
Idea
Time to play Beachvolleyball! Just like in real
beach volleyball, each rally has three touches:
DEFENSE, SET, and ATTACK.
The player who uses their energy well, stays
calm under pressure, and reads the opponent
well will have the advantage. Because one
thing is clear: beach volleyball is a mental
game!

short decription

Game Content

End of the game
You play a best-of-five set. The first player to score 3 points wins
the set. If you run out of draw cards, simply shuffle all played
cards to make a new deck.
The game is won by the player who wins 2 sets first. And if you
still want more, you can of course keep playing!

You play a short beach volleyball set as a card game for 2 players.
Each rally always follows the same order: serve → defense → set →
attack → ...
Can you defend the attack? Then the rally continues! The twist:
attacks are played face down, so you have to guess what your
opponent is planning. You score a point with attacks that cannot
be defended. This could be a very hard spike or a soft cut shot!

SERVE

POINT?

12 power cards: each team has 3 defense and 3 attack cards
20 attack draw cards | 18 defense draw cards
16 set cards

DEFENSE

Each player receives 6 POWER CARDS (3× defense, 3×
attack) and takes them into their hand. The draw
cards are sorted by type, shuffled, and placed face
down in three piles: ATTACK, DEFENSE, SET.
Then, each player draws 4 additional ATTACK and/or
DEFENSE cards of their choice, so that they have a
total of 10 cards in hand before each rally.

attackset

Game setup

DEFENSE 1–5:
Can defend an ATTACK with
strength 1–5 and a CUT.

DEFENSE 6–10:
You can defend strong
spikes, but you cannot
defend a CUT.

BLOCK:
Blocks every hard attack,
but cannot defend a CUT.
A successful BLOCK scores a
point immediately! The
BLOCK cannot be played
after a serve.

DEFENSE cards

The cards

SPIKE:
A hard spike with strength 1–8.
CUT: 
A soft, placed short shot. It can
only be defended with cut
DEFENSE cards (1–5).

ATTACK cards

SET cards
Set cards (−2 to +3):
Set cards increase or reduce the
attack strength by the shown
value.
Special case – SET FAIL: The set
goes over the net. Then the
opponent may attack (value 0).

POWERcards
The best cards in the game!
They include:
ATTACK: 8 | 7 | CUT
DEFENSE: 10 | 5 | BLOCK

Both teams start with 6 POWER CARDS. Each rally is played with
10 cards in hand: before every rally, draw up to 10 cards (ATTACK
and/or DEFENSE) – how you split them is your tactical choice.
Think about which cards you want to save for the crucial
moments, and which cards your opponent might still have.

attackREceive set

ATTACKDEFENSE SET



Draw a set card from the pile
and place it face up next to it.
The set card shows a value
between +3 and −2, which tells
you how good the set is.
This value increases or reduces
the strength of your attack,
because a good set allows for a
strong attack!

Player 1 Player 2Rally

The player who most recently
played beach volleyball starts
set 1 with the serve. After each
point, the player who won the
point serves. Set 2 starts with
the player who lost set 1.
For the serve, choose an
ATTACK card and play it face
down. A point is scored if the
attack value is higher than the
receive (DEFENSE) value.
Note: You cannot play a cut
shot on the serve.

Cards are revealed at the
same time

3. SET

2. RECEIVE

Choose a DEFENSE card and
play it face down (note: you
cannot use a block after a
serve).
The receive is successful if the
defense value is at least as high
as the serve’s attack value.

5. DEFENSE

Choose a DEFENSE card and
play it face down.
Then the ATTACK card and
DEFENSE card are revealed at
the same time.
The attack is defended if the
DEFENSE value is at least as
high as the ATTACK value. If the
defense is successful, the rally
continues: draw a SET card and
choose a new ATTACK card.
The rally only ends when an
attack cannot be defended!
If you run out of ATTACK or
DEFENSE cards during a rally,
you lose the rally (no energy
left).

Play an ATTACK card face down.
The strength of the attack is
determined by the SET card +
the ATTACK card.
Can your opponent defend your
attack?

4. AtTACK

Cards are revealed
simultaneously.

Successful receive!

OFFENSE: 7+1 =8

POINT for Player 2

DEFENSE : 7

Examples of special cards

Point for player 2 (DEFENSE)

Point for Player 2 (offense):
 The block cannot stop a cut shot.

point for player 1 (OFFENSE)
Note: For a cut shot, the quality of the set does

not matter.

Successfully defended!
A cut has no ATTACK POWER, BUT can only be defended

with Defense cards 1–5.
And the rally continues…

When you win a point, take all
played cards and place them in
a pile in front of you to keep
score. Each pile counts as one
point.

6. Point

1. SERVE

Draw up to 10 cards in hand
(ATTACK and/or DEFENSE).

Draw up to 10 cards in hand
(ATTACK and/or DEFENSE).


	Spielidee
	Es wird Beachvolleyball gespielt! Wie im echten Beachvolleyball sind pro Ballwechsel drei Ballkontakte erlaubt: Abwehr, Zuspiel, Angriff. Wer seine Kräfte am besten einteilt, unter Druck ruhig bleibt und den Gegner richtig liest, hat die Nase vorn. Denn eins ist klar: Beachvolleyball ist Kopfsache!

	Kurzbeschreibung
	Spielende
	Spielinhalt
	12 Power-Karten:  Pro Team 3 DEFENSE & 3 ATTACK KARTEN
	20 ATTACK nachziehkarten | 18 DEFENSE Nachziehkarten
	16 SET Karten

	Spielvorbereitung
	ABWEHR
	ZUSPIEL
	ANGRIFF

	DIE KARTEN
	DEFENSE KARTEN
	ATTACK KARTEN
	SPIKE: Harter Angriffsschlag mit Schlagstärke 1-8 CUT:  Ein platzierter kurzer Schlag. Kann nur durch CUT-Abwehrkarten verteidigt werden (1-5).

	SET KARTEN
	Von +3 bis -2: Die Zuspiel-Karten erhöhen oder reduzieren die Angriffsstärke um den ange-gebenen Wert.  Sonderfall SETFAIL: Zuspiel geht über das Netz. Dann darf der Gegner angreifen (Zuspielwert 0)

	POWERKARTEN
	Die besten Karten im Spiel! Bestehend aus: ATTACK:  8 | 7 | CUT   DEFENSE:  10 | 5 | BLOCK

	TEAM 1 / SPIELER 1
	Hand auf 10 Karten auffüllen (ATTACK und/oder DEFENSE).
	1. Aufschlag
	Der Spieler, der zuletzt Beachvolleyball gespielt hat, beginnt Satz 1 mit dem Aufschlag. Nach jedem Punkt schlägt der Punktgewinner auf. Satz 2 startet der Verlierer von Satz 1.
	Für den Aufschlag wählst du eine ATTACK-Karte und spielst sie verdeckt aus. Ein Punkt entsteht, wenn der Angriffswert höher ist als der Annahmewert.
	Hinweis: Beim Aufschlag darf kein CUT gespielt werden

	5. Abwehr

	TEAM 2 /SPIELER 2
	Hand auf 10 Karten auffüllen (ATTACK und/oder DEFENSE).
	2. Annahme
	Wähle eine DEFENSE-Karte und spiele sie verdeckt aus (Hinweis: nach einem Aufschlag ist kein BLOCK erlaubt).
	Die Annahme gelingt, wenn der Annahmewert mindestens so hoch ist wie der Aufschlagwert.

	3. Zuspiel
	Zuspielkarte (SET) vom Stapel ziehen und offen daneben ablegen
	Die Zuspielkarte hat einen Wert zwischen +3 und -2, zeigt also wie gut das Zuspiel ist.
	Der Wert erhöht oder reduziert die Qualität eures Angriffs, denn ein gutes Zuspiel ermöglicht einen starken Angriff!

	4. Angriff
	Angriffskarte (ATTACK) verdeckt ausspielen.
	Die Stärke des Angriffs wird durch die Zuspielkarte plus die Angriffskarte bestimmt.
	Kann dein Gegner deinen Angriff abwehren?

	6. Punkt
	Bei einem Punktgewinn nimmst du alle ausgespielten Karten und legst sie als Punktestapel vor dir ab. Jeder Stapel zählt als ein Punkt.



	Ballwechsel
	Wähle eine DEFENSE-Karte und spiele sie verdeckt aus.
	Dann werden ATTACK-Karte  und DEFENSE-Karte  gleichzeitig aufgedeckt.
	Der Angriff ist abgewehrt, wenn der Abwehrwert mindestens so hoch ist wie der Angriffswert. Bei erfolgreicher Abwehr geht der Ballwechsel weiter: Ziehe eine Zuspielkarte und wähle erneut eine Angriffskarte.
	Der Ballwechsel endet erst, wenn ein Angriff die Abwehr überwinden kann!
	Wenn dir im Ballwechsel ATTACK- oder DEFENSE-Karten ausgehen, verlierst du den Ballwechsel (keine Kraft mehr).

	Beispiele für Sonderkarten
	PUNkT für TEAM 2 (DEFENSE)
	PUNkT für TEAM 1 (OFFENSE) Gegen einen Cut ist der Block machtlos
	PUNkT für TEAM 1 (OFFENSE) Hinweis: bei einem CUT spielt die Qualität des Zuspiels keine Rolle
	Erfolgreich abgewehrt!  Ein CUT hat keine Angriffsstärke, kann aber nur mit DEFENSE 1-5 abgewehrt werden. Und der Ballwechsel geht weiter..

	English
	Idea
	Time to play Beachvolleyball! Just like in real beach volleyball, each rally has three touches: DEFENSE, SET, and ATTACK. The player who uses their energy well, stays calm under pressure, and reads the opponent well will have the advantage. Because one thing is clear: beach volleyball is a mental game!

	short decription
	SERVE
	DEFENSE
	SET
	ATTACK
	POINT?

	End of the game
	Game Content
	12 power cards: each team has 3 defense and 3 attack cards
	20 attack draw cards | 18 defense draw cards
	16 set cards

	Game setup
	DEFENSE

	The cards
	DEFENSE cards
	ATTACK cards
	SPIKE: A hard spike with strength 1–8. CUT:  A soft, placed short shot. It can only be defended with cut DEFENSE cards (1–5).

	SET cards
	Set cards (−2 to +3): Set cards increase or reduce the attack strength by the shown value. Special case – SET FAIL: The set goes over the net. Then the opponent may attack (value 0).

	POWERcards
	The best cards in the game! They include: ATTACK: 8 | 7 | CUT DEFENSE: 10 | 5 | BLOCK
	Player 1
	Draw up to 10 cards in hand (ATTACK and/or DEFENSE).


	1. SERVE
	The player who most recently played beach volleyball starts set 1 with the serve. After each point, the player who won the point serves. Set 2 starts with the player who lost set 1.
	For the serve, choose an ATTACK card and play it face down. A point is scored if the attack value is higher than the receive (DEFENSE) value.
	Note: You cannot play a cut shot on the serve.

	5. DEFENSE
	Player 2
	Draw up to 10 cards in hand (ATTACK and/or DEFENSE).


	2. RECEIVE
	Choose a DEFENSE card and play it face down (note: you cannot use a block after a serve).
	The receive is successful if the defense value is at least as high as the serve’s attack value.

	3. SET
	Draw a set card from the pile and place it face up next to it.
	The set card shows a value between +3 and −2, which tells you how good the set is.
	This value increases or reduces the strength of your attack, because a good set allows for a strong attack!
	4. AtTACK
	Play an ATTACK card face down.
	The strength of the attack is determined by the SET card + the ATTACK card.
	Can your opponent defend your attack?

	6. Point
	When you win a point, take all played cards and place them in a pile in front of you to keep score. Each pile counts as one point.



	Rally
	Choose a DEFENSE card and play it face down.
	Then the ATTACK card and DEFENSE card are revealed at the same time.
	The attack is defended if the DEFENSE value is at least as high as the ATTACK value. If the defense is successful, the rally continues: draw a SET card and choose a new ATTACK card.
	The rally only ends when an attack cannot be defended!
	If you run out of ATTACK or DEFENSE cards during a rally, you lose the rally (no energy left).
	DEFENSE : 7
	OFFENSE: 7+1 =8


	Examples of special cards
	Point for player 2 (DEFENSE)
	Point for Player 2 (offense):  The block cannot stop a cut shot.
	point for player 1 (OFFENSE) Note: For a cut shot, the quality of the set does not matter.
	Successfully defended! A cut has no ATTACK POWER, BUT can only be defended with Defense cards 1–5. And the rally continues…


