalty applies even if the person
who played the Skis was on the same side as the
person who played the XXI.
Note the difference between Pagat Ultimo and
King Ultimo. For Pagat Ultimo to succeed, the
Pagat itself has to win the last trick. If the Pagat
is beaten in the last trick, even by the player’s
partner, the Pagat Ultimo is lost and the bonus
goes to the other side. For King Ultimo to succeed, it is sufficient for the declarer’s side to win
the last trick with the called King in it—the King
itself does not have to win the trick. This rule
occasionally makes it possible to score Pagat
Ultimo and King Ultimo at the same time— the
declarer’s partner needs to play the Pagat to the
last trick while the partner plays the called King.
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This only succeeds if both opponents have run
out of trumps before the last trick; otherwise the
last trick and both bonuses are lost.
With the exception of the penalty for losing the
XXI, which applies only to the individual, all
other scores affect partners equally. The partner
of the declarer scores equally with the declarer,
and the declarer’s opponents’ benefit equally
from any game points that are deducted from
the declarer’s side. Therefore, if your partner is
trying to make a bonus it is in your interest to
help, for example by leading trumps to help your
partner’s Pagat Ultimo. By the same token, if
you unwisely try for a bonus and fail, your partner suffers the same loss as you.
For convenience, some players like to round all
scores to the nearest 5 points.

ENDING THE SESSION
As in the three-player game, the session is traditionally ended by the announcement of a
“Skis round.” After the next deal has been
played, note which player was dealt the Skis; if
the Skis was in the talon, continue playing until
the Skis is dealt to a player. The session then
continues until the next turn to deal of the
player who had the Skis; this player’s deal is the
last of the session.
It is not usual to play to a target score, but players may agree in advance that the Skis round
should be announced at a particular time, or
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when someone reaches a particular score—say
500 or 1000.
The final total scores on the score sheet show
the result. Some people like to play Tarock for
small stakes, in which case each player pays or
receives money according to the number of
game points his or her final score is below or
above the average. Of course in this case the
amount of money per point must be agreed
upon in advance.

THE ADVANC ED GAME
The basic game of Tarock described above represents a simplified form of the Slovenian game.
We will now introduce some additional rules,
which make the game of Tarock more varied,
interesting, and challenging. In Slovenia, Tarock
is normally played using all the advanced rules
described below. New players may find it easiest
to introduce the advanced rules one at a time, in
the order listed below, playing for long enough
to become familiar with each rule before introducing the next.

ANNOUNCING BONUSES
If you are confident that your side will achieve a
bonus, you may announce it in advance, before
the beginning of the play. The announced
bonus then scores double if you succeed, but if
you fail to make the bonus you announced the
double score goes to the other side.
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Announcements are made after the declarer
has taken cards from the talon and discarded
and before the lead to the first trick. Beginning
with the declarer and continuing clockwise
around the table, each player either announces
any bonus they wish to try for, or passes to
indicate that they have nothing to say. After
everyone has had an opportunity to announce
whatever he or she wishes to, the player to
dealer’s left may lead to the first trick.
The bonuses that can be announced and the
scores for them are:
• Trull . . . . . . . . . . . . . . . . . 20 game points
(all three trump honors in your side’s tricks)
• Four Kings . . . . . . . . . . . . . 20 game points
(all four Kings in your side’s tricks)
• Pagat Ultimo . . . . . . . . . 50 game points
(you must win the last trick with the Pagat)
• King Ultimo . . . . . . . . . . . 20 game points
(win the last trick containing the called King)
• Valat . . . . . . . . . . . . . . . . . . 500 game points
(win every trick)
It is still possible to score for bonuses that have
not been announced, at half the above rate, as
in the basic game.
Pagat Ultimo can only be announced by a
player who holds the Pagat (trump I). It succeeds if the Pagat wins the last trick, and fails if
the Pagat is forced out before the last trick or is
beaten in the last trick by a higher trump (even
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if it is beaten by a partner of the player who
announced it). If you announce Pagat Ultimo
you must keep the Pagat as long as possible—
you are not allowed to lead it before the last
trick, or to play it to a trick begun by another
player unless it is your only remaining trump.
King Ultimo can only be announced in the
four-player (or five-player) game, and only by
the player who holds the called King. It succeeds if the declarer’s side wins the called King
in the last trick; it fails if the called King is
forced out before the last trick, or if the last
trick is won by the declarer’s opponents. It is
not necessary for the called King itself to win
the trick for the announcement to succeed—it
is good enough if the declarer wins the trick.
An announcement of King Ultimo of course
reveals who the declarer’s partner is in advance
of the play. By announcing it, the partner
undertakes to keep the called King until the
end if possible—it must not be led to a trick
before the last, or played before the last trick
unless the called suit is led by another player
and the partner has no cards of this suit other
than the King.
If Valat is announced, the announcing team
scores 500 game points if they win all the
tricks and loses 500 points if not; there are no
points for the basic game or any other bonuses
in this case.
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It should be noted that if you have a partner, all
announcements are made on behalf of your
team. When your partner announces a bonus, it
is in your interest to help to win the bonus,
because you will score equally if you succeed,
and the score will go to your opponents if you
fail. For example, if your partner announces
Pagat Ultimo, you must lead trumps at every
opportunity to help ensure that all trumps other
than the Pagat are played before the last trick.

WHEN EVERYONE PASSES...KLOP
This rule is played to penalise players who
refuse to bid with good cards, hoping that
someone else will bid and lose. Klop is a special
game in which the object is to avoid taking
tricks containing valuable cards; it is best to
take no tricks at all, and it is especially important not to take more than 35 card points. In
the three-player game, Klop is automatically
played if everyone passes—when playing with
this rule no hands are thrown in. In the fouror five-player game, if the player to dealer’s left
begins with the minimum bid of Three and the
other players all pass, then instead of calling a
King, the player to dealer’s left can announce
that a game of Klop will be played. In this case
there is no exchange of cards with the talon
and no opportunity to announce bonuses; play
begins immediately.
The rules of play in a Klop are slightly different
from those of a normal game. As usual the
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player to dealer’s left leads to the first trick, and
it is compulsory to follow suit and to play a
trump if you have no card of the suit led. There
are three extra rules:
• When playing to a trick, you must play a
card that beats the highest card so far played
to the trick, if you are able to do so.
• You are not allowed to play the Pagat
(trump I) unless it is the only card you can
legally play.
• At the end of each of the first six tricks, one
card from the top of the talon is turned face
up and added to the trick, which therefore
consists of four cards in a three-player game
or five cards in a four-player game. The talon
card does not affect who wins the trick, but
its points will belong to the winner of the
trick when the cards are counted at the end.
The talon cards added to the first six tricks
are sometimes known as “vitamins.”
There are no partnerships in a Klop. Each of
the players keep their own tricks in front of
them, and at the end of the play they count the
total value of points they have taken. If everyone has won at least one trick but no one has
more than 35 card points, each player loses the
number of points he or she has taken: these
numbers are subtracted from each player’s
running total of game points on the score
sheet.
38

If there are any players who have no tricks at all
or have more than 35 card points in tricks,
these are the only players who score—the others neither win nor lose any game points.
• Any player who has succeeded in winning
no tricks at all adds 70 game points to his or
her score on the score sheet.
• If a player has taken 36 or more points, that
player subtracts 70 game points from his or
her score on the score sheet.
In a Klop, the only scores are the scores for card
points, or for taking no tricks or more than 36
card points as described above. There are no
bonus scores in this game, and no penalty for
losing the XXI. ♥♣♠♦
Example of play in Klop: the first player leads
the ♥Q, the second player plays the ♥4, and you
are the third player, holding the ♥K and ♥J: you
are obliged to beat the ♥Q by playing your ♥K,
not the ♥J. If the second player had trumped
with the XIV you would be free to play either of
your hearts, but in this case you would usually
prefer to play the ♥K to give away its points and
avoid the danger of winning a trick with it later.
When counting the points in a Klop, you will
occasionally find that the totals of the card
points taken by the four players add up to 69 or
71 instead of the usual 70. The exact total
depends on how many players have one or two
cards left over after grouping their cards into sets
of three.
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EQUAL BIDS AND INCREASING THE BID
In Slovenia, it is normal to use a more flexible
bidding process than the one described above.
The players speak in turn as already described,
and a player who does not wish to be declarer
can pass and is then not allowed to bid at a later
turn (except for the player to dealer’s left in a
four- or five-player game, who is not allowed to
pass at his or her first turn). In this advanced
form of bidding there are just two differences
from the basic bidding described above:
• A player whose first turn to bid was earlier
only has to equal a bid of a player whose
first turn was later, in order to stay in the
bidding. A player whose first turn to bid
was later must bid higher than the last bid
as usual.
• When all players but one have passed, the
final bidder is allowed to raise the bid to any
contract that he or she wishes to play, provided that it is at least as high as the final bid.
Here is an example. There are four players,
A, B, C, and D, and the bidding goes as follows:
A: “Three,” B: “Pass,” C: “Two,” D: “Pass.”
A: “Two,”
C: “Pass.”
A: “Solo Three.”
A intends to play a Solo, but starts with the minimum bid of Three in order to find out whether
anyone else has a good hand. B and D have no
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ambitions to be declarer, so pass at their turns. It
is sufficient for A to bid “Two” at her second
turn, equalling C’s bid, since A’s turn comes earlier in the bidding order. B and D do not speak
in the second round, having already passed. If C
wanted to bid again, it would be necessary to say
at least One to outbid A’s Two, but C does not
wish to compete further, knowing now that A
has some good cards, and did not merely open
Three because she was compelled to. Having
tested the strength of C’s hand, A raises the bid
to Solo Three. If C had bid One, claiming to
have a stronger hand, A might have held the
One and played there if C had then passed, not
risking a Solo, or A might have passed, aiming to
defeat C’s bid of One.

THE EMPEROR’S TRICK
If the three trump honors—Skis, XXI, and
Pagat—are all played to the same trick, then
the Pagat wins the trick. This is called the
“Emperor’s Trick.” If this happens in a Three,
Two, One, Solo Three, Solo Two, or Solo One,
the player who contributed the XXI suffers a 21
game point penalty as usual.
This entertaining rule can cause some surprises. The holder of the Skis has to be a little careful, as this card is no longer all-powerful.
In a Klop, the rule that you must beat the highest card played to the trick means that if you
hold the Pagat and it is your turn to play to a
trick that already contains the Skis and XXI,
you must play your Pagat, winning the trick.
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If the holders of the Skis and XXI keep both these
cards until the last trick, perhaps because the
Skis is lying in wait for the XXI, and the holder
of the XXI never finds an opportunity to play it
safely, and if a third player holds the Pagat and
also manages to keep it until the last trick, then
the Pagat will win the last trick and the Pagatholder’s team will score the Pagat Ultimo bonus.
This unusual situation is the only case in which
it is possible to make Pagat Ultimo when other
players still have trumps at the end.

BEGGAR: A BID TO LOSE EVERY TRICK
Under the rules explained up to now, when
your hand is so poor in trumps and picture
cards that you do not expect to win any tricks
at all, you have no option but to hope for a
Klop. However, you will probably be disappointed, because it is almost certain that some
other player will have a good enough hand to
bid. If you introduce the extra bid of “Beggar,”
you can now take some positive action with
these hands.
“Beggar” is in fact the highest of the bids so far
discussed—it ranks above One in the three-player
game and above Solo One in the four-player
game. The bidder undertakes to lose every trick,
and the other players cooperate to try to force
the bidder to win a trick. Card points have no
significance when Beggar is played.
No one is allowed to look at the cards in the
talon until the end of the play. The player who
bid Beggar leads to the first trick (not, in this
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case, the player to dealer’s left). The rules of
play are the same as in Klop. Players must follow suit and must trump if they have no card
of the suit led. Players must also beat the highest card so far played to the trick if they are able
to do so. The Pagat cannot be played until its
holder has no other legal play.
In a Beggar, it is usual to play the cards in a special way. The talon is face down in the center of
the table and you play your first card face up
next to the talon, on the side nearest to you. At
the end of each trick, the cards are not gathered
up but remain face up where they were played,
and the cards of the following tricks are played
on top of them, but overlapping, so that they
grow into columns stretching towards the players. The whole layout forms a cross in the fourplayer game or a ‘Y’ shape in the three-player
game. This way the players can always see all
the cards that have been played.
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The score for Beggar is 70 game points. These
points are added to the declarer’s score if the
declarer succeeds in losing every trick. If the
declarer is forced to win a trick, the play ends
immediately and 70 game points are subtracted
from the declarer’s score. There are no bonuses
and no penalty for losing the XXI.
Note that the rule that players must beat the
highest card so far played to the trick when possible applies to the bidder as well as the other
players. If you bid Beggar and your trumps are
XII, V, II, you run the risk that at some point the
player to your left will lead a low trump, say the
IIII. If the next two players are able to play (for
example) the VII and the X, you will be forced to
win with your XII, and you have lost the bid.
You could avoid this particular danger by leading your XII to the first trick—the same rule
would then force the other players to beat your
XII. You can also use the opening lead to get rid
of a dangerous suit card such as a Queen—the
holder of the King will be forced to take it, unless
you are unlucky enough to find that that particular King is in the talon.
Beggar is very difficult to win in the three-player
game, and undoubtedly deserves its place as the
highest bid. When there are four active players,
with fewer tricks and more opponents, a successful Beggar is more frequent, and therefore still
higher bids have been introduced, which outrank it.
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If you play with advanced bidding, as described
above, it is of course not necessary to reveal at
the outset that you are intending to play Beggar.
You can just make the minimum necessary bids,
Three, Two, One, etc., and raise the bid to
Beggar when you win the bidding.
Because of the Emperor’s Trick, it can sometimes
be dangerous to play Beggar if you hold the
Pagat. If the other players manage to play the
Skis and XXI to a trick before it is your turn, you
will have to win with the Pagat and lose the
game. If you hold the Pagat it may be wise to
lead another trump to the first trick to try to
drive out the Skis or XXI. On the other hand, it
is possible to play Beggar holding the Skis,
because of the following special rule.
Special Rule: Beggar with the Emperor’s
Trick. The declarer of a Beggar may announce
that just before the first lead that he or she is
playing “with the Emperor’s Trick” and lead
the Skis to the first trick. If the XXI and Pagat
are held by two other players, they are obliged
to play them to the first trick, the Pagat wins
and the play continues. If the Pagat and XXI
are in the same hand, or if either of them is in
the talon, the Skis wins the first trick and the
declarer therefore loses immediately.
If you hold the Skis, the chance that two other
players hold the XXI and Pagat is only a little
better than fifty percent, so it is unwise to play
Beggar with the Emperor’s Trick unless the rest
of your hand is very safe.
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DOUBLING (KONTRA)
If you are an opponent of the declarer, and
believe that the bid will fail, you can double the
score for the bid by saying “Kontra” to the
game. If you wish to say Kontra you should do so
at your turn to speak during the period in which
bonuses are announced, after the declarer has
discarded cards in exchange for talon cards
taken, but before the lead to the first trick.
When “Kontra” is said to the game, the doubling only affects the basic score for the game
and the card point difference from 35; bonus
scores are not affected. For example if the
declarer bids One, an opponent says Kontra, and
the declarer’s side takes 37 card points including
all four Kings, they score 74 game points (twice
the 32 they would have won without the Kontra,
plus 10 for the Kings); if they take only 34 card
points but win all four Kings they lose 52 game
points (62 for the game less 10 for the Kings).
If you are an opponent of a player who has
announced a bonus, you may double the score
for it by saying Kontra to that bonus. For
example, the declarer bids Two, exchanges two
cards from the talon, and announces Pagat
Ultimo. The declarer’s partner then announces
King Ultimo. If you are an opponent, you may
Kontra the game and each of the Ultimos independently. For example, if you think your side
can get 35 points but the Ultimos will succeed,
you say “Kontra the game,” and the scores for the
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Ultimos are unaffected. If you think you can
force the Pagat out before the end, but are not
confident of defeating the game or the King
Ultimo, you can say “Kontra the Pagat Ultimo,”
increasing the score for the announced Pagat
Ultimo from 50 to 100 game points. Your partner might then support you by saying “Kontra
the King Ultimo,” in the hope that you can keep
a trump for the last trick, in which the declarer’s
side are forced to play the Pagat and the called
King if they can.
You are not allowed to Kontra your partner.
For example, the holder of the called King cannot Kontra the game or anything announced
by the declarer. If a King has been called and a
player other than the declarer announces a
bonus, it may not be clear which side they are
on. If you are not certain whether or not the
announcer is your partner, you are not allowed
to say Kontra to the bonus.
An opponent of the declarer of a Beggar may
Kontra the game, increasing the score for it to
140, if confident that the declarer can be forced
to win a trick. The declarer of a Beggar must
wait to give the opponents an opportunity to
say Kontra, before leading to the first trick.
No Kontra is possible in a Klop.
If Kontra has been said to the game, the declarer
or the declarer’s partner can further double the
score by saying “Rekontra” to the game. After a
Rekontra, either opponent can double it again
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by saying “Subkontra” to the game, and finally
after a Subkontra the declarer or declarer’s
partner can add a further double by saying
“Mordkontra” to the game, by which time the
basic score and point difference will be multiplied by sixteen (2 x 2 x 2 x 2).
In the same way, if Kontra has been said to a
bonus announced by your side, you can
Rekontra the bonus, either opponent can
Subkontra, and you can Mordkontra. All this
must happen before the lead to the first trick,
and the player whose turn it is to lead must
check that no one has any more to say before
playing the first card. Once the play has
begun, no more announcements or Kontras
are possible.
In practice, doubles above Rekontra are
extremely rare, except among unusually reckless
players. You should not even Rekontra without
good reason, but bear in mind that the player
who said Kontra may have good reason to
believe that you will fail, for example because
the trumps are very unevenly distributed.
Perhaps your opponent really has misjudged,
but in that case it is usually sufficient to accept
the doubled score, rather than to Rekontra and
thereby risk a Subkontra if the opponent’s original Kontra was based on overwhelming
strength.
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MORE BIDS:
SOLO WITHOUT, OPEN BEGGAR
In the game with four or five players, further
bids above Beggar are allowed. These will be
described in ascending order.
Solo Without is a bid to play alone against the
other three players in partnership, without any
help from the talon. The cards of the talon are
not looked at until after the play, when all six
cards are added to the opponents’ tricks. No
bonuses can be announced, but Kontra,
Rekontra, etc. of the game are possible as usual.
After waiting to hear if anyone wants to
Kontra, the declarer leads to the first trick. The
rules of play are the same as in the ordinary
games Three, Two, etc., and the declarer wins
by taking at least 36 card points in tricks. The
score for Solo Without is 80 game points.
There are no extra points for the difference
from 35 and the bonuses Trull, Four Kings, and
Pagat Ultimo do not count in this game. If
either side takes all the tricks the score is
increased to 250 points. If the XXI is beaten by
the Skis, the player of the XXI suffers a 21 game
point penalty as usual.
Because there is no score for bonuses or for the
card point difference above 35, Solo Without is a
rather unattractive bid; it is generally used only
to outbid a Beggar. If you are not bidding
against a Beggar, it is usually preferable to play
Solo One rather than Solo Without.
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Open Beggar is the same as Beggar but with
one important difference. After the first trick is
complete, the declarer’s cards are arranged face
up on the table for all to see. All four players
continue to play their own cards in the usual
way, but knowing what is in the declarer’s hand
gives the opponents a considerable advantage.
The score for Open Beggar is 90 game points.
As in an ordinary Beggar, Kontras are possible,
but there are no bonuses or announcements
and no penalty for losing the XXI.
Valat Without is the highest bid of all. The
declarer undertakes to win every trick, playing
alone without help from the talon. The declarer
leads to the first trick (having waited to hear
whether anyone wishes to Kontra), and the
talon must not be looked at by anyone until the
end of the play. The rules of play are the same
as in Solo Without, and the score for Valat
Without is 500 game points. If the opponents
succeed in winning any tricks at all the declarer
loses this amount.
You can score the same 500 game points by
announcing Valat in an ordinary Solo. You
would normally only bid Valat Without if it was
necessary to outbid a Beggar.

COLOR VALAT
This is another option in the game for four or
five players. If the bid is Solo Three, Solo Two,
or Solo One, the declarer can play this special
game in which trumps have no power. The
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declarer undertakes to win every trick, playing
alone. After exposing the talon, taking three,
two, or one card(s), according to the bid, and
discarding an equal number, the declarer
announces this game by saying “Color Valat,”
and must then wait to hear if anyone wishes to
Kontra before leading to the first trick.
The declarer leads to every trick, and must not
lead trumps until he has played all his suit
cards. The other players must follow suit if
they can. A player who is unable to follow suit
must play a trump, but trumps have no power
in this game—each trick is won by the highest
card of the suit that was led. So as long as no
one can beat the declarer’s card with a higher
card of the same suit, the declarer wins the
trick and leads again. If the declarer leads a
trump, the other players must play trumps if
they can, and the highest trump wins.
The score for Color Valat is 125 game points.
The declarer wins this amount if he or she wins
every trick; if the opponents succeed in beating
any of the declarer’s cards, the declarer loses.
There are no bonuses in this game, no penalty
for losing the XXI, and no announcements.
Kontra, Rekontra, etc. are possible as usual.
Color Valat Without. This bid is a Color Valat
played without exchanging any cards with the
talon. It scores 125 game points, the same as an
ordinary Color Valat, but ranks as a bid above
Open Beggar and below Valat Without.
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There is no advantage in bidding Color Valat
Without if you have the opportunity to play a
normal Color Valat with help from the talon.
Color Valat Without would only be bid by a
player who was hoping to play Color Valat with
the talon, but whose Solo One was outbid by
another player who wished to play Solo Without
or Beggar.

THE SLOVENIAN GAME
The game with its advanced rules, as described
above, includes most of the essential features of
the version of Tarock normally played in
Slovenia. In order to present Tarock in a form
that is as straightforward as possible to learn,
we have omitted a few local customs and
embellishments, which add only marginally, if
at all, to the playability and enjoyment of the
game. However, some readers may wish to
know how to play Tarock by the authentic
Slovenian rules—for example if they intend to
play in Slovenia or with players who have
learned the game there. For the benefit of these
readers we will now explain some additional
details of the version of Tarock normally
played in Slovenia.

COUNTERCLOCKWISE
DIRECTION OF PLAY
In Slovenia, Tarock is always played counterclockwise. The cards are dealt counterclockwise, and the bidding is begun by the player to
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dealer’s right, who also leads to the first trick if
the bid is lower than Beggar. The bidding and
trick-play is also counterclockwise, and the
turn to deal passes to the right after each hand.
The direction of play obviously makes no difference at all to the game, but it is worth being
aware of this difference, since you may well
come across people who are accustomed to
play counterclockwise.

HAND WITH NO TRUMPS:
COMPULSORY KLOP
In the game for four or five players, if you are
dealt a hand of twelve cards containing no
trumps at all, the bidding and play cannot go
ahead; you must immediately expose your
cards to show that you have no trumps. All the
cards are then gathered together, shuffled, cut
and dealt again by the same dealer. This new
deal is played as a “Compulsory Klop,” in
which none of the normal bids—Three, Two,
One, Solo Three, Solo Two, Solo One and
Beggar—are allowed.
The player to dealer’s right (assuming counterclockwise play) begins by bidding Three as
usual. After that, the only four bids that are
allowed are Solo Without, Open Beggar, Color
Valat Without, and Valat Without. If the other
three players pass, as will often happen, the
player to the dealer’s right has the choice of
playing any of these same four high bids, or
announcing a Klop.
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It is also customary to play a hand of
Compulsory Klop if any player’s cumulative
score returns to exactly zero, having previously
been positive or negative.

WHEELS
This is an enhancement to the scoring of the
game for four or five players, which provides
an extra incentive to daring play. After any
Klop (compulsory or otherwise), and after any
bid of Beggar or Solo Without, and after any
Valat (any hand in which a side wins every
trick, or announces that it is going to try to win
every trick), a small circle known as a wheel is
drawn at the top of each player’s column on
the score sheet. One of these wheels is cancelled each time the player succeeds in a bid. It
is possible for a player to have several wheels at
once if there have been several of these events.
If the declarer’s column has one or more
wheels that have not been cancelled the score
for that hand is doubled. The doubling applies
to the basic game, to the card point difference
from 35 and to all bonuses, whether or not
they are announced. If the declarer calls a King,
the doubling will also apply to the declarer’s
partner’s score for the hand. This doubling
applies to all bids except Klop. (Klop has no
declarer, since all players play for themselves on
an equal footing). The penalty for losing the
XXI is not doubled.
If the declarer’s side wins the basic game, one
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of the declarer’s wheels is cancelled by crossing
it out. A wheel is cancelled even if the declarer
loses some bonuses and thereby gets a negative
net score. If the declarer’s side loses the basic
game, no wheels are cancelled. Although the
declarer’s partner also benefits or suffers from
the double score, the partner’s wheels are never
affected, whether the basic game is won or lost.
At the end of the session, any players who have
outstanding wheels in their score columns lose
100 game points, subtracted from their score,
for each uncancelled wheel that they have.

CUTTING THE CARDS
The player whose turn it is to cut the cards may
refuse to do so, and knock on the top of the
deck instead. In this case the cards must be
dealt in a different way. As usual the dealer puts
the first six cards face down in the center of the
table to form the talon. The remaining cards
are dealt one whole hand at a time—in three
packets of sixteen cards if there are three players or in four packets of twelve cards if there
are four or five players. These packets are
placed face down in a row in front of the dealer.
The player to the dealer’s right (assuming
counterclockwise play) selects one packet to
take as his or her hand. If the first player selects
the first packet, then the other players have no
choice, but in turn must take other packets in
the order that they were dealt. If the first player
selects a packet other than the first, each of the
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remaining players in turn can select any of the
unclaimed packets, the last player taking the
final packet that is left over.
This process was presumably originally intended
as a way of making it more difficult for the dealer
to cheat by placing cards in certain positions during the shuffle. Nowadays it is just a well-established tradition that European players continue to
observe. According to your taste, you might find it
entertaining, quaint, or just annoying!

NOTE ON THE RANKING ORDER
OF NUMERAL CARDS
Some readers may wonder why the red suits
contain different numeral cards from the black
suits, ranking in the opposite order:
K–Q–C–J–1–2–3–4. There is no real justification of this, other than tradition, but it is of
some historical interest. Reversed ranking of
numeral cards in two suits is a feature of several
of the oldest European and Asian card games,
including Tarocchi, Tarot, and Tarock games. In
Central Europe, when the Tarock pack was
reduced from seventy-eight to fifty-four cards,
the lowest six numeral cards of each suit were
omitted. Since the red numerals ranked in the
reverse order, the omitted low cards were the 6,
5, 4, 3, 2, and 1 of the black suits but the 5, 6, 7,
8, 9, and 10 of the red suits. This is why modern Tarock packs have different cards in the red
and black suits. Although the reverse ranking
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of red numeral cards may seem perverse, it is
so deeply rooted in Tarock tradition that all
Central European Tarock players take it for
granted.

SUMMARY OF BIDS, BONUSES,
AND SCORES
———
Bids in the three-player Tarock
BID

SCORE

DESCRIPTION

Three

10 + diff.
from 35

Two

20 + diff.
from 35

One

30 + diff.
from 35

Beggar

70

Three cards from
talon; take at least
36 points
Two cards from
talon; take at least
36 points
One cards from
talon; take at least
36 points
Lose every trick
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Bids in four- or five-player Tarock
BID

SCORE

DESCRIPTION

Three

10 + diff.
from 35

Two

20 + diff.
from 35

One

30 + diff.
from 35

Solo
Three

40 + diff.
from 35

Solo
Two

50 + diff.
from 35

Solo
One

60 + diff.
from 35

Beggar

70

Solo
Without

80

Open
Beggar

90

Color
Valat

125

Valat
Without

500

Call a King; 3 cards
from talon; take at
least 36 points
Call a King; 2 cards
from talon; take at
least 36 points
Call a King; 1 card
from talon; take at
least 36 points
Play alone: 3 cards
from talon; take at
least 36 points
Play alone; 2 cards
from talon; take at
least 36 points
Play alone; 1 card
from talon; take at
least 36 points
Play alone; lose
every trick
Play alone; no help
from talon; take at
least 36 points
Play alone;
lose every trick;
cards exposed
Play alone; win all
tricks; trumps have
no power
Play alone; win every
trick; no help from talon
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If Color Valat is bid, it is played without the
talon. Also, Solo three, Solo Two, or Solo One
can be converted to Color Valat after exchanging the talon.
Bonuses in three-, four-, and
five-player Tarock
BONUS

SCORE
SCORE if
if not
announced announced

Trull

20

10

Four
Kings
Pagat
Ultimo

20

10

50

25

King
Ultimo*

20

10

Valat
Captured
XXI

500
—

250
-21

DESCRIPTION

Win Skis, XXI,
and I in tricks
Win all four
Kings in tricks
Win last trick
with Pagat
(trump I)
Win called
King in last
trick
Win all tricks
Penalty for
Player who
loses XXI

*King Ultimo is available only in the four- or
five-player game
In case of Valat or Color Valat, there is no other
score for the hand.
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