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Player A’s 2nd hand

Dealing the 2nd hand:

Deck

Cards remaining 
on the table after 
3 turns

Player B’s 2nd hand

EMPTY HANDS

Once all players have played their 3 cards, the dealer 
deals 3 new cards to each player, as described 
previously (but does not reveal any new cards to 
the center of the table). The game continues and 
the player to the right of the dealer begins their turn.

END OF THE ROUND

Once all players have played 3 more cards and the  
deck is empty, the round ends. Before continuing 
to final scoring, the last player to win a trick 
captures all the cards still in the center of the 
table and adds them to their stack of tricks. 
Then continue to final scoring.
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FINAL SCORING
Each player gains the following points and adds 
them to any points previously gained.

3 player aids are included with the cards.

• 1 point for the player who 
captured the most cards. In case 
of tie, no one gains this point.

• 1 point for the player who 
captured the most denari (“coins” 
in Italian). In case of tie, no one 
gains this point.

• 1 point for the player who 
captured il sette bello (“the beautiful 
seven” in Italian), meaning the  
7 of Coins.

• 1 point for the player who 
captured the most 7-value cards. 
In case of tie, the tied player who 
captured the most 6-value cards 
gains this point. If there is still a 
tie, no one gains this point.

• 1 point for each scopa you made 
(count the number of face-up 
cards among your tricks).
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END OF THE GAME
The game ends at the end of the round when one 
player reaches or exceeds 11 points. The player 
with the most points wins. In case of tie, play one 
or more rounds until the tie is resolved.

For longer games, you can play until someone 
reaches 16 or 21 points.
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The 1 of Swords has a value of 1, while the King has a 
value of 10. To capture both cards at once, you would 
need a card with a value of 11, which doesn’t exist.

QUICK STRATEGY
Here are some tips to keep in mind to quickly 
improve your skill.

NEVER LET YOUR NEIGHBOR  
MAKE A SCOPA!

Making scopas is the most efficient way of gaining 
points. You should prevent your neighbor from 
making them whenever possible. To do this always 
leave cards on the table that total over 10. Since 
the card with the strongest value is the king 
(value 10), you can guarantee that at least 1 card 
will be left on the table.

An opponent’s scopa is even more dangerous 
since it means the next player can only play  
a single card on the table, which could kick off  
a chain reaction of scopas.
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WATCH OUT FOR 7’S AND IL SETTE BELLO

Capturing as many 7’s as possible and il sette bello 
lets you gain points. If a 7 is in the center of the 
table, capture it as fast as you can (often using  
a face card).

Furthermore, always play as if your opponent 
has 7’s in their hand, and never give them the 
opportunity to capture cards with these 
hypothetical 7’s. When capturing, the played 
card is also captured. You want to ensure your 
opponent doesn’t end up with a 7 in their trick 
just because they were lucky enough to have it 
in their hand. To do this, never leave cards on 
the table that total 7. If they are never able to play 
a 7 to capture cards and therefore win a trick, 
your opponent will be happy to place it instead.

7 of Clubs
7 of Swords

7 of Cups
Il sette bello 
(7 of Coins)
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COUNT CARDS

This is difficult to pull off, but worth it if you get 
it right. This will let you know when to ignore, 
without a doubt, the two previous strategy tips. 
By knowing which cards are already out of play, 
you can easily guess your opponent’s hand 
and therefore play more freely. If you’re unable 
to count all the cards, it’s most important to 
count the face cards and 7’s, which are the most 
influential cards of a round.

For example, if there is a 6 and 4 on the table, 
you should not place a 3 (since 4 + 3 = 7) or a 1 
(since 6 + 1 = 7).
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BLOCK THE GAME

If you are the last player to have two Kings in 
hand, you can block scopas by playing a King  
on the table and keeping the other in your hand. 
Only you can capture the King revealed on the 
table. Be careful though, since this technique 
only works for 3 turns maximum.

You are able to block the game with other cards, 
as long as you are counting cards. For example,  
if you have the last two Knights (value 9) and all 
the 1’s are out of play, place one of your Knights 
on the table. It cannot be captured, since it would 
have to be captured by a King at the same time  
as a 1 (9 + 1 = 10), but there are no more 1’s.

Cards  
in the 
center of 
the table

Your hand
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VARIANTS
Scopa is a traditional card game that has been 
played since the 17th century. Therefore, it has 
several local variants. We have chosen the most 
interesting among those we played during our 
research! The variants are combinable, so don’t 
hesitate to mix and match.

TEAM PLAY

This variant plays in two teams of 2 players.  
To use this variant, make the following changes:

During setup, choose seats so that teammates  
are not sitting next to each other. You cannot 
communicate or reveal your hand to your 
teammate. Before final scoring, gather all the 
cards captured by both players on 
a team, then score points as if 
they were for a single player.
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Highest-valued 
captured card

Primiera value

None 0

1 16

2 12

3 13

4 14

5 15

6 18

7 21

Knave, Knight, or King 10

LA PRIMIERA (“FIRST” IN ITALIAN)

This variant adds a bit of complexity to the game. 
To use this variant, make the following changes:

During final scoring, ignore the “1 point 
per player who captured the most 
7-value cards” rule. Instead, give 1 point 
to the player with the highest primiera.

To determine your primiera, take the highest-valued 
card you captured in each of the 4 suits and add 
up their corresponding values, as shown below.
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Since these cards are your 4 highest-valued 
cards in each suit, your primiera is valued 
14 + 13 + 10 + 10 = 47.

King of Coins,  
primiera value: 10

4 of Swords,  
primiera value: 14

Knight of Clubs,  
primiera value: 10

3 of Cups,  
primiera value: 13
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IL SCOPONE SCIENTIFICO

This variant is interesting if you would like 
to play a more expert game, by reducing the 
amount of luck.

To use this variant, make the following changes:

During setup, deal all the cards equally among 
players (do not reveal any in the center of the table).

The player to the right of the dealer plays first; 
they must place a card. Play the following turns 
normally. The round ends once all players have 
played all their cards. Continue to final scoring  
as normal.

You can also use this variant with Team Play.

CAPTURE MORE CARDS

In several variants, it is also possible to capture 
more than 2 cards at a time (often 3, but sometimes 
more). This lets you make more scopas, since the 
table will be cleared more easily.
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