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DOUBLEHEAD KIDS - Doppelkopf for 
children  
Prototype Rules V1.0 

 
The Background Story 
 
King Frederick II invites you to a special tournament at his 
castle "Sans Soucis" ("without worries"). From there he has 
already made many positive and peaceful changes for his 
people. He is also no longer in the mood for the sword-
wielding lance-breaking brutal tournament games, where people 
and horses are sent against each other. He invites you to 
compete in a special duel with the other knights: a 
"Doppelkopf" tournament in which brains, team spirit and 
game tactics decide the winner of the tournament. 
 

DOUBLEHEAD KIDS -  
The Tournament Card Game 
 
DOUBLEHEAD is a card game for four (or more persons), 
which depicts the "Doppelkopf" normal game with cards 
suitable for children. The game is suitable for players from 
about 6 years (the numbers from 1 to 20 must be read and 
recognized independently) and lasts about 30-45 minutes or 
60-90 minutes, depending on the chosen winning score.  
 
The "Doppelkopf"-Game is one of the most popular German 
card games, which finds more and more enthusiastic fans and 
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supporters, who organize themselves in clubs and even in a 
German umbrella organization (DDV). Doppelkopf even 
manages to replace the extremely popular game Skat as the 
favourite card game of the Germans. Doppelkopf probably 
originated from the game "Schafkopf", which already had a 
set of rules since 1895.  
 
Doppelkopf got its name from the fact that all cards in the 
game are doubled. DOUBLEHEAD for 4 players consists of 
48 playing cards. The playing cards have differently 
displayed strengths (shield symbol at the top right), which 
determine the ranking of the card and silver winning coins, 
which represent the winning value of a card. Furthermore the 
cards are assigned to four different family coats of arms 
(colours): the royal family with the red crown sign (26 
cards), the black princely families with cross and spades 
signs (8 cards each) and the red princely family with the 
heart sign (6 cards). The royal family's cards are trumps.  
 
DOUBLEHEAD is a party game, i.e. the four players form 
two teams: the party with the princesses/prince pair and the 
party without the princesses/prince pair. As a game goal, 
each team tries to bag more silver winning coins than the 
opposing team. A total of 240 silver winning coins can be 
collected in a game round with 12 duels (tricks). The party 
with at least 121 silver winning coins wins the round and 
receives victory points in the form of gold coins. 
Furthermore, additional victory points can be gained through 
special points. 
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The special attraction of the double-headed game is that at 
the beginning of a new round the players do not know with 
whom they are playing. Only when the princess and the 
prince are laid out bit by bit, the picture becomes clearer 
for the players and the other players recognize in which 
team they are playing. Each game round is different and 
takes place in different player combinations. It is forbidden 
to signal to other players whether you are playing together 
in a team by verbal utterances or sign language. It is very 
well allowed to send playful signals to your fellow players 
by tactically laying out cards (e.g. deliberately re-buttering 
silver winning points into a duel or not). Bluffing is also 
allowed here, of course, to create confusion. 
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Let's get going. 
 

The game principle 
 
The double-headed tournament consists of several rounds. 
Each player is dealt 12 cards in one hand. Each round 
consists of 12 duels (tricks), i.e. in each duel each player 
discards one card after the other. The player who wins the 
duel may place the four cards played in front of him on his 
winning pile and begin the next duel by laying the first card 
of the duel. The special: At the beginning of a game round 
you do not yet know which other player you are allied with, 
i.e. playing together. The two players who play the princess 
and the prince (see special rule "Wedding", see below) form 
one team and the two players without princess and prince 
form the other team. At the end of a game round, the 
teams add up the silver winning coins of the captured cards. 
The team with at least 121 points wins (120 to 120 means 
no team wins). Each player of the winning team of a round 
receives 1 gold coin card.  
 

This is how you win the game 
 
You win the game if you have bagged a total of 3 gold 
coins in a short game (lasts about 30-45 minutes) or 6 gold 
coins in a long game (lasts about 60-90 minutes). You can 
also decide how many gold coins you need to collect to win. 
If several players reach the specified number of winning 
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coins at the same time, the game will continue until the first 
player has a winning coin in front and the tournament wins. 
 
It is important to watch the game closely (e.g. remember 
which cards have already been played) and to cooperate with 
the allied player. So don't just watch your own cards. 
 
Important! It is forbidden to signal to your fellow players 
with words or signs whether you are playing together or not. 
 

Playing the first duel of the first game round 
 

• Shuffle cards well 
• The oldest player deals 12 cards to each player by 
placing one card face down for each player in turn. 

• Sorts the cards in hand well by family coat of arms 
(crown, cross, spade, heart) and strength (20 to 1) 

• The player clockwise to the left of the dealer may 
play the first card of the first duel. 
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• The first card laid out determines which family coat of 
arms (crown, cross, spade or heart) must be laid (i.e. 
served) in the duel. This is the valid winnings coat of 
arms. There is an obligation to serve, i.e. as long as 
you have the coat of arms laid out first in the duel on 
your hand, you must lay it out when it is your turn to 
do so.  

• If you still have cards of the first emblem placed in 
your hand, you must also place a card of that emblem. 

• Can't you lay the first coat of arms you played 
because you don't have any left? You now have the 
choice between two possibilities: 
1. You can play any card of the princely families 

(cross, spade or heart). Cards laid cannot win the 
duel. So you just discard a card with no chance of 
winning. 

2. You can override the duel with a card from the 
royal family. Only cards with coats of arms of the 
royal family decide from this time on the profit of 
the duel. 

 
• Example: Player 1 crosses, player 2 crosses, player 3 
has no cross so he puts crown and changes the winning 
coat of arms to crown, player 4 also has no cross and 
discards a heart card - This means player 3 wins the 
game round. If player 4 had also laid crown, the player 
3 or 4 with the strongest crown card wins. 

 
• The next player clockwise is in turn 
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• The duel is won by the player who placed the card 
with the greatest strength of the last valid coat of 
arms. 

• If two players lay the same strength, the player who 
laid the card first in the duel wins (note the special 
rule "second king", see below). 

• The player who has won the duel places the 4 cards in 
front of him on his winning pile. 

• The silver winning coins now belong to him 
 
• The player who has won the duel may now play the 
first card of the next duel. 

• The winner of the further 11 duels will be determined 
analogously to the procedure in the first duel. 

 

Counting a game round 
 
When all 12 duels have been played, the round can be 
counted: 
 

• Each player counts his captured silver winning coins 
from the cards in front of him in the winning pile.  

• The two players of a team add their silver coins 
together. 

• The team with more than 120 silver coins wins the 
game round  

• Each of the two players of the winning team will 
receive a gold coin card.  
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• If the silver coins are equal 120 to 120, no team gets 
a gold coin.  

• If a player has collected the specified number of gold 
coins (3 or 6), he wins the game. 

• If there is a tie on gold coins, the game will continue 
until one player has at least one gold coin advantage 
or both players declare themselves as joint winners. 

• If nobody has won yet, the player who played the first 
card in this round now collects all cards, shuffles them 
and starts again from the beginning. 

 
Some rounds can also be played open for learning purposes. 
The special charm of the game only comes up when you 
don't know what you're playing with at the beginning. 
 
Have fun with DOUBLEHEAD Kids! 
Jola, Henri, Felix, Tine and Jörg 
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special rules  
 
Wedding (always valid) 
If a player has the princess and the prince on hand, he can 
announce a wedding within the first 3 rounds of the game. 
He then chooses whether he wants to play alone against the 
3 other players, or which player he wants to make his ally. 
If he doesn't say anything in the first three rounds, he 
plays alone. If he wins a round alone, you receive 2 gold 
coins as a reward. 
 
The following special rules can be integrated into the game 
to add new variations and make the game even more 
interesting for experienced players. 
 
Second king (crown 20) beats first king 
If both kings (crown 20) are laid in a duel, the player who 
laid the second king wins the duel. In this variation of the 
game, there is no absolute highest card until the time when 
the first king is played. 
 
Fox (Crown 11) - Additional win points for each 
player on the team 
If you can capture the card Crown 11 (also called the "Fox") 
from the opposing team, you and your team-mate each 
receive a gold coin extra at the end of the game round. 
Place a captured fox next to your winning pile and 
remember which player you captured it from if you don't 
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know who you're playing with yet. The fox only counts if it 
didn't come from your ally. The two teams' foxes captured 
by each other add up, i.e. if players from different teams 
capture foxes, only the team that has captured more foxes 
than the other team receives an additional win point. 
 
Karlchen (Crown 15) - Additional profit point for one 
player 
If you win the last duel of a game round (each player has 
only one card left) with the "Karlchen", you receive an extra 
gold coin. If the other team wins the round and catches your 
Karlchen, the player of the other team receives an extra 
gold coin to win the duel. 
 
Sources:  

• Official tournament rules (TSR) of the German 
Doppelkopf Association e.V. (DDV) 

• Wikipedia "Doppelkopf" Rules 
 


