Keene Pumpkin Festival
Rules for
CAPTURE THE PUMPKIN
Purpose of game is to provide fun and entertainment and social interaction through team strategy within the frame work of the Keene Pumpkin Festival. Anyone of any age can play so long as they can pick up a ten pound pumpkin.
It could also be a source of income.

Needed: Four Pumpkins with the four symbols of a deck of cards, a shuffled deck of cards and a bunch of pumpkin pies, symbolic crown.
· Central table- “Magistrates court” where referee (Joker card, court of cards) whoever is referee may change rules to suite the game. ex. If blocking becomes too aggressive then some guidelines may have to be imposed. 

Object of the game is to capture an opponent’s pumpkin and carry it to the winning circle whereupon the carrier wins a whole pie.  Each player as they are dislodged from the game must turn in their card for a piece of pie. As cards are returned they are laid on the table so players can observe which hands are weak and strong. 

Each player will during the course of wandering around the fair keep their eye out for the pumpkins with the suit ID eg Hearts, Clubs, Diamonds, and Spades. Each player will join with others of their own suite to protect their own pumpkin and plan strategies for capturing one of the other three pumpkins.
· A Player purchases a card from a shuffled deck of Euchre cards.  The card will indicate which pumpkin the player will protect.  Any player who picks up a pumpkin can be tagged by any other card and upon being asked “Show me your card” must present their card to the challenger.  Which ever card is the lower will be returned to the pumpkin throne where they can collect a piece of pie.  In the event the cards are of equal value, the players must leave the pumpkin where it is and go to the magistrate who will decide by coin toss or dice roll or paper, scissor, rock, who ever throws the higher dice , calls the coin or wins with scissor, rock or paper returns to the game. Each player may change cards with another player of the same suite or transfer their card to new player so that it will be difficult to know who has what card.
· The last pumpkin to stand wins the Pumpkin “King or Queen” status. If two Queens remain for example, then the winner will be chosen by the Magistrate with a coin toss.
· Each player will wear a sticker or card on a string that will identify their suite but not the card.

· A pumpkin can only be carried ten feet at a time and if the carrier avoids being tagged he must put the pumpkin down and walk at least ten feet away before picking up the pumpkin and proceeding toward the goal.
· Start Time: 10:00 AM till …..
· Cost: $5.00 a card or the highest bid at the moment of purchase.  Money collected will be used for the Pumpkin Festival or a charity of choice.
