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Dr. Fernando Rodríguez-Villegas

“Ready, Set, Go!”

A little history:


SET® was created by population geneticist Marsha Jean Falco in 1974 as a by-product of some research she was doing with German Shepherds. It came out in stores in 1991 and was an instant hit with people of all ages and backgrounds. 

How to play: (Note: the following rules were taken directly from the official website)

Rules
The object of the game is to identify a 'Set' of three cards from 12 cards laid out on the table. Each card has a variation of the following four features: 

(A) Color: Each card is red, green, or purple. 
(B) Symbol: Each card contains ovals, squiggles, or diamonds. 
(C) Number: Each card has one, two, or three symbols. 
(D) Shading: Each card is solid, open, or striped. 

A 'Set' consists of three cards in which each feature is EITHER the same on each card OR is different on each card. That is to say, any feature in the 'Set' of three cards is either common to all three cards or is different on each card.

 Quick Start
For a quick introduction for anyone playing the card version, and especially for children under six, start with the small deck (just the solid symbols). This eliminates one feature, shading. Play as indicated below but only lay out nine cards. When you can quickly see a 'Set' with this 27 card mini version, shuffle the two decks together.

The Play 
The dealer shuffles the cards and lays twelve cards (in a rectangle) face up on the table so that they can be seen by all players. The players remove a 'Set' of three cards as they are seen. Each 'Set' is checked by the other players. If correct, the 'Set' is kept by the player and the dealer replaces the three cards with three from the deck. Players do not take turns but pick up 'Sets' as soon as they see them. A player must call 'Set' before picking up the cards. After a player has called 'Set', no other player can pick up cards until the first player is finished. If a player calls 'Set' and does not have one, the player loses one point. The three cards are returned to the table.

If all players agree that there is no 'Set' in the twelve cards showing, three more cards (making a total of fifteen) are laid face up. These cards are not replaced when the next 'Set' is picked up, reducing the number to twelve again. If solitaire is being played, the player loses at this point.

The play continues until the deck is depleted. At the end of the play there may be six or nine cards which do not form a 'Set'.

The number of 'Sets' held by each player are then counted, one point is given for each and added to their score. The deal then passes to the person on the dealer's left and the play resumes with the deck being reshuffled. When all players have dealt, the game ends; the highest score wins. 

The Magic Rule 
If two share a characteristic and the other one doesn't, then it is not a 'Set'.

Features of the Cards
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Examples 
The following are 'Sets':
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Shading - Solid

Color- Green

Symbol - Squiggle
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All three cards are red; all are ovals; all have two symbols; and all have different shadings.
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All have different colors; all have different symbols; all have different numbers of symbols; and all have the same shading.
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All have different colors; all have different symbols; all have different numbers of symbols, and all have different shadings.

 The following are not 'Sets': 
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All have different colors; all are diamonds; all have one symbol; however, two are open and one is not.
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All are squiggles; all have different shadings; all have two symbols; however, two are red and one is not.

Appendix

Alternative Rules for Set®

Easy

Set with Hands (by Daniel Efran, Elliott C. Evans, Dale Newfield, and Andrew Plotkin)

Basic Rules 
Shuffle the deck as normal, but only deal 9 cards onto the table instead of the usual 12. Now, deal 3 cards to each player to be used as that player's hand. Now, play SET®. 

Players can make Sets using any combination of hand and table cards including all three from the table or all from the hand. If a player uses any cards from his/her hand to make a Set, those are replaced from the deck before the blank spots on the table are filled. 

How You Win 
Whoever collects the most Sets wins! 

Complex Set (by Daniel Efran, Elliott C. Evans, Dale Newfield, and Andrew Plotkin)

Basic Rules 
Play SET® as normal, but when you make a correct Set call, instead of removing all three cards, remove any one of the three cards used to make the Set. This allows you to involve cards that stay on the table in more than one Set, if you can. 

This variation has a couple of advantages: The first is that any individual game lasts much longer. The second is that experienced players will leave spotted Sets on the table while searching for other Sets, giving slower players a chance to dive in. 

How You Win 
As usual, whoever collects the most Sets wins. 



Intermediate

ScoutSET (from the official website)

Object:
To obtain the maximum number of Set Cards 


The Deal:
Twelve cards are laid, face up, on the table in a 3 x 4 rectangle.

 The Play:
The person identifies a Set and points to the first card. Then the other players search to find an other card they believe is part of the original finders set.

If it is part of the original set, then s/he takes the card and the original finder takes the other two making up the set

If it isn't part of the original set, and s/he can show an other correct set using the first card, s/he takes the two cards and the original finder takes the original three cards

If it doesn't make a set at all s/he losses a card
If the other players agree that they can not find the rest of the set, the original finder may take all three cards. However, if he is wrong, he losses a card and is frozen until an other set is found.

If at any time a player must give up a set card, but has no cards, s/he is seriously berated by the other players


 Scoring:
1 point per card

SETup (from the official website)

This version of the game is 1/2 luck and 1/2 skill for 2 or more players. 'Sets' are made according to the rules of classic SET®. 

Object:
To play a card from your hand that does not make a 'set' with the cards already played on the table. The rules for making a set are above.

 The Deal:
Four cards are dealt to each player, which are held in the players' hands. The remainder of the deck is placed on the table in a stack. 

 The Play:
Each player must place a card face up on the table during his/her turn. The card played is then checked by all other players to see if it makes a 'set' with the cards already on the table. A 'set' must be seen before the next person in turn plays a card. If a 'set' is seen on the table that does not use the last card played, it does not count and play continues as if it did not exist. If the card played is found by any of the other players to make a 'set' with two other cards on the table, the player who put the card down receives all of the cards currently on the table. They are not used in play again, but count against the player at the end of the hand. As each player plays a card, he/she draws a replacement from the deck. After players try to make a 'set' with the last card played, (which may or not be possible), the next player in turn puts down a card, and the play continues until all the cards in the deck are played. Note, as more cards are laid on the table, it is more and more likely that a 'set' will be made. It is difficult to have more than twelve cards (and impossible to have more than 21 cards) on the table without a 'set' being made by the next player, so check carefully and bluff convincingly. 

 Scoring:
After all of the cards in the deck are used, the player who has to take the most cards from the table loses. It is not necessary to keep a score; just compare the stacks of cards each player gets against each other to find the loser.

20/20 SET (from the official website)

This version of the game of SET® is 20% luck, 20% strategy, 60% visual perception skills. SETS are made according the standard rules. 

Object: 
To get rid of the cards dealt to you by making SETS with them and the cards on the table, before your opponents get rid of their personal cards. 

The Deal: 
Dealer deals 6 cards, one at a time, to each player and then places 6 cards face up on the table. 

The Play: 
Each player can make SETS by making use of both his/her personal cards and the 6 cards on the table. A SET can be made from any combination of these cards. If cards from the table are used, they are replaced by the dealer. Personal cards are not replaced.

There are no turns. Each SET that is called is checked by the other players before going into a common discard pile. If a player calls SET incorrectly, the cards are returned to their positions, and he/she receives an additional personal card. It is not necessary to keep track of SETS found, because no points are given for finding correct SETS. The discard pile may be reshuffled and used as play continues until one player has played all of his/her personal cards.

As the number of personal cards remaining in the players possession decreases, it becomes increasingly difficult to make SETS. The player can increase his/her chances by asking for additional personal cards. This, however, further removes him/her from the goal of getting rid of all of his/her personal cards. A player can never have more than 9 personal cards. If he/she has 9 personal cards and incorrectly calls SET there is no additional 'penalty' card given. 

Scoring:
The first person to use all of his/her personal cards making SETS, wins the hand and receives one point for each personal card held by the other players. The cards are collected, shuffled and the deal passes to the left. The points needed to win the game are determined by multiplying the number of people playing by ten (i.e., if 3 are playing, 30 points are need to win, if 4 are playing 40 points, etc.). The first person to accumulate the necessary points wins the game.

Challenging

SuperSET (by Wei-Hwa Huang)

What's a SuperSet? 
A "SuperSet" is four cards such that there exists a fifth card, the "joint," that forms two intersecting Sets with those four cards. The intersection is always the fifth card. Example: 

A. One Green Shaded Squiggle 

B. One Red Solid Diamond 

C. Three Purple Shaded Diamonds 

D. Three Red Hollow Squiggles 

This is a SuperSet; the joint is E. Two Red Shaded Ovals. ACE is a Set, as well as BDE. 

A few useful properties of SuperSets that may or may not be immediately obvious, and are similar to existing properties of Sets: 

1. A SuperSet NEVER contains three cards that are a Set. (In other words, a SuperSet never has a Set as a subset. Maybe I should have called them "NonSuperSet"s! :-) ) 

2. Given any three cards that do not form a Set, there are EXACTLY three other cards that will form a SuperSet with those three. In the example above, D might have been: D2. Two Purple Solid Squiggles D3. Three Green Solid Ovals (As practice, work out the two corresponding joints for yourself.) 

3. If there are three of one and one of another, then it's not a SuperSet. (E.g., if three cards are purple and the fourth one isn't, then it's not a SuperSet.) Unlike the corresponding rule for Sets, The converse is NOT true. 

4. Given any SuperSet, the joint is unique. 

5. There are 63180 SuperSets in the deck (as opposed to a mere 1080 Sets). 

6. Let X be any three cards that do not form a Set. Let Y be the three cards that each create a SuperSet with X. Let Z be the three cards that are the joints of those three SuperSets. Then any card in Z creates a SuperSet when joined with the three cards in Y (and the joint is in X), and any card in X creates a SuperSet when joined with the three cards in Z (and the joint is in Y). Also, those nine cards form a "plane" (aka a "magic square" on the official website). 

The rules 
Play just like regular SET, except use only NINE cards, and look for SuperSets. (Nine cards is sufficient to have a good chance of a SuperSet existing.) Say whatever you want; in experience the players tend to stare at those cards a veeery long time before anyone makes any progress. 

Warning: This variant is tough! 

