
Overview
No Loose Ends is a trick-taking game  

in which players use cards from their hand  

to bid, carefully planning their heist. 

Winning tricks with the perfect suit or  

number will cover up the evidence in  

your bid and earn you points. Leaving  

evidence uncovered and winning extra tricks 

not according to plan will lose you points  

for leaving behind loose ends from the heist. 

 
  WILL YOU PULL OFF THE PERFECT CRIME  WILL YOU PULL OFF THE PERFECT CRIME  

    OR SNITCH ON YOUR FELLOW THIEVES?OR SNITCH ON YOUR FELLOW THIEVES?

No LoOse enDsNo LoOse enDsNo LoOse enDs



Setup
1.	Create piles of point tokenspoint tokens, sorted by type, 

within reach of all players. Then give each player 
5 points.

2.	Return the 4 black getaway cardsgetaway cards to the box.  
(These cards are described on p. 15.)

3.	For a 2- or 3-player game, return the 13, 14,13, 14,  
and 15and 15 of each remaining suit to the box.

4.	Shuffle the deck and deal cardscards to each player as 
shown in the table below. Set any remaining cards  
off to one side of the play area.

Players Deck Makeup Cards Per Player

2 1-12 15

3 1-12 16

4 1-15 15

5 1-15 12

5.	The player who most recently made a masterful plan 
is designated as the first player (or pick a random 
first player).
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Components
•	64 cards (1-15 in 4 suits 
and 4 getaway cards)

•	66 point tokens  
(1s, 5s, and 10s)
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GAMEPLAY
The game consists of 3 rounds, and each round consists 
of three phases: 1) planning, 2) trick-taking, and 
3) scoring. During the planning phase, players “bid” and 
predict the tricks they will win; these bid cards are 
considered “evidence.” During the trick-taking phase, 
players must “follow suit” and aim to win tricks that 
cover the evidence in their bid. Once a player has no 
cards left in their hand, all players score points and 
the round ends. After 3 rounds, the game ends, and the 
thief with the most points wins.

PLANNING
Take turns in clockwise order, beginning with the first 
player. On your turn, you must either “increase your 
bid” or “pass.” Your goal is to use the remaining cards 
in your hand to only win tricks that cover evidence in 
your bid (see Trick-Taking on p. 6). Plan carefully! 

INCREASE YOUR BID INCREASE YOUR BID 
If you choose to increase your bid, select any card from 
your hand and place it face up in front of you. The 
“maximum bid” shown in the table (see right) indicates 
the number of bid cards you may have. If your bid 
reaches this number of cards, you may not increase your 
bid and must pass on your next turn.44



 PASS  PASS 
When you feel satisfied with your bid and no longer  
wish to increase it, simply announce that you pass.  
This ends your participation in the planning phase.  
A player may choose to pass on their first turn  
in the planning phase (see Snitching on p. 12).

Players 2 3 4 5

Max. Bid 6 5 4 3

Continue taking turns until all players have passed. 
This ends the planning phase.

[Planning Example: Teresa bid
s with a 

[Planning Example: Teresa bid
s with a gray 2gray 2.  .  

Kaylen bids a Kaylen bids a red 3red 3. Taylor passes, decidin
g to try. Taylor passes, deciding to 

try  

to lose all of the tricks thi
s round. Next, Teresa

to lose all of the tricks thi
s round. Next, Teresa  

bids a bids a yellow 10yellow 10. Kaylen bids with a
 . Kaylen bids with a red 5red 5.  .  

Teresa continues bidding with
 a 

Teresa continues bidding with
 a blue 5blue 5. Then, . Then, 

Kaylen passes. Finally, Teres
a bids one more time 

Kaylen passes. Finally, Teres
a bids one more time 

with a with a yellow 2yellow 2 and then decides to 
pass. After  and then decides to pass. Af

ter 

bidding 4 cards, Teresa has 1
2 cards left in hand 

bidding 4 cards, Teresa has 1
2 cards left in hand 

(the fewest of any player), s
o there will be 

(the fewest of any player), s
o there will be 

12 tricks played this round.]12 tricks played this round.]

55(see visual on page 7)



TRICK-TAKING
Play a series of tricks, attempting to cover the 
evidence in your bid, until someone is out of cards.

WINNING TRICKSWINNING TRICKS
The last player to pass in the planning phase leads the 
first trick by playing any card from their hand face up 
to the center of the table (above their bid cards). In 
clockwise order, each other player must “follow suit” 
by playing a card that matches the lead suit (the first 
suit played into the trick), if possible. If a player 
cannot follow suit, they may play any card from their 
hand. Once everyone has played a card, the trick winner 
is determined:

1.	The highest trump card wins the trick.  The highest trump card wins the trick.  
The blue “key evidence” suit is trump.The blue “key evidence” suit is trump.

2.	If no trump card was played, the highest card  If no trump card was played, the highest card  
of the lead suit wins the trick.of the lead suit wins the trick.

The player who won the trick leads the next trick, again the next trick, again 
playing any card from their hand. Tricks are played playing any card from their hand. Tricks are played 
this way until someone is out of cards. When a player this way until someone is out of cards. When a player 
has no cards remaining in their hand, the trick‑taking has no cards remaining in their hand, the trick‑taking 
phase ends.phase ends.
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[Trick-Taking Example: Taylor leads with a 
[Trick-Taking Example: Taylor leads with a red 12red 12. . Teresa must follow suit and play a red card, if 
Teresa must follow suit and play a red card, if possible, so she plays a possible, so she plays a red 4red 4. Kaylen does not have . Kaylen does not have any red cards in her hand, so she may play any card. 

any red cards in her hand, so she may play any card. She decides to play a trump card, a 
She decides to play a trump card, a blue 10blue 10. Kaylen . Kaylen wins the trick for playing the highest trump card.]
wins the trick for playing the highest trump card.]
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TRICK-TAKING (Cont.)

COVERING BIDSCOVERING BIDS
The winner of the trick attempts to cover up evidence 
in their bid with the cards from the trick. A bid card 
is eligible to be covered if it matches any of the 
following options:

•	 The winning card’s number The winning card’s number
•	 The winning card’s suit The winning card’s suit
•	 The lead suit for the trick The lead suit for the trick

This means that you will typically cover a bid card 
matching the suit or number of the card you played, 
but if you win with a trump card, you may have a third 
option, as shown in the example on the right.

When you win a trick, place the cards from the trick 
face down on top of an eligible bid card. If multiple 
bid cards are eligible to be covered, you may choose 
which one to cover.

Important:Important: If you do not have an eligible bid card 
(because none match as described or because all of your 
bid cards have been covered), you must place that trick 
face up below your bids. This trick will count as a 
“loose end” and lose you points during scoring.88
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[Covering Tricks Example: Con
tinuing the 

[Covering Tricks Example: Con
tinuing the 

previous example, Kaylen won 
the trick 

previous example, Kaylen won 
the trick 

with a with a blue 10blue 10. This allows her to c
over . This allows her to cover 

any blue cardany blue card or  or any 10any 10 in her bid.  in her bid. 

Although she has neither, the
 lead suit 

Although she has neither, the
 lead suit 

was was redred, meaning Kaylen may choos
e  , meaning Kaylen may choose  

to cover to cover either red cardeither red card in her bid.   in her bid.  

She decides to cover the She decides to cover the red 
5red 5.].]
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SCORING
When someone has no cards left in hand, all players 
score points for their performance this round as 
described below:

•	Successful Plans - Score 2 points for every bid card 
you were able to cover.

•	Loose Ends - Lose 1 point for every bid card you 
were not able to cover. Also lose 1 point for every 
trick you won that did not cover a bid card.

•	Perfect Crime - Score a 5-point bonus if you left no 
loose ends (i.e., you were able to cover all of your 
bid cards with no additional tricks won).

[Scoring Example: In the second round of the [Scoring Example: In the second round of the 
game, game, KaylenKaylen only covered two of her four bid  only covered two of her four bid 
cards. She scores 2 points (+4 for covered cards. She scores 2 points (+4 for covered 
bids and -2 for loose ends). bids and -2 for loose ends). TeresaTeresa covered  covered 

all three of her bid cards but, unfortunately, all three of her bid cards but, unfortunately, 
she won an additional trick. She scores 5 points she won an additional trick. She scores 5 points 
(+6 points for the covered bids and -1 point for (+6 points for the covered bids and -1 point for 
the loose end). the loose end). TaylorTaylor covered both of his bid  covered both of his bid 
cards with no additional tricks won. He scores cards with no additional tricks won. He scores 
9 points (+4 for the covered bids and +5 for 9 points (+4 for the covered bids and +5 for 

the perfect crime bonus).]the perfect crime bonus).]1010
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Snitching (SCORING, Cont.)
If a player bids no cards from their hand, they are 
“snitching,” hoping to avoid winning any tricks at all. 
If the player succeeds in snitching and wins 0 tricks 
as planned, they score 10 points. In this case, no other 
player may score a perfect crime bonus, and all loose 
ends are -2 points instead of -1 point.

However, if a snitching player wins any tricks, 
they will count as loose ends, and all players will 
score normally.

[Snitching Example: In the final round,
 

[Snitching Example: In the final round,
 KaylenKaylen bid no bid no  

cards, attempting to snitch. By success
fully winning 

cards, attempting to snitch. By success
fully winning 

no tricks, Kaylen scores 10 points. As 
in the 

no tricks, Kaylen scores 10 points. As 
in the 

previous round, previous round, TeresaTeresa covered three bid cards  covered three bid cards 

and won an additional trick. This time,
 she scores 

and won an additional trick. This time,
 she scores 

4 points (+6 for the covered bids and -
2 for the 

4 points (+6 for the covered bids and -
2 for the 

loose end). Again, loose end). Again, TaylorTaylor covered his two bid cards  covered his two bid cards 

with no additional tricks won. This tim
e, he only

with no additional tricks won. This tim
e, he only  

scores 4 points, since the perfect crim
e bonus 

scores 4 points, since the perfect crim
e bonus 

is unavailable.]is unavailable.]
 
-------
After calculating your score for the round, take point 
tokens to keep track of your total score for the game.1212
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GAME END
After 3 rounds, count up the points from all of your 
point tokens. The player with the most points wins! 

In the case of a tie, the tied player who scored In the case of a tie, the tied player who scored 
the most points in the final round wins. If the tie the most points in the final round wins. If the tie 
persists, the tied players share the victory.persists, the tied players share the victory.
 

-------

ADDITIONAL RULES
Once you are familiar with the game, we recommend Once you are familiar with the game, we recommend 
playing with the following additional rules.playing with the following additional rules.

DOUBLE-CROSSDOUBLE-CROSS
With this rule, it is possible for one player to 
participate in planning the heist, only to double-cross 
the other players and snitch instead.

Planning: Each round, the first player to pass may also 
immediately choose to reverse their plans and “snitch.” 
If they choose to do so, they pick up all of the cards 
in their bid and place them back into their hand. Only 
the first player to pass each round can change their 
plans like this.1414



GETAWAY CARDSGETAWAY CARDS
Getaway cards are unnumbered, suitless cards in the 
deck. They help you avoid winning unwanted tricks.

Setup: Keep the 4 black getaway cards in the deck.

Planning: A getaway card may not be used to bid.

Trick-Taking: A getaway card may be played on any 
turn (even when you would otherwise have to follow 
suit). Since getaway cards are suitless, players are 
not required to “follow suit” until a non‑getaway 
card is played into the trick. In the rare scenario 
that only getaway cards are played, the first card 
played wins the trick. Otherwise, a getaway card 
will never win a trick.

 

SIMPLIFIED SCORING (optional)
For a simpler game, you may prefer playing  
with the following scoring system:

•	No loose ends = 4 points
•	1 loose end = 2 points
•	2+ loose ends = -1 point per loose end 1515



HAVE A QUESTION WHILE PLAYING  HAVE A QUESTION WHILE PLAYING  
OR A STORY TO SHARE?OR A STORY TO SHARE?
Email Email help@gamehead.comhelp@gamehead.com or mention  or mention 
it on BoardGameGeek.it on BoardGameGeek.

NEED A REPLACEMENT PART?NEED A REPLACEMENT PART?
Request it at  Request it at  
gamehead.com/replacement-partsgamehead.com/replacement-parts

WANT TO STAY IN TOUCH?WANT TO STAY IN TOUCH?
Subscribe to monthly updates  Subscribe to monthly updates  
at at gamehead.com/newslettergamehead.com/newsletter
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Round SCORING
Normal ScoringNormal Scoring
•	2 points per covered bid
•	-1 point per loose end
•	+5 points perfect crime 
bonus (no loose ends) 

Successful Snitch ScoringSuccessful Snitch Scoring
•	2 points per covered bid
•	-2 points per loose end
•	No perfect crime bonus
•	+10 points to the snitch

Quick Setup

Deck 
Makeup

Cards 
Per 

Player

Max.
Bid

2 1-12 15 6

3 1-12 16 5

4 1-15 15 4

5 1-15 12 3


