Home reference manual

How to play pitch
Deal 1 2 3 4 5 6 7 38
3 cards 6 cards
Kathleen Stinson MA Information Design Spring 2010

Paul Luna ¢ Rob Waller



CONTENTS

3
8

DISCOVERY
Competitor analysis

Task analysis

15
17
19

22

TRANSFORMING
Mood boards
Sketching
Layouts

User testing

24
27
28
29
31

MAKING
Design

Grid & format
Colors
Typography

Cover



OVERVIEW

A sample hand in pitch: 6 cards, arranged by suit from high to low.

Background & task

The home reference manual genre uses a combination of text, images,

and diagrams to explain a particular subject to its readers. My project

focuses on explaining how to play a card game called pitch.

Background

Pitch is a popular card game in the United States

and Canada. It is pretty straighforward to play,
but it can be a difficult game to learn because
the language and many of the concepts can be

confusing and difficult to explain.

Task
The task was to design a blad to show how the
final spreads would function as a whole and to

communicate the flow of the content.

Audience
This project was aimed at an audience that
doesn't have specialist knowledge of pitch or

similar games in the high-low-jack family.

How the game is played
The game can be played either cut throat (every player for himself)
or in teams. It is best suited for four players or four teams of two
players each, but it can be played with anywhere from two to eight
players.

There are four points in play each hand, these are: high,
low, jack, and game. At the beginning of each hand, the cards
are shuffled and dealt. Players then place their bids based on the
number of points they think they can win with their hand. The
highest bidder wins the lead and the right to name trump by
putting a card on the table face-up. Each player, in turn, plays a
card. The highest card on the table takes all the others. The player
who wins the trick, leads the next one. The hand is played out
(finished) when all six tricks have been played, or each player has
played all of his or her cards. Points are then added up and tallied
on a sheet of paper. The deal shifts to the next player and the next
hand begins. Play continues like this until a player reaches eleven

and wins the game.
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DISCOVERY

3
8

Competitor analysis

Task analysis

In my competitor analysis, I evaluated 5 books in the card playing
genre. Each analysis looked at the cover, content and design, and
thought about how these elements worked together to inform and

guide users through the books.

The task analysis studied the process of playing through a hand of
pitch. I identified the major sections of play and the information that

was necessary to show and explain.



DISCOVERY

HOYLES ~©

RULES OF

ALBERT H MOREHEAD AND GEOFFREY MOTT-SMITH

Competitor analysis

Hoyle’s Rules of Games
Albert H. Morehead & Geoffrey Mott-Smith, 1983

5.25 IN. W X 8 IN. H | 264 pages

A small-sized paper-back book of 264 pages that describes the rules for over 250 card
games, a few board games, and some children’s games. Originally written in the

18th century, this book is a classic that has set the standard for other rule books.

COVER

The cover of the book (left) shows game pieces used in play. By showing a
selection of familiar pieces photographically, the reader is able to connect in a
very direct way with the content of the book. This use of imagery, however, is
common in the game playing genre, and the cover doesn’t help the book stand

out from other books in this same genre.

CONTENT & DESIGN

The table of contents lists the games alphabetically, which is confusing since it
acts more like an index and doesn't show how the book is organized. The games
are arranged by family, but this isn’t made clear to the reader.

The book is extremely text heavy. There are very few illustrations or
diagrams to help explain the content. Where they do exist, they are typically
found with the board games, or at the start of each family of games.

The text is fairly straight-forward, but can be extremely confusing in
parts, for example: “a hand able to follow suit to a lead must either do so or (to a
no-trump lead) trump; that is, he may trump even when able to follow suit.”

Subheadings are set within the main text in small-caps followed by a
period. They are difficult to find in the text, so if a reader needs to reference the
text on ‘bidding), it doesn’t jump out right away. The indents help, but the text

still requires searching.

[+

Pros

- Game concepts are explained in the text.
Point values are clearly explained and easy to reference.

- Additional concepts related to play are also explained e.g.,
misdeal, shooting the moon, setting, and in the hole.

Cons

- Text can be confusing.

- Text heavy; no images to help explain concepts.
No examples of play.
Headings are difficult to find.

AUCTION PITCH or SETBACK

SEVEN UP grew into Pitch, in which the maker of the trump
had the first lead and had to “pitch” (lead) a trump; and this
game became Auction Pitch when bidding was added. Now
the earlier game has vanished and Auction Pitch is often called
simply Pitch.

PLaYERS. Two to seven; best for four. There are no part-
nerships.

Carps. A regular pack of 52. In each suit the cards rank:
A (high), K, Q,J, 10,9, 8,7,6,5, 4, 3, 2.

THe DEAL. Each player receives six cards, dealt three at a
time.

THe BippinG. Each player in turn to left of the dealer has
one chance to bid or pass. The only possible bids are one,
two, three, and four. No suit is mentioned. A player may
indicate that he bids four by pitching (making an opening
lead).

THE PLay. The high bidder (pitcher) makes the first lead,
and its suit becomes trump for that deal. (If he names one

A sample of text from the book describing Pitch.
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DISCOVERY

DAVID PARLETT

Penguin
Encyclopedia of

Card

L

[ el

Competitor analysis

The Penguin Encyclopedia of Card Games
David Parlett, 2000

5IN. W X 7.625 IN. H | 658 pages

A small, thick book of 658 pages that focuses solely on card games. The games are
arranged by family, such as the bridge-whist family, solo family, quick trick games,
and the high-low-jack family where pitch is found.

COVER
The cover of this volume is simple and graphic. The photos of fanned cards pull
the reader into the action, as if they were viewing their own hand. It makes me

want to pick up the book and play.

CONTENT & DESIGN

The volume is extremely text heavy. There are very few diagrams in the main
text. The only visuals are very small text-based tables and lists that require the
reader to constantly look back at the text.

Game play is explained well and the language is easy to follow and
understand. There are, however, references to other games for explanations
about key game playing concepts, such as: high, low, jack and game which take
time to find. This doesn’t seem to make a lot of sense.

The main body copy is set in 9.5 on 12.5 point Adobe Minion, which
is very easy to read. The structure of the text is simple. Bold headings with a
horizontal rule over the capline and a thick vertical rule along the left edge
of the text are used to signal the start of an explanation for each game. Sub

headings are used to guide the reader through the key concepts of the game.

+)

Pros
- Textis easy to understand.
- Short and concise.

Cons
- Lack of visual aids to support the text. It's difficult to

see exactly how the game is unfolding and to get a

sense of play in general.

- Diagrams are difficult to understand. The players are

named with the conventional geographic locations,
but because they're not shown that way, the reader
must think about and visualize the direction of play.

- The text does not state the direction of the deal, nor

does it indicate which player bids first.

- The reader must refer to other parts of the text to

get information relevant to play. To get the value of
the cards for game the reader has to refer to another
game. This is done in a confusing way. Since the
name of the game is given and not the page number
it's found on, the reader must flip to the index

and search. And if the reader doesn't flip to the
game referenced, they will miss out on important
information relevant to game play and scoring.
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DISCOVERY

L

Card

The Complete

G Book of

Competitor analysis

The Complete Book of Card Games

Ted Smart, 2002

6.375 IN. W X 9.125 IN. H | 256 pages

This 256 page book of card games arranges games by the number of players they’re
best suited to. It starts with games for 2, then goes up to 3, 4, and 5+ players, to
party and banking games. This book is a slightly larger format than the paper
backs, but it’s a nice size that’s easy to hold. The stiff binding, however, makes it

difficult to keep the book open.

COVER
The cover is simple, yet playful. The cards entering the space from opposite
sides hints at two opponents and a game in play. The main title is playfully set
in the area of play between the two cards. The text ‘card games’ within the title
is emphasized with color and size, and the solid background color helps this

book stand out.

CONTENT & DESIGN

It’s a very basic, short text that’s easy to read and understand. The headings are
easy to follow and stand out from the main text. The biggest down side is that
many of the explanations are all text and there aren’t any illustrations to help

show game content.

Pros

- The text is easy to understand.

- Page numbers are given when the text references
another game.

- Game related terms are explained clearly and are
easy to find.

Cons

- Difficult to quickly access key information, such as
point values for game, which are described in the
body of the text.

- Lack of descriptive illustrations to support the text.

[

An example of a spread with illustrations, which tend to
be basic and show the cards that have been dealt. Play is
explained in the body of the text.
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DISCOVERY Competitor analysis

The Games Treasury o

Merilyn Simonds Mohr, 1994
8.5 IN. W X 10.875 IN. H | 351 pages Rros
‘ . ' ’ The text is easy to understand.

Scoring is pulled out of the main text and easy to

Or iind Dl:itduor favorites : locate — provides a quick reference, which is nice.
, rules and tradition ' | . . . i
o This large volume of games covers a range of games in 351 pages. Page numbers are given when the text references
another game.

Game related terms are explained clearly.

COVER

Like Hoyles Rules of Games, this cover also focuses on the game pieces. The

title and descriptive text beneath it tell what the book is about and the kind °

of information the reader will find inside. This is a nice introduction to the Cons

content of the book. - Difficult to quickly access information such as point
values for game. These are described in the body of
the text.

CONTENT ¢ DESIGN - Terms related to game play, such as misdeal, shoot

s . . .. . the moon, and setting the bidder aren't explained.
There’s a lot of text in this book, but it is supplemented with hand-drawn . Lack of illustrations to support the text.

illustrations, bullet points, and tables. The games are categorized by kind of
play. At the beginning of each section there is an overview of what characterizes
the games found in each section and it describes the principles of play that

characterize the games within that section.

A typical spread.
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DISCOVERY Competitor analysis

Played at the Pub o
Arthur Taylor, 2009
Pros
8.25 IN. W X 8.25 IN. H o
- Nice size, easy to hold.
- The book stays open, easy to reference.
- Clear, informative design makes the text and

This book provides brief overviews and touches on the history of some of Britain’s different sections easily accessible to the reader.
most popular pub games.
COVER °

Plaved at the Pub The cover of this book is extremely appealing. It stands out from other books Cons

) . - Doesn't explain how to play the game.
because the focus isn’t on the pieces related to play, but on the people. The

Arthur Taylor

black and white photo accurately describes the content, providing context
showing where these games are played, but also signaling a different time,

describing the historical nature of the content.

CONTENT & DESIGN

There’s a small section in the back that’s devoted solely to card games. Pitch
isn’t mentioned here, but the text looks at Cribbage, Euchre, and All Fours. The
games aren’t reviewed in detail, instead the book offers more of a historical
perspective, describing the evolution of the games and giving a quick overview
of the different ways they can be played. It doesn’t go into any great detail as far
as how to play. This isn’t a book one could learn from, but anyone interested in

the origins of these games would really enjoy this book.

The design is clean and accessible. Titles are set in a large, bold sans-
. ) ) . A sample spread from the book. The information is clearly
serif face. Red tabs in the upper left corner help orient the reader to navigate the presented. Section labels and headings are easy to read, and

different sections. Captions and additional notes are clearly distinguished from the different levels of information are nicely distinguished
. . . , through the use of space and typography.
the main text. The book is a nice size that’s comfortable to hold.
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DISCOVERY TaSk anaIYSiS playing through a sample hand: dealing

My task analysis focused on playing through a hand of Pitch, which
is the basic unit of the game. I used phtotographs to document the
process and to think about how the stages of a hand unfold and what
information is required in order to play the game.

MATERIALS USED The deal
standard deck of 52 cards

ASSESSING COMPLEXITY ¢* IMPORTANCE
a complicated idea needs explanation;

understanding is essential for play

Actions

shuffling the cards okay
dealing needs explanation
* direction

« number of cards

At the beginning of every hand each player is dealt

a total of 6 cards, 3 at a time. The deal starts with
the player to the dealer's left and moves around the

table clockwise.
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DISCOVERY TaSk analYSiS playing through a sample hand: bidding

Bidding

Aspects of bidding

bid values needs explanation

* pass, 2, 3, 4, shoot the moon
scoring/points needs explanation
* high, low, jack & game

trump needs explanation

Actions

placing a bid needs explanation

1 First bidder (West) 2 Second bidder (North)

3 Third bidder (East) 4 Last bidder (South, the dealer)

After the cards are dealt, each player evaluates his

or her hand and places a bid based on the number
of points they think they can win with their hand.
The bidding starts with the player to the left of the

dealer and moves around the table clockwise.
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DISCOVERY TaSk anaIYSiS playing through a sample hand: play

There are 6 tricks in every hand. Each player plays
one card in every trick. Players must follow suit if

they can, or they may play a trump.

In this hand, East has won the bid and leads the
first trick with the ace of clubs. The suit of the first

South follows suit West follows suit

card led becomes trump for the hand. In this case,

clubs are trump.

Second trick

Key words related to play
trick needs explanation
hand needs explanation
suit familiar

trump needs explanation

West takes the trick

Actions

naming trump needs explanation
leading a trick needs explanation
following suit familiar

trumping in needs explanation

taking a trick needs explanation

East trumps in

South trumps in South takes the trick Fourth trick
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DISCOVERY

TaSk anaIYSiS playing through a sample hand: play

play continued. ..

East trumps in

Fifth trick East leads the trick

East takes the trick (low)

West takes the trick Sixth trick

End of the first hand

East trumps in East takes the trick (jack)

Kathleen Stinson Home reference manual
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DISCOVERY

Aspects of scoring
points needs explanation
* high, low, jack & game

counting game needs explanation

TaSk analYSiS playing through a sample hand: scoring

Scoring

Point values for game

CARD POINTS
) ' Ace 4
?a.ﬂjs.su:‘«io s, - W gt King 3
Queen 2
Jack 1
10 10

‘4points toward game -
S - - -

2 points toward game

10 points toward game '

South took a total of 6 points for game. West took 12 points for game. He is currently winning the point for game... West took 22 points for game giving him the point for game. Since clubs were trump,
he also took high, low, and jack, giving him a total of 4 points on the score sheet; 1
point each for high, low, jack, and game.

At the end of each hand, players add up the points
they've won and mark them on a piece of paper
to keep score. Hands are repeated until one of the

players reaches 11 and wins the game.
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DISCOVERY

The general structure 1 DEALING

of a hand

2 BIDDING

3 PLAYING A HAND

4 SCORING

Task analysis

Simplfying the task and deciding what to show
Documenting the process of playing through a sample hand helped

me to break the process down into sections, see what information was

needed within each section, and to plan my approach.

Trick 1 2 3
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TRANSFORMING

17
19

22

Mood boards
Sketching
Layouts

User testing

The transforming phase was about applying the findings from the
discovery phase to develop the design and content of the project. Mood
boards, sketching, creating layout variations and user testing helped to

establish the look and feel and find creative direction with the project.



TRANSFORMING

Mood boards

Early American

Wood, symmetrical patterns, and natural colors characterize many
designs in this period. Thinking about where Pitch is commonly
played and its Early American origins, I looked to the work of the
Roycrofter's for inspiration — particularly, the architecture and

furniture of the period.

VITN\H

Pitch is an early American trick-taking card game

that evolved from Setback and All Fours.
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TRANSFORMING

Mood boards

Playing cards

The colors and direction for this board come directly from the
playing cards. Bold and bright, they display simple graphic elements,
like the circles in the king’s ornamentation and the symbols that

represent the suits.

pitch

Pitch is an early American trick-taking card game
that evolved from Setback and All Fours.

feie
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TRANSFORMING SketChiIlg getting ideas down on paper

Through sketching, I explored different ways to
present the content and the overall structure of the

manual, and was able to get a sense of the amount

of space that each section would need.

variabinn of slab ce
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e L it
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e by =
e - = 27
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i

Flat plans showing rough page structures and the
distribution of content throughout the manual.

Kathleen Stinson Home reference manual How to play pitch | 17



TRANSFORMING SketChiIlg wrestling with a good way to explain the tricks

Early examples of the tricks

One of the most challenging parts of this project
was figuring out how to show the tricks. This was
a particularly complicated task because there were
many different levels and kinds of information

to be shown, such as: indicating who has the lead
(where to start), the direction of play, the players,
their cards, showing what’s being played and why.
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e et e bor g
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TRANSFORMING

The earliest layouts worked with photo
representations of the cards and simple graphic

diagrams to show what was happening.

Layouts

the first direction

LR R R e R R R A R

An old trick-taking card game.

Sirrilar o All fours and Setback

DEAL
¢~ BID

HIGH AKQI0SET65433 LOW

o

5 0 .8
.._.l |.._J [._.L

dealing. bidding ¢ play always move

Ve dheal starts with the player 1o the left of the

dealer and continues clockwise.

Each player is dealt 0 total of 6 cards, 3 ot & time.

After each player has been dealt their cards. set the
rest of the deck aside, face down

Players either pass or bid based on the number

[/ | [/ |
w w W W
O @

Bidding starts with the player to the left of the
dealer. Bids startat 2

d o up 10 4. A player
wha wins a bid of “two™ needs to take any 2 of

the 4 waailable points 10 make his bid.

The highest bidder wins the lead and begins
play by leading the first trick.

17 the bid reaches the dealer and all the players

= dockwise around the table of points they think they can take in a hand (see have passed. the dealer ts souck with the hand and
scoring for details). There are 4 points: high, low, st play it out and try to get at beast 2 points.
jack, and game.
Lo Lar
P L A_Y L P ; L e i h‘h‘?o .
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i
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0T [ ]

The player who takes the trick leads the next
oe, Play contines until the hand is played out
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SCORE

At the end of each hand, the points arc tallied

on i sheet,

High  Thehighest trump i play,

Low The bowest trump in play.

lack The lack of trump,

Game  Face cands (A, K. Q, ] & 10] arc added
up bsed an their point value. The
jpoint for game goes to the person
with the highest total. If two people
tie, there it no peint for game.
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o
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This very early method of showing the tricks didn't
give any indication of play unfolding over time, nor
did it provide a rationale for playing a particular card.
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TRANSFORMING LaYOlltS the second direction

This layout direction made use of the colors and

typographic styles from the Early American mood ~ ...,ZSE;I;M WWE!E.....-W
board. This was where the diagrams for play really *

started to take shape. The strong symmetry of : = e

the .des?gn made it d.ifﬁcult to s?e where play was I';'I"'.IT."(W?' E :E-ZEE-E:“
beginning and how it was moving around the table. ~~ EEEEEEEEEEEEEEE e T s e e
There also wasn't any indication of which player ~~ ESSEEEEEEEEEEEE e E s

was winning or how close the other players were to

the leader.
4 —rn
L aas? g438:
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TRANSFORMING

This layout direction made use of the colors and
typographic styles from playing cards. This became
the direction for the final piece and was developed

through through user testing.

Layouts

the third direction

.
. °
overview
=y
p I C What you need for play 48 playe
the deal
An old trick-taking card game
Rank of Cards low [ 23456789 101QKA | high Deall |2 3 5 6 8
Bids “pass” 2 3 4 “shoot the moon”
Points.
cad o
A4
K 3
0 2
T
0o
a sample hand trick 1 trick 2 sl
HERH
+ T
. Bid ore Card: Bid Suit Risk
the bid
st REREEE very high leads
s s A s s
HEREHE F HBHA HEREEH F HEHE
ot
RORRAAE ears i
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anBRAR RRBRK
HHEHAR HHREHK
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2‘:1: 5 3 clubs o =
H
s Ry it
,,,,, "
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1; : 12 wery high 1515
LA AREARE 2

What just appened?
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TRANSFORMING

The development of the bid spread through two
testing iterations: the structure and organization
of the content was improved to reflect the flow
of the game and greater explanation was added
to give readers a more complete picture of this

stage of play.

The play spread expanded to include more
information to describe the structure of the
game and added reminders about tips and

important concepts related to play.

User testing

User testing was an integral part of my design process. I used the
feedback from my testers to inform the direction of my work, to
determine what content to include and how much, and to establish

the organizational structure and flow of the manual.

a sample hand

the bid

IRETEE]

siliid

bid

e

bid

oooooooooo

vvvvvv

AAAAAA
;;;;;;

““““““““““

vvvvvv

aaaaaaaaaa

¢¢¢¢¢¢

yyyyyy

olag

play

deal & bid
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MAKING

24
27
28
29
31

Design

Grid & format
Colors
Typography

Cover

The final design was inspired by the colors and simplicity of the playing
cards and took a very rational direction in an effort to keep the focus
on the instructional information. It makes use of clean lines, solid
colors, slab and sans-serif typography, diagrams, and tables to explain

game play and related concepts.



cover, contents, introduction, play, score and deal

MAKING Design

table of contents

pitch

2 play
4 score
o el An old trick-taking card game
6 bid
8  sample hand
0 trick 1
12 trick 2
14 trick 3
16 trick 4
o 18 trick5
1 l c l l 20 trické
How to p Ia Yy 22 strategy What you need for play Pitch is an early American trick-taking card
by Kathleen Stinson 7 Q 2-8 players best with 4 or 5 game that evolved from the English games
erms Standard deck of 52 cards Setback and Al Fours.

1SBN 2010-03-02

Printed in England

Paper & pen for score keeping

Rank of cards

low |2 78910JQKA |high

Bids

low | “pass" 2 3 4 “shoot the moon” | high

The game involves bidding and playing
hands for points: high, low, jack and game.

The game can be played two different ways:
cutthroat or in pairs. The rules of play are
the same, but in team play each player
contributes the points they take to the

overall team score,

play

Pitch is a trick-taking game, so each hand is made up of

tricks that are played to win points. Players don't have to

score

There are four points in play
each hand, these are: high,

low, jack, and game.

deal

The deal starts with the player
to the left of the dealer. Each

player gets six cards.

bid in order to take points.
A K Q J 10
Card value 4 3 2 1 10 Deall 2 3 4 5 6 7 8
Structure of play shuffle, deal & bid play, score & game R
Firsthand Atthe beginning of every hand, the cards are shuffed Like bidding, play moves around the able clockwise e highest bidder wins the ea Points High The highest trump in play.
2 shuffle and deat Each player gets 6 cards and has a chance Each player plays  card inturn and must follow suit, and names trump Since ace is the highest card, it's a guaranteed point for
o dedl tobid Bidding starts wth the player to the eftof the ormay rump n' o take 2 ick. The highest card or high. Ifit's not out (in play during the hand), another card
c.bid dealer and moves clockwise around the table. ighest trump played wins the trick. Trump stays the same throughout 3cards 6 cards
d.play out the hand each hand, but may change from like the king, queen, or jack could be high.
ek The highest bidder wins thelead and gets to name Atthe end of each hand, points ae talied on  sheet, hand to hand.
trick2 trump. Thisis done by pitching a card face up onto There are four pointsin play every hand, these are:
trick3 the table. The suit of the first card played is trump for high, low, jack and game. If the bidder doesr't make Players must follow suit, or may Low The lowest trump in play.
rick4 the hand is bid, he “goes ug” and sublracts the points bid rom toump i 2is a guaranteed point for low. If t's not out, the 3, 4, or
ticks his overal score. ther card might be |
ticks f players can't follow s, they another card might be lov Deal each player a total of 6 cards, 3 at atime.
score “The firs player (or team) o 11 wins the game. may play any card they choos
tepeat the above for each hand,
etlalyr s e R e —— ek The Jack of trum. The dealer deals in theplayer to s left st and then
going out o i the game played wins each rck. This card is not always out. When the jack isn't out during continues around the table in a clockwise direction. After
Second hand ¢
Tt hand atc e oo 2hand, there isn't a point for jack. each player has been dealt their cards, set the rest of deck
aside and out of play. Players may look at their cards, but
Game A combination of face card values that are added up at they don't show them to one another.
the end of each hand.
The player with the highest total wins the point for game.
(See above for card values.)
Win First player to score 11 wins the game!
4
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MAKING

Design

bid, sample hand intro, trick 1 and 2

Card status

- point card
Bidding starts at two and The first bidder s the player
to the left of the dealer. The
highest bid wins the lead.

goes up to four. Players can "

also pass or shoot the moon.

West
West & spade oh first bidder

North 2 ¥ hearts high

East 3 #clubs safe

South Alla|[7][z][2]w0 v " Whatif.
v aalee]a
e - The bid reaches the dealer
and llthe players have
Inthe above senario ast s th highest biddor with passed? The dealerisstuck
abid of “thre To make i bid, e must gt thre it the bid and hastoplay
points. This should't bea problem snce h has thee outhishand for a miimum
points inhis hand:igh (ace), ack (jack), and low bidof two

(2). He also has a couple other cards (the 9 and 4) to
protect his point cards

Bid order Cards Bid Suitofbid | Risk m

highest
bid

the dealer

Each player has a chance to bid based on the number of
points (high, low, jack, and game) they think they can take
in a hand. Players can pass or make a bid of two, three, four,
or shoot the moon. A player who wins a bid of two needs to
take at least two of the four available points to make his
bid, for example high and low; or high and game. To shoot
the moon, a player must take allfour points (high, low, jack
and game) as well as every trick. The highest bidder wins

the lead and gets to name trump.

trick 1

Play begins with East who was the highest bidder. He leads
with the ace of clubs making clubs trump for this hand
South, West, and North each play a card in turn. They are
all holding trump and able to follow suit. The highest card

al[8][10 53
on the table at the end of the trick is the ace of clubs played aes v]v

by East. He wins the trick, taking a point for high and four B west |
points toward game. He has one point toward his bid of

three and four points toward game.

Follows suit with the 8 of
clubs. Since th

ilake the trick, he

A 87 5
LA IRE L]

East wins the trick.
he ace s worth 4

pecause t's the highest ranking card, it

Remember.

Follows suit with the 5 of layers mu:
lubs, Her only move; sh

clubs are led, 5o clubs must
't play any other card.
kl|[8] 9] al[e
v/viaje]e

+ T

s East leads
*
8 A i[9 2][s
- * LIEIENENRS
H e ]
*»
East won the bid for 3. He
leads the first trick with
the ace of clubs, making
clubs trump. 51 the aco
alla 32 |[0 aranteed point or “high
v |4 ee]a and will also i the first

int for high. The 8,7, and 5 aren't worth any points toward

game

East needs to get three points over the

rse of six tricks to make his bid

trick 2

What if.

Eastled the jack instead of the 5

of diamonds? South would play her
queen, West would have to play his 10,
and North would dump a card.

South would win the trick with the
queen, taking the jack and some serious.
points toward game (13 total). The
cards on the table would ook like this:

11/q][10] 9
LHERENEY
E W s N
2

Play begins again with East because he won the last trick.
He could come back with trump (the clubs), but since
he's holding two point cards (low and jack) and the king
or queen might be in another player's hand, he leads his
diamond hoping to give up the lead and trump in during
alater trick with the 2 (low) or jack. All the players follow
suit with a diamond. West wins the trick with the 8 — the
highest card on the table.

West wins the trick.

Follows suit with the 6 of
diamonds. There aren't any

k|[8]9][Q
v/viaje

+ I

6 East leads
*
NHRRRE s s il[o]a]2
o/ Sall el 3 . B
H I <
Qe | H 1<
Follows st with the 8 o East s th rick with
damonds. Ther’s ot the S of diamonds hopr
i taking wihthe 10 o give upth eodand
it clbs North i o make surehe et
ol alle A
v s 4 .

Follows suit with 3 of
diamonds. It docsn'treally
matter whether she

he 2 or the 3. Neithe

8||6||5][3
LARARRARR 2

he lead for the next trick

points toward

game
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Design

trick 3 and 4, strategy, and terms

trick 3

West leads the third trick with the ace of spades. North
follows suit, but East can't because he doesn't have any
spades. He plays a trump that's not worth anything, but
is low enough that it might actually be low. South realizes
this, and trumps in with the queen of clubs to take the 4,
keep her 10, and win the trick

Follows suit with the 9 of
spades.

k|8
v|v

» T

West leads
L v
+

Leads the ace of spades. Hc
plays his highest card n an

»>

A
v

T

Trumps in wit
s

clubs.

A9 Q 4
LI IREINE ]

South wins the trick.

>0

*0

h the queen of

Q
+

£
e
*o
Y

Trumps in with the 4 of
clubs. He has o 1

She takes six points toward game: ace (4) +
queen (2), possible v, and wins the lead for
the next trick points toward
same
"
for bidding leading playing
Pushing the bid Giving up the lead Mentally note which players follow trump
Sometimes a bid of two can be used to “set” another your hand, bt i = are the bidder,
player by pushing them to place a igher bid that Thi Players that don't
they might not be able to make, causing them to holding low other players gany
‘50 up" orlose points, However, this doesn't always could stil have trump. But if you' dk trump.

work. There's no guarantee that another player will
actually outbid you, so the rule of thumb is: don't
make a bid unless you have the cards to back it up.

Bid what your hand is worth

11 you have an amazing hand (you're holding ace,
jack, 2, and a support card) you want to bid high
enoughto make sure that you win the bid and get to
name trump. Otherwise, another player might bid
higher than you and lead an entirely different su,
making it nearly impossible for you to get any points.

track mentally of which players follow suit, you'l
know when you can safely trump in with low to take.
the trick and win your point for low.

Lead high cards

Ace, king, and queen il be able to take points for
game and get point cards ke low and jack from the
other players.

Return with trump

p
safely “trump in’ as the lead changes.

Dumping cards

Players must follow suit, but if you can't, you may
play any card you choose. This is a gaod opporturity
to "dump" cards that aren't worth any points.

Trumping in
Players may do this at any time during play. Even if
you can follow suit, you may still trump in. This s 2

lot of points

especially if you have a high ranking card, like a king
or queen. This wil help you to get point cards that
other players are holding and see which players are.
till holding trump.

toward tomake
that you might be holding, such as jack or low.

trick 4

South leads the fourth trick with the ace of hearts. West
could follow suit with a heart, but decides to risk trumping

Follows suit with the 8 of
hearts ‘

in with his 10, even though he knows it's not the best move. H
Il i i a
North follows suit and since East only has trump left, he oK o ) 5 5
plays the jack in order to take the 10 and get another point vv *» * S
toward his bid of three. R west | ) N
Trumps in with the 10 Trumps in with the jack of
of clubs. He coud o clubs. He wants to vin t
Jlowed suit with the 3 1 get the 10, whic
ne decides to ik playis 210 the trick
n y and get some 48 ot
ints toward game
ET—
Leads the ace of hearts.
She wants tolry South leads
e leads her higt
nich willwin t
" n
J 10 (A8
& & v @
East wins the trick
he jackis a point card since ts i the suit
o trump (clubs). East just took ifteen m
ints toward game: ace (4 + 10 (10) + jack points toward
So fa,he's winning the point for game, an game
“ a5 two points (high and jack) toward hs bi
of three
Key concepts, terms, and
phrases related to play.
for play actions & phrases
trump. Going out
15 named at the beginning of each hand by the When a player reaches eleven and wins the
highest bidder. It s the st of the fist card same.
Ted. It stays the same throughout each hand
(sixtricks), and is used to determine who wins Going up

the points for high, low, and jack after the
handis played out.

Points
high
“The highest trump in play.

The lowest trump in play.

jack

“The lowest trump in play.

game.

Atotal of face card values added up at the
end of every hand. The player with the highest
total wins this point,

shoot the moon.
This is e highest possible bid, but is used
very rarely. A player who “shoots the moon”
must take every point (high, low, jack, and
‘game) and every trick. This means he must
lead and win every trick. If another player
takes atrick, or he doesn't win one of the four
points, he loses his bid and i out of the game
A player who decides to shoot the moon, should
make sure he's holding the Jack.

When a player doesn't make his bid he s said
to g0 up” — even though the points bid are
subtracted from the overall score,

Inthe hole.
A player vith a negative score is said to be “in
the hole”,

Pitching.

‘The action of leading the irs trick and
naming trump by putting a card face-up on
the table and in to play.

Setting the bidder
This happens during play. Its what other
players do in order to prevent the bidder from
making his bid. I its done successfully, the
bidder has been “set” and will g0 up.

Trumping in
Playing atrump when a different suit has been
led. Trump always wins the trick. When two
o more trump are played, the highest card
wins the trick.
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MAKING Grid & format

Format
MARGINS 0.625 IN
Book 6.5 IN. W X 9 IN. H

Spread dimensions

13 IN. W X 9 IN. H

Margins

0.625 IN. 6.5 IN

Columns and intervals

6 columns with 0.25 IN. intervals

0.25 IN INTERVALS
9 IN
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Color pallet
C1, M1, Y13, K10

= CO, MO, Y10, K68

m CO, MO, YO, K100
CO0, MO, Y100, KO

m CO, M100, Y100, KO

® Cl100, M86, Y7, K1

Colors

A systematic use of color was an extremely important part of the

final solution. It was used to call attention to information related to

play by indicating where play begins at the start of each trick, the

color of the suit led, and to separate explanatory information from

the information immediately describing the players, their actions,

and their rationale for play.

This yellow label flags
where play begins,. ——— westicads

The bar behind the
player name West
shows the color of the
suit in play during
this trick. This also
helps to emphasize
where play begins.

South wins the trick.

She takes six pc

A Q
LI IR JRE )

Follows suit with the 9 of
spades. It's ly card

K| 8 Q
v e *
» TR

This space is used to describe what happened in

K Q
v *
R Non |
8 @
v
53 10 J 9 2
v L] L] * L
_ A
8 _ 4
v
Trumps in wi 10 Trumps in ji
of clubs. He clubs. He v to win t
h
he 21[10]  else, hell lose the trick and
hi LK}
poi

South leads

J| 10 Al 8
LIREIRAARA

East wins the trick.
The jack is

play. It's set in the same neutral color as the table
to connect the summary to the active area of play.

The table space is gently
backed by a neutral circle to
show the cards in play.

Text describing the player's
action and thinking behind
his move. The first line
always describes the card
that was played, the color of
this line reflects the suit of
the card played.

Table describing the score
and points each player has
collected toward game. Set
on blue to call attention to
who is leading and where
the players stand in the
game as the user gets ready
to turn the page and follow
the next trick.
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MAKING

Clarendon was used for the section and page heads

and Whitney for the body and descriptive text.

section
page head

Notes, tips & explanation title

Notes, tips & explanations text

Pitch is a trick-taking game, so each hand is made
up of tricks that are played to win points. Players

don't have to bid in order to take points.

Samples of type used shown at actual size.

Typography

Section head

Whitney Book
14 point

Category heading

Clarendon Light
48 point

. play

Structure of play

First hand
a. shuffle
b. deal
c.bid
d. play out the hand
trick 1
trick 2
trick 3
trick 4
trick 5
trick 6
e.score

repeat the above for each hand,
until a player reaches eleven,

going out to win the game.
Second hand
Third hand, etc

Pitch is a trick-taking game, so each hand is made up of
tricks that are played to win points. Players don't have to

bid in order to take points.

shuffle, deal & bid

At the beginning of every hand, the cards are shuffled
and dealt. Each player gets 6 cards and has a chance
to bid. Bidding starts with the player to the left of the
dealer and moves clockwise around the table.

The highest bidder wins the lead and gets to name
trump. This is done by pitching a card face up onto
the table. The suit of the first card played is trump for
the hand.

L ]

play, score & game

Like bidding, play moves around the table clockwise.
Each player plays a card in turn and must follow suit,
or may "trump in" to take a trick. The highest card or
highest trump played wins the trick.

Atthe end of each hand, points are tallied on a sheet
There are four points in play every hand, these are:
high, low, jack and game. If the bidder doesn't make
his bid, he "goes up” and subtracts the points bid from
his overall score.

The first player (or team) to 11 wins the game.

Remember...

The highest bidder wins the lead

and names trump.

Trump stays the same throughout
each hand, but may change from

hand to hand,

Players must follow suit, or may

“trump in’

If players can't follow suit, they

may play any card they choose.

The highest card, or highest trump

played wins each trick

First player (or team) to T1 wins

Category copy

Whitney Book ¢ Bold

8/12 point
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MAKING Typography

Page head Card status
point card
’ 1o Clarendon Light ——— Dbid
‘ Q . Bidding starts at two and The first bidder is the player

30 p01nt goes up to four. Players can e level of risk for to the left of the dealer. The m
Whitney Semibold 8 pt 1 also pass or shoot the moon. B thou
Bid order Cards Bid Suit of bid Risk highest

Whitney Semibold 8/10 pt =3 o [

highest bid wins the lead.

Whitney Book 8/10 pt West
South leads West nNannRE pass & spades high first bidder
LIRAEIENAAINS
North kl[sl[o]alels 2 ¥ hearts high
1 LL * L AL the dealer
Samples of type used to describe the players and the
cards in their hands. Light drop shadows are used East AT 22T 3 acubs  safe
. . LIEIE I IR
here to hft the cards that are belng placed on the e Each player has a chance to bid based on the number of o— Main body COPY
table up off of the page to visually describe the act of . . points (high,low, jack, and game) they think they can take
. oul AlQll7 3 2]10 pass ¥ hearts nigh : in a hand. Players can pass or make a bid of two, three, four, .
playing a card. v shsea Wit ) Whitney Book
— — The bid reaches the dealer or shoot the moon. A player who wins a bid of two needs to
and all the players have take at least two of the f ilable points to make hi .
In the above scenario, East is the highest bidder with passed? The dealer s stuck E" @ ot feast two o e four avalia , ¢ poimts fomate s 10/17 pOlnt
abid of “three”. To make his bid, he must get three with the bid and has to play bid, for example high and low; or high and game. To shoot
points. This shouldn't be a problem since he has three out his hand for a minimum the moon, a player must take all four points Chigh, low, jack
points in his hand: high (ace), jack (jack), and low bid of two. ) , ) )
(2). He also has a couple other cards (the 9 and 4) to and game) as well as every trick. The highest bidder wins
protect his point cards. ® the lead and gets to name trump.
6 7

Notes, tips, and explanations
Whitney Book
10 & 8/12 point
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Cover

The covers make use of bold colors which are applied across
different card games. The imagery would be different from cover to
cover. In Pitch, the jack is emphasized since it's a key point card that
can be difficult to hold onto and can even prevent the bidder from

making his bid if it's in another player's hand.

How to play

How to play pit Ch

by Kathleen Stinson

rommy. :
s L .'. | by Kathleen Stinso

How to play

poker

by Kathleen Stinson
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