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 Object of the Game 
The object of ’echad! is to demonstrate your knowledge of ancient Israelite-Judean history while play-
ing all of your cards to the table. 

 Anatomy of a Card 
Each ’echad! card contains three “InfoBits”: (1) the name of an important person, 
place, or event, printed in blue; (2) a map depicting Syria-Palestine, Egypt, or Meso-
potamia; and (3) a time reference (by century or millennium), printed in red (all 
time references are BCE). The three InfoBits on a card do not belong together. For 
example, the card shown here mentions the Hyksos invasion and the 7th century 
BCE, and shows a map of Mesopotamia. The Hyksos invasion (of Egypt) has noth-
ing to do with Mesopotamia and dates not to the 7th century BCE, but to the second 
millennium. The three InfoBits on the card do not relate to each other, but rather to 
InfoBits on other cards. (There may be a few exceptions to this principle, but they do not affect game-
play; the important thing is that you realize these are not “flash cards.”) 

 How to Play 
Getting Started 

Select a dealer. The dealer shuffles the cards and deals a hand of cards to 
each player. The size of the hand depends on the number of people playing. Af-
ter dealing, the dealer places the remaining cards face-down in the middle of the 
table to form the “draw pile.” The dealer then takes the top card of the draw 
pile and places it face-up in the middle of the table. 

Individual Turns 
Play begins with the player to the dealer’s left, and then proceeds clockwise around the table. 
On your turn, examine the cards in your hand, and try to discard one of them. You may discard a 

card only if one its InfoBits matches one of the InfoBits of a different type on the top card of the discard 
pile. There are four ways to make matches: (1) the person, place, or event named on your card belongs 
to the region or culture depicted in the map on the top card of the discard pile; (2) the person, place, 
or event named on your card belongs to the time period named on the top card of the discard pile; (3) 
the person, place, or event named on the top card of the discard pile belongs to the region or culture 
depicted in the map on your card; or (4) the person, place, or event named on the top card of the dis-
card pile belongs to the time period named on your card. You may not claim like pieces of information 
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6–7 4 

8–up 3 
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as matches; that is, people may not be used to match other people, maps may not be used to match 
other maps, and time periods may not be used to match other time periods. Also, since the geographi-
cal regions depicted in the maps persist over all the time periods named, maps and time periods may 
not be used to match one another. Therefore, each match must include either the person, place, or 
event named on a card in your hand or the person, place, or event named on the top card of the discard 
pile. There are a few other important rules to remember: 

When matching events to regions, the region must be the region in which the event primarily took 
place. 

When matching people to regions, the region may be the person’s region of origin or a sphere of 
significant activity. 

Because geography and religion persist over time, places and gods named in the blue InfoBit may 
not be used to match time periods. 

Here’s an example of play. Suppose that you get to play first, and your opening hand consists of 
the following cards: 

The top card of the discard pile is: 

You could discard either card #1 or card #2, since both Nebuchadnezzar and Hammurabi were Meso-
potamian rules (more specifically, Babylonian kings, though in quite different time periods). You 
could also discard card #1, since Zedekiah was a king of Judah (located within Syria-Palestine). You 
could not discard card #3 on the basis that Baal was worshiped in the 8th century, because gods may 
not be used to match time periods. Also, you could not discard card #4 or card #5 on the basis that 
Mesopotamian empires were responsible for the fall of Jerusalem and the fall of Samaria, because the 
“action” of those events took place in Syria-Palestine, not Mesopotamia. You could, however, discard 
card #5, because the fall of Samaria dates to the 8th century. 

If you cannot play any of the cards in your hand, you must draw one card from the top of the draw 
pile. If that card presents you with a legal discard, you may discard it immediately; otherwise, you 
must place that card in your hand. Play then passes to your left. 
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Challenges 
If you declare a match that any other player considers inappropriate, that player may challenge 

your match. When a challenge is issued, you and the challenger should check your Bible or other re-
sources to determine who is correct. If your match turns out to be acceptable, the challenger must 
draw one card from the draw pile. If, however, your match turns out to be unacceptable, you must re-
turn the card you played to your hand and draw one card from the draw pile, which you may not play 
this turn. You do not get to play another card this turn. Play then passes to your left. 

’echad! 
Whenever playing a card causes you to have only one card left in your hand, you must immediately 

say “’echad,” the Hebrew number “one.” (Please note that the ch is pronounced hard, like the ch in 
Christopher, but formed farther back in your mouth so that it comes out “airy.”) If you fail to say 
“’echad” within about five seconds of playing your card, any other player may say “’echad” for you. If 
you forget to say “’echad” and another player says it for you, you must draw one card from the top of 
the draw pile. Play then passes to your left as usual. 

Winning the Round 
A round ends when one of the players “goes out” by discarding his or her last card. At the end of 

the round, the dealer awards each player points equal the number of cards remaining in his or her 
hand. 

Subsequent Rounds 
After a round has ended and the dealer has recorded the scores, pass the dealing and scorekeeping 

responsibilities clockwise to the next player. That player should shuffle and deal the cards for another 
round, keeping a running total of scores. 

Ending the Game 
A game consists of enough rounds for every player to deal once. The player with the lowest total 

score at the end of those rounds wins the game. 

 Assembling a Deck 
To make your own deck of ’echad! cards, you will need seven pages of cardstock paper, or—better—
seven pages of full-page peel-and-stick labels (available at most office supply stores) and a deck of 
standard poker cards (with Jokers, because there are 54 ’echad! cards). Print the following pages out on 
the cardstock or peel-and-stick labels, then trim them apart following the cut guides on the sheets. If 
you are using peel-and-stick labels, affix the labels to the faces of your playing cards. The cardstock 
method is faster, but the peel-and-stick cards shuffle better. 










