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 Canadian Rule modified The C.R. has been modified to allow the 
dealer to bid ZERO at all times. This will be reflected in the next 
printed edition of "Wizard".At the start of each hand, players bid the 
number of tricks they think they'll take, scoring 20 points for making their bid 
plus 10 points for each trick taken. Failing to make a bid loses 10 points for 
each trick over or under their number bid. Tricks are won by the highest card 
of the suit led, or by the highest trump (the upcard for each deal), or by the 
first Wizard. The taker of a trick leads to the next trick. Players must follow 
suit if possible, but Wizard and Jesters can be played at any time. Wizards 
beat trump and are valuable not only for winning the given trick, but for taking 
the lead for the next trick. Jesters always lose, but they're just as important as 
Wizards: they can get you out of the lead when you don't want any more 
tricks, and they can let you save your trump or other sensitive cards for later. 
One card is dealt to each player for the first hand, two for the next, then 
three, and so on, until all the cards are dealt in the final hand. 
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