Hey Bartender, make me a hlghball qulck'

The customers are getting noisy, and you want to serve them their
drinks. But the bartenders won’t make a drink unless they have all
the right bottles in front of them. You need to move the bottles from
bartender to bartender until they can make a drink. If there are too
many bottles in front of them, the bartenders will punish you by
adding ice cubes. Try to get the bartenders to make all the drinks on
your order sheet, and don’t collect too many ice cubes. Then, when
“Last Call” comes, you’ll see who is the best server in the bar!
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40 Ice Cubes
Labels
for the Bottles
1 Rule book:
(You’re reading it.)

6 Bartender Boards S 24 Liquor Bottles
(4 each Rum, Vodka, Gin, Brandy, Triple Sec,

and Irish Cream)
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Before the First Game, attach the
labels to the bottles:
White =rum  Yellow = brandy

Green=gin  Red = triple sec
Blue = vodka Black = Irish cream

Vodka



gam.e Setup

Place the six bartender boards in

a circle in the middle of the table.
Place four bottles on each board. All
four bottles must be the same, but it
doesn’t matter which liquor starts on
which bartender. Place the ice cubes
in a pile within easy reach.

Shuffle each deck of drink cards
separately, and deal one of each type
(Shooter, Martini, Highball, Specialty)
to each player. Put the rest aside, as
they will not be used.

Play bartender
cards here.

Each player takes a bar coaster and
the matching ID. Place the coaster on
the table in front of yourself, to show
which bar you work for. Arrange the
IDs on the table in a column. This

is the priority list. The player at the
bottom of the column will be the first
dealer. NOTE: In a two-player game,
the coasters and IDs will not be used.
In this case, choose a first dealer ran-
domly.

The first dealer sets aside his hand of
drink cards, and shuffles the bartender
cards, ready to deal.

Priority list

_ Club

(Each player has:

1 bar coaster
=T
and 4 drink cards

laying the Game

Overview

The dealer will deal cards in front of
the matching bartenders. Players will
use these cards to move liquor bottles
from one bartender to another. When a
bartender has the right combination of
bottles, a player will play a drink card
and receive ice cubes for each extra
bottle the bartender has.

When one player has played all four
drink cards, that player checks out and
calls, “Last Call”. All the other play-
ers must then make the rest of their
drinks. The player who has taken the
fewest ice cubes wins.
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Dealing the cards

The dealer turns cards up one at a
time, calling out the name of the bar-
tender on the card and placing the card
face-up beside the matching bartender
board. If more than one card is placed
beside a bartender, they should be
fanned out so the players can count
how many are there.

The dealer should pause a short time
between dealing cards (probably no
more than 5-10 seconds), to allow
players to evaluate the situation. The
dealer will continue until a player calls
“Order!” If the deck runs out at any
time, shuffle the discarded cards and

2 continue.



At any time, if a bartender has four
cards next to it, these four cards are
immediately discarded before the
dealer proceeds.

“Order!”

At any time, a player may call “Or-
der,” indicating that they want to
move a bottle. The dealer may never
call “Order!” EXCEPTION: In a
2-player game, the dealer is allowed to
call “Order.”

If two or more players want to call
“Order” at the same time, the player
whose bar ID is higher up in the prior-
ity list is the one who gets to call it.
IMPORTANT: It is not the player
who is first to yell “Order” who gets to
make an order and move a bottle, it is
the one whose bar ID is higher.

When a player calls “Order”, the
dealer stops dealing. A bottle will be
moved and a new dealer will be as-
signed. :

Example:

Bill and Claire both want &5
to call “Order”. Bill is
higher on the priority
list, so Bill can move a
bottle.

Bill moves the bottle of
Triple Sec (red) from
Jasmine to Kathy. He
then discards the
bartender cards in front
of Jasmine and Kathy.

The cards in front of
Frank and Otto remain,
since they were not
involved in the move.

Moving a bottle

The player who called “Order” may
move one bottle (only one) from one
bartender to another. Both the bar-
tender the bottle is moved from, and
the bartender the bottle moves to,
must have at least one matching card
face-up next to them. (Exception:
“Wild Bartender*, see below.) All the
face-up cards next to the two bartend-
ers involved are then discarded. Any
face-up cards in front of other bartend-
ers are not affected.

Wild Bartender

A bartender with three cards face-up
next to it is a “Wild Bartender®. A
player who calls “Order” may move a
bottle from any bartender to a “Wild
Bartender®, or from a “Wild Bartend-
er” to any other bartender, even if the
other bartender has no cards face-up.
The face-up cards of the “Wild Bar-
tender” are discarded after the bottle is
moved.

Priority list

After



Making a drink

After a bottle has been moved, any
player may make a drink. If any one
of the six bartenders has the right
combination of bottles to make one of
your drinks, you may play your drink
card. Place it face-up on the table in
front of you, to show the other play-
ers that you have made your drink.
Then turn it face-down and tuck it
under your coaster. Note that if your
drink requires two bottles of the same
liquor, then the bartender must have at
least two bottles of that type.

When you make a drink, count how
many extra bottles the bartender has.
These are the bottles that are not used
to make your drink, and they may
also include extra bottles of the same
liquor used in your drink. You must
take a number of ice cubes equal to
the number of extra bottles.

Any player may make a drink, even
the dealer. More than one player may
make a drink, and a player may make
more than one drink. You may also

Example:

choose not to make a drink that you
could have made, if you don’t want
to take too many ice cubes. When all
players who can (and who want to)
have made their drinks, a new deal
will start.

Change dealers

The player who called “Order” and
moved a bottle will be the new dealer.
Move this player’s bar ID to the bot-
tom of the priority list. The other IDs
shift up to make room. The previous
dealer gives him the deck of bartender
cards, and the new dealer will deal
until another “Order” is called.

Special rules for two players

If both players want to call “Order” at
the same time, the player who is not
the dealer will call “Order” and move
a bottle.

If the dealer calls “Order”, they will
remain the dealer after bottles are
moved. If the other player calls “Or-
der”, then that player will become the
new dealer after bottles are moved.

Bill makes:  Edgar makes:

)

and gets:
E =
Lo

Bill has just called “Order” and moved the red bottle. (See previous example.) He now
has Kathy make his martini. There are no extra bottles, so he gets no ice cubes. Edgar
also makes a drink. He has Jasmine make a shooter. Since there is one extra bottle on

Jasmine, he gets one ice cube.

Since Bill called “Order” and moved a bottle, Bill now moves his bar ID to the bottom of
the priority list and becomes the next dealer.
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“Last Call”

When you play your last drink card,
you must call “Last Call” and check
out. Move your bar ID to the top of a
new column: The checkout column.
All players must now finish their re-
maining drinks and check out.

If two or more players finish their last
drinks at the same time, the player
highest in the priority list checks out
first, followed by the others in list
order.

When each player checks out, they
place their bar ID in the checkout
column below the IDs of the other
players who have checked out before.
In this way, the checkout column will
show the order in which the players
have checked out.

VAR

Finish the remaining drinks
Once “Last Call” has been called, the
bartender cards are not used. Pick
them all up and set them aside. One at
a time, in priority order, each player
who has not checked out must make
all of their remaining drinks, using the
following rules.

Move bottles one at a time, from any
bartender to any other bartender. For
each bottle you move, you must take
one ice cube. At any time, you may
make one or more drinks, taking ice
cubes for extra bottles as usual. You
must continue until you have played
all four of your drink cards. Then you
may check out, and the next player
must make all of his remaining drinks.

Winning the game

Once all players have checked out, the
player with the fewest ice cubes wins
the game. If there is a tie, then the
player who checked out first wins.

Variations

Alternate rule for finishing
drinks

If players wish, they may play by this
alternate rule for finishing their drinks
after “Last Call”.

Instead of each player finishing all of
his drinks before the next player has

a turn, each player finishes one drink,
using the above rules. Then the player
checks out if they have finished all
their drinks. Otherwise they must wait
for another turn. Then the next player
finishes one drink, and so on.

After all players have finished one
drink (and some have possibly
checked out), the remaining players
who haven’t checked out, each get a
turn to finish one more drink. Again
this is in priority list order. This con-
tinues until all players have finished
all their drinks and checked out.

If the players are going to play by

this alternate rule, they should decide
before the game begins, and announce
it to everyone.

Longer game - match play

To play a longer game, try match play.
You will need a pencil and paper. First
decide how many games to play in a
match. After each game, keep track

of how many ice cubes each player
has. Then start the new game fresh:
new cards, no ice cubes. Start the new
game with the old game’s checkout
column becoming the new game’s
priority list, in the same order.

After the set number of games, total
the ice cubes for each player over all
the games. The player with the lowest
total wins. To break ties, use the final
checkout column.
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