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MY ORBIT OFFICIAL RULES GAME PLAY {PREV NEXT )

GAME ROUNDS ROUND 1:

VISIT cZONES Once the target colors are determined, the 1. Play four cards. (Although you see these
cut is finished by placing the top half of the cards face-up as you play them, they will
deck under the bottom half, making the appear face-down to your opponent.)
revealed card the last card in the deck. This

means each player will know which card is at 2. Reveal all four cards, The computer will

the bottom of each deck. then calculate and award points.
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T i AT For the first round, the computer will draw a

3. Discard option: At this point, you can
T T .
ol = hand nf_mt {6) cards for each player from the choose to discard one, both, or neither of the
top of his or her own deck

FIFE HEROES-/ii | : two remaining cards in your hand. If you do

NO w,mrmc : 3 discard any of your cards, the computer will
Both players will play cards in sequence to a draw new cards until you have a total of six
7-card line, The game is broken into two (6) in your hand.

rounds as follows:
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