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How to Read This Book

Infinity Predicted is organized into three layers so that new players and experienced designers can each find what they need.

Core rules (Chapters 1–6 and 8) describe the complete, playable trick-taking game. A group can learn and play the full game from these chapters alone. A streamlined core-only game — four phases, no Infinite cards — is the recommended learning game and is given in Chapter 9.

The advanced Infinite layer (Chapter 7) is optional. It adds eight special Infinite cards — prediction, protection, and controlled rewrite effects — that sit outside ordinary suit logic. Add them once the core game feels familiar.

Design appendices and the balance-testing chapter (Chapter 11 and the appendices) are for designers, editors, and playtesters. Nothing in these sections changes how the published game is played.


Say what you will do. Then do exactly that. — the promise of Infinity Predicted



This is the publication-final first edition. The text and game rules are original, human-directed work by the author. Interior illustrations were produced with AI-assisted tools under human art direction; all diagrams were generated programmatically from the finalized rules. Learn more at odisena.com.




Introduction

Infinity Predicted is an original card game built on a familiar foundation. If you have played Spades, Hearts, or any bidding-and-trick game, you already know most of what you need. What makes this game its own is a simple promise: you are rewarded not for grabbing everything in sight, but for saying in advance what you will do — and then doing exactly that.


The design promise

Most trick-taking games reward aggression. Infinity Predicted rewards accuracy and endurance instead. Before the cards fly, you commit to a bid and, if you like, to public predictions. Hitting your number exactly is worth far more than overshooting it. Falling short is punished.

Prediction is the first pillar. You forecast outcomes — how many tricks you will take, whether a suit will dominate, whether a special card will decide a hand — and score for being right.

Continuance is the second. Careful players bank reserves (Continuance tokens) that carry value forward, convert into points, or pay for advanced options.



Intended audience

Four players is the standard, competitive configuration. New groups can start even faster with the core-only game in Chapter 9 — a four-phase round with no Infinite cards. Other player counts and a solo mode are offered as advanced experimental variants.





Chapter 1 · The Four Suits

Infinity Predicted uses a 52-card core deck: thirteen ranks in each of four suits — Mind, Forge, Heart, and Seed. They keep the readability of an ordinary deck while giving each suit a distinct identity and strategic role.


[image: The suit system: one 52-card core deck, four suits, four strategic roles.]
The suit system: one 52-card core deck, four suits, four strategic roles.


	Mind — planning, timing, pattern recognition, foresight. The forecasting suit.

	Forge — labor, tools, structure, durable work. The tempo and structure suit.

	Heart — covenant, stewardship, protected bonds. The protection suit.

	Seed — ground, reserves, cycles, continuity. The continuance suit.




Rank order

Within every suit, cards rank from low to high as 2, 3, 4, 5, 6, 7, 8, 9, 10, Jack, Queen, King, Ace. The Ace is high.



Trump and the led suit

One suit is trump each round, set at setup by revealing the top core card. Players must follow the led suit if able. The highest trump wins; if no trump is played, the highest card of the led suit wins. The winner leads the next trick. Trump may be led at any time — there is no “trump broken” restriction.



Suit identifiers, color, and accessibility

Every suit is identified by a shape and a letter together, so it reads clearly without custom artwork and stays legible in grayscale. Color is a secondary cue only.


[image: Card anatomy: shape-plus-letter identity, full suit name, and rank corner labels.]
Card anatomy: shape-plus-letter identity, full suit name, and rank corner labels.


	Mind — circle containing “M” — navy #1F4E79

	Forge — square containing “F” — burnt orange #9C4A1A

	Heart — diamond containing “H” — plum #7A2F5B

	Seed — hexagon containing “S” — olive #4F6B2A





Suit portraits


[image: Mind — planning, timing, and foresight. The forecasting suit.]
Mind — planning, timing, and foresight. The forecasting suit.


[image: Forge — labor, structure, and durable work. The tempo suit.]
Forge — labor, structure, and durable work. The tempo suit.


[image: Heart — covenant, stewardship, and protected bonds. The protection suit.]
Heart — covenant, stewardship, and protected bonds. The protection suit.


[image: Seed — ground, reserves, and continuity. The continuance suit.]
Seed — ground, reserves, and continuity. The continuance suit.





Chapter 2 · Components

A complete set contains a core deck, an advanced Infinite deck, tokens, and a trump marker.

Core components: 52 core cards; 1 trump marker; 20 Prediction tokens; 20 Protection tokens; 20 Continuance tokens.

Advanced components: 8 Infinite cards (a separate advanced deck, never mixed into the core deck).


Manufacturing baseline

A production standard, not a game rule. 60 poker-size cards total (52 core + 8 Infinite), 63 × 88 mm, 3 mm bleed, minimum 3 mm safe zone, 310–330 gsm black-core stock with linen or matte finish. 60 round tokens at 20 mm on 1.5–2.0 mm punchboard (20 each Prediction/Protection/Continuance). One 25 mm trump marker. Grayscale-safe printing. Final box and insert dimensions from a physical component-fit proof and printer dieline. A vendor proof and a safety and compliance review are required before manufacture.





Chapter 3 · Setup

Setup for the full mode with four players:


	Seat four players and choose a first player.

	Shuffle the 52-card core deck.

	Shuffle the 8-card Infinite deck separately.

	Deal 10 core cards to each player.

	Reveal the top core card. Its suit is trump; place the trump marker on it.

	Reveal 3 Infinite cards face up into the Horizon row.

	Give each player 3 Prediction, 2 Protection, and 2 Continuance tokens.

	Place the remaining core cards face down as the Draw stack.



New groups should start with the core-only game in Chapter 9, which drops the Infinite deck and the Horizon phase.




Chapter 4 · The Round Structure

Each round has five phases, always in order: Forecast, Horizon, Bid, Play, Close.


[image: The full game: a five-phase round loop.]
The full game: a five-phase round loop.

A round contains exactly ten tricks. A standard game is three rounds; a campaign game is five rounds.




Chapter 5 · Forecast and Horizon


Phase 1: Forecast

In turn order, each player may spend one Prediction token to declare a prediction, or pass. There are two classes:


	Simple (+3): “Will I win the next trick?”

	Hard (+5): the exact number of tricks I will win this round; a named suit will dominate this round; an Infinite card will decide a trick this round.



A suit dominates a round when it wins a strict plurality of the round’s tricks — more than any other single suit; a tie for the most tricks does not count. An Infinite card decides a trick when the card or its effect directly changes, cancels, protects, reclaims, or determines that trick’s winner or scored ownership, compared with ordinary core-card resolution. A failed prediction of either class costs 2 points.



Phase 2: Horizon


[image: Claiming an Infinite card from the Horizon, and the two-card hand cap.]
Claiming an Infinite card from the Horizon, and the two-card hand cap.

Starting with the first player, each player may claim one face-up Infinite card from the Horizon by discarding one of: any Ace; any pair of same-suit cards; or one face card plus one Continuance token. Refill to three afterward. A player may claim at most one Horizon card per round.

Infinite hand cap. A player may hold at most two unplayed Infinite cards. A player at the cap cannot claim another Horizon card until one is played. Played Infinite cards go to a face-up Infinite discard pile unless their text places them elsewhere.





Chapter 6 · Bidding and Trick-Taking


Phase 3: Bid

Each player secretly sets a bid — a whole number from 0 to 5 — then all reveal simultaneously. Bids cannot be changed once revealed.



Phase 4: Play


	The first player leads any card. Its suit becomes the led suit.

	Each other player must follow suit if able.

	A player void in the led suit may play any card, including a trump or an Infinite card.

	The highest trump wins; if no trump, the highest led-suit card wins.

	The winner collects the trick and leads the next.

	Repeat for all ten tricks.







Chapter 7 · The Infinite Advanced Layer

The Infinite layer is an optional set of eight special cards. They are not a fifth suit. A player may hold at most two unplayed Infinite cards at once. Played Infinite cards go to the Infinite discard pile.


[image: When each Infinite card may be played across the five phases.]
When each Infinite card may be played across the five phases.


	Paradox Ledger — play only when void in the led suit; it wins the trick, then you give one won card to another player; gain a Prediction token if your bid was exact.

	Covenant Line — following suit or void; if it wins, protect one previously won trick for the rest of the round.

	Forecast Window — before a trick begins; name the winning suit; if correct, +3 points and draw one card.

	Quiet Pivot — after any trick; change trump to a suit from your hand, then discard that card.

	Null Signal — in response to an Infinite card just played; cancel its effect (the card still counts as played).

	Return Path — during Close; reclaim one card lost through Paradox Ledger or similar into your score pile.

	Long Horizon — during Forecast; name one suit; each trick you win in it this round is worth +1.

	Witness Mark — attach to a public prediction; double its reward on success, or lose 2 extra on failure.






Chapter 8 · Scoring, Tokens, and Round End


[image: Bid scoring at Close, with the end-of-game tiebreaker order.]
Bid scoring at Close, with the end-of-game tiebreaker order.


	Trick points: 1 point per trick won.

	Bid — exact: +10 plus 1 per trick won. Exceeded: +1 per trick won, no bonus. Short: −5 per missing trick.

	Predictions: correct simple +3; correct hard +5; failed −2; Witness Mark doubles a success or adds an extra −2 on failure.

	Suit bonuses (+2 each): Mind (win 3 Mind tricks); Forge (win a trick in 4 different trick positions); Heart (no broken protected trick); Seed (gain at least 2 Continuance tokens).

	Token economy: unused Continuance tokens convert to +1 point each at game end.



Winning: highest total after 3 rounds (standard) or 5 rounds (campaign).

Breaking a tie: most exact bids across the game → most successful hard predictions → most unused Continuance tokens → otherwise a shared victory.




Chapter 9 · The Core-Only Game, Modes, and Player Counts


The core-only game (recommended learning game)

The core-only game uses only the 52-card core deck — no Infinite cards, no Horizon phase — so a round has four phases.


[image: The core-only game: a four-phase round with no Horizon.]
The core-only game: a four-phase round with no Horizon.

Setup (4 players): shuffle the 52-card deck; deal 10 each; reveal the top card as trump; give each player 3 Prediction, 2 Protection, 2 Continuance tokens. Do not use the Infinite deck or a Horizon row.

Round (4 phases): Forecast (the “Infinite card decides a trick” prediction is unavailable; other types remain), Bid, Play, Close. Scoring is exactly as in Chapter 8.



Player counts

Four players is the only standard, competitive, balance-tested ruleset. Two-, three-, five-, and six-player configurations, and solo/oracle play, are advanced experimental variants: playable and enjoyable, but not tournament-certified.



Solo and oracle mode

An advanced experimental variant for one player against target thresholds: deal yourself 12 cards, reveal 3 Horizon cards, set 3 predictions, simulate an opposition row, then score against thresholds — Drift (0–14), Stable (15–24), Witnessed (25–34), Infinity Predicted (35+).





Chapter 10 · Examples of Play

Exact bid. Boro bids 3 and wins exactly 3: +3 (tricks) +10 (exact) = 13 points.

Overshooting. Cyra bids 2 and wins 4: +4 (tricks), no bonus = 4 points. Accuracy beats greed.

Falling short. Dane bids 4 and wins 1: +1 (trick) −15 (three missing × −5) = −14 points.

Witness Mark. Ada declares “Will I win the next trick?” (simple, +3) with a Witness Mark and succeeds: +3 doubled = +6. Had it failed: −2 −2 = −4.

Hard prediction. Boro declares he will win exactly 3 tricks and does: +5. Otherwise it would fail for −2.

Suit bonus. Cyra wins three Mind tricks and earns the Mind bonus of +2.




Chapter 11 · Design Lineage

An earlier research model — the Infinite Balance Lab — treated the game as having four suits: Heart, Mind, Forge, and Infinite, where “Infinite” was a meta-level test harness for bounded rule-modulation effects (Pivot, Cascade, Reorder, Anchor). That model is development evidence, not the published rules. The published game stabilizes a cleaner architecture: the fourth core suit is Seed, and the rule-bending material became the optional eight-card Infinite layer of Chapter 7.




Chapter 12 · Playtesting and Balance

The prediction-and-rewrite ideas were stress-tested in the Odisena Infinite Balance Lab. These are simulator estimates for the predecessor test harness, not a certification of the final game’s balance.


[image: Archetype win rates before and after balancing. Every archetype sits below the 60% dominance gate.]
Archetype win rates before and after balancing. Every archetype sits below the 60% dominance gate.


	Method: a Monte Carlo engine plays 10,000 seeded games per run, with a YAML card library, a plugin effect registry, and dominant-strategy detection.

	Progression: 24/24 tests → 75 tests → 132 tests → 10/10 balance gates.

	Archetype win rates (initial → later baseline): Tempo 55.1% → 52.2%; Engine 54.2% → 51.2%; Balanced 40.9% → 50.3%; Control 49.7% → 46.3%. Every archetype sits below the 60% dominance gate, with zero dominance warnings.

	Automation: merge-blocking CI balance gates on every pull request and push and on a weekly schedule, plus dependency, static-analysis, and secret scanning. The interactive console is at infinite-balance-lab.vercel.app. Its sample values are illustrative placeholders, not canonical numbers.






Chapter 13 · Strategy

For your first games: bid what you can see; underbid before you overbid; save Continuance tokens; make predictions you can influence.

For advanced play: use Long Horizon on a suit you are loaded in; time Quiet Pivot to strand opponents; protect before you are attacked; hold Null Signal as insurance; commit Witness Mark only on high-confidence predictions; read the suit bonuses into your plan.




Glossary

Bid — a secret number (0–5) of tricks committed in a round. Core-only game — the recommended learning game with a four-phase round. Decide a trick — an Infinite card or effect directly changing, cancelling, protecting, reclaiming, or determining a trick’s winner or scored ownership. Dominate — winning a strict plurality of a round’s tricks. Hard prediction — a +5 prediction. Horizon — the shared row of three face-up Infinite cards, and the phase that claims them. Infinite hand cap — a player may hold at most two unplayed Infinite cards. Simple prediction — a +3 prediction. Tiebreaker — most exact bids, then most successful hard predictions, then most unused Continuance tokens, else a shared victory. Trump — the suit that beats all others for a round; may be led at any time.




Quickstart

Setup (4 players): shuffle 52 core + 8 Infinite (separately); deal 10 each; reveal top core card as trump; reveal 3 Infinite into the Horizon; give each player 3 Prediction, 2 Protection, 2 Continuance tokens.

Each round (5 phases): Forecast · Horizon · Bid · Play (10 tricks) · Close.

Scoring: 1 per trick; exact bid +10 plus 1/trick; exceed +1/trick; short −5/missing. Prediction +3 simple, +5 hard, −2 failed. Suit bonus +2 each. Unused Continuance +1 each at game end.

Winning and ties: highest total wins; ties break by most exact bids → most successful hard predictions → most unused Continuance tokens → shared victory.

Learning: new groups play the core-only four-phase game (Chapter 9).




Appendix A · Design-Development Toolkit

This material is for designers, editors, and playtesters. It is not required to play. The development lexicon (Continuum, Instance, Horizon, Flux, Nexus Wild, Infinity Counter, Echo, Anchor, Sever, Equilibrium Signal) and the card-type taxonomy (Axiom, Vector, Protocol, Catalyst, Nexus, Anchor, Echoform, Singularity) belong to the design tracker used during R&D. Where a term also appears in the published rules, the published meaning governs play.




Appendix B · Reusable Design Templates

The print edition includes blank, reusable design templates — card design record, terminology register, deck validation checklist, rarity and Flux-curve audit, sideboard plan, matchup plan, post-board validation, a matchup matrix with pre/post win-rate and confidence-interval fields, playtest session log, issue/change log, and release gate checklist. These forms are best used on paper or in a spreadsheet; see the print or PDF edition for the full grids.




Publication and Production Standards

Resolved rules decisions (all applied in the rules chapters): final ties; four-player standard with other counts as advanced experimental variants; simple/hard prediction classes with precise definitions of “dominate” and “decide a trick”; the two-card Infinite hand cap; trump may be led at any time; the locked shape-plus-letter suit identifiers; the standalone core-only game; and the manufacturing baseline.

Before manufacture: produce to the card and token baseline; verify grayscale-safe printing and color-vision separation; set box and insert dimensions from a physical fit proof and dieline; approve a vendor proof; and complete a safety and regulatory compliance review.




Colophon

Infinity Predicted — A Trick-Taking Game of Prediction and Continuance. Written by Ian Dansereau. An Odisena game book. Interior illustrations by AI-assisted tools under human art direction; diagrams generated programmatically from the finalized rules. Copyright © 2026 Odisena. All rights reserved. odisena.com
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