
FIELD 4 CARD GAME

It all started the day we received a strange invitation. We were in 
the changing room with our coaches. I opened the letter and started 
reading. We were being invited to play at the “Field 4” Tournament. 
None of us knew anything about the event. Not even Alicia, who’s 
always telling us stories about legendary and mysterious football 
teams. And none of us had registered the team for the tournament, 
that was certain. In conclusion, someone we didn’t know was inviting 
us to a mysterious tournament with game rules that were very 
different to the ones we are familiar with.

Immediately we realized this was a challenge for The Footballest. Nobody 
better than us to solve the mystery of Field 4 and win in that pitch.

Field 4 is the new challenge for The Footballest. It is an exciting card 
game for 2-4 players, ages 7 and up, where they will compete to win 
a football match. Nobody knows the rules of this tournament, but you 
can count on the help of The Footballest. Together you will discover 
how the footballs multiply in the field and how to take the 
most footballs of your colour to your goal area.

In The Footballest, focus and strategy are your 
best allies to win the match. The average playing 
time of a game is 15 minutes.

INTRODUCTION
A STRANGE INVITATION

OVERVIEW
WHAT IS GOING ON IN FIELD 4?

FOLLOW THE LINK TO WATCH A VIDEO ON HOW TO PLAY



You and The Footballest are already at Field 4. You have to prepare 
well to come out victorious. Read the rules carefully so everything is 
ready before kick-off:

 Choose the colour of your goal area and place the 3 cards that 
make up the goal area face down on your playing area.  

 Separate the cards into 2 decks. Place all the footballs in one 
deck and the rest of the cards in another deck to create the 
Game deck. The Game deck will include a certain number of 
goalkeepers, depending on the number of players:

 In 2-player games, add 5 goalkeepers to the deck.
 In 3-player games, add 8 goalkeepers to the deck.
 In 4-player games, add 10 goalkeepers to 
the deck (all those included in the game).

 Shuffle the Game deck and place it face down 
in the centre of the table. Next to it, you will 
place the face-up discard pile. Then, shuffle 
the Football deck and place it face down in the 
centre of the table.

 Choose a player at random to be the starting player. 

 Deal 3 Game cards to each player.  

NOTE
If the Game 

deck runs out 
of cards, shuffle 
the discard pile, 
and place it face 
down to create 
a new deck and 
continue playing.

50 Game 
cards

12 Goal Area 
cards

24 Football 
cards

4 Player Aid 
cards

CONTENTS
LINEUPS AND RESOURCES

SETUP
EVERYTHING READY ON THE FIELD
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To win a game of Field 4, you need to be the player 
with the most footballs matching the colour of 
your goal area by the end of the match. 

The Footballest will give you more footballs during the 
match and will also steal footballs for you from other 
goal areas. Additionally, you can count on Camuñas 
to prevent other players from stealing your footballs. 

RULE 1: During your turn, you have to choose whether to play a card from 
your hand, performing the card’s action, or discard any number of cards. 

RULE 2: Draw as many cards 
as you need to replenish your 
hand up to 3  cards and end 
your turn. Play proceeds to the 
player to your right.

GAME OBJECTIVE
HOW CAN YOU WIN AT FIELD 4?

GAME RULES
HOW TO PLAY FIELD 4

NOTE
The game ends 

when all the 
players have 

completed their 
goal areas.



RULE 3: Whenever you get a football, place it on your playing area, 
below your goal area, even if the cards that make up your goal area 
are all face down. The colours of your footballs must be visible to all 
players. The more footballs you have the better. 

RULE 4: The game ends 
when all the players have 
completed their goal areas.

RULE 5: Once the match is 
over, the footballs in each 
player’s goal area score 
goals. The player with the 
most footballs matching the 
colour of their goal area wins 
the game. In case of a tie, the 
tied player who scored the 
most goals, regardless of the 
colour, wins. If there is still 
a tie, the tied player who is 
first in turn order wins.



1. Goalkeeper. When you play the goalkeeper, it has 3 
types of actions to choose from, depending on the situation.

 Action 1: Use the goalkeeper to 
flip 1 Goal Area card.

 Action 2: If your goal area is 
complete (3 cards face up), you 
can use a goalkeeper to flip 
another player’s Goal Area card.

 Action 3: If your goal area is 
complete (3 cards face up), you 
can use each goalkeeper to 
prevent a defender from stealing 
a football from your goal area.

 EXCEPTION: In 2-player games, 
when any player completes 
their goal area, both players can 
use the goalkeeper to stop the 
defender’s action.

2. Defenders. The action of defenders is 
to recover footballs from other players’ 
goal areas. Defenders allow you to steal a 
football of any colour from any player.

CARDS AND ACTIONS
THE HELP OF THE FOOTBALLEST

NOTE
When your goal area is 

completed, if a defender tries to 
steal a football from you, you can 
play a goalkeeper card face up 
on your playing area, cancelling 

the action of your opponent. 
There is no limit to the number 
of times you can perform this 

action during the round, provided 
you have enough goalkeepers. 

During your turn, if you still have 
any cards in your hand, you 

can proceed as usual and draw 
as many cards as you need to 
replenish your hand up to 3.

NOTE
Watch out! A 
goalkeeper 

might cancel 
your action.



3. Strikers. The action of the strikers allows you to draw a 
football from the Football deck.

4. Referees. If any referee is in your playing area, their 
action prevents a player from playing any cards. The referee 
is placed on another player’s playing area, where it remains 
face up until their turn. During their turn, the player must 
place the referee on the discard pile and end their turn.

5. VAR. The action of the VAR is to cancel a football. This 
action allows you to take another player’s football and 
remove it from the playing area. Place the football at the 
bottom of the Football deck.

6. Bench. The action of the bench allows you to play this card 
as a defender, striker, or goalkeeper.

7. Wall. The action of the wall cancels any threat to you 
during 1 turn. Therefore, it cancels the effect of any card. At 
the beginning of your next turn, remove it from the playing 
field and place it on the discard pile. Warning! The wall does 
not cancel free kicks.

8. Free kick. The player who has this card at the end of the 
game will lose a football of their own colour. This is a card you 
cannot discard, and the only way to get rid of it is exchanging 
it with another player´s card (chosen at random from their 
hand). That player cannot get rid of it until their next turn. 



 If you are the first to complete your goal area, you can prevent 
your opponents from stealing your footballs.

 If you complete your goal area and are ahead in the score, focus 
on completing your opponents’ goal areas.

 Watch out! Don’t lose your focus and remember to get rid of the 
free kick.

 If there are many footballs of the matching colour in your goal 
area, do not use your strikers.

 The VAR will help you get rid of a specific football for a good while.

USEFUL TIPS
THE EXPERIENCE OF THE TEAM
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