
CINCO
RULES

THE OFFICIAL

CINCO is easy to pick up, impossible to put down and fun for
marketers and non-marketers alike (sales folks will like it, too)!



CINCO, your new  favorite card game—just in time.

Based on the one we all know and adore,

This game’s all about fun—it's never a bore.

Gather family, friends and peers—anyone can win.

Just remember one thing: when you play CINCO with your tribe,

It's all about building meaningful relationships, catch the vibe?

In honor of our 5-Year Proofpoint-A-Versary, 

we created CINCO—a fun spin to a classic card game

— complete with a unique marketing twist!

Uno, two, three, four, CINCO!
Let's celebrate—
Proofpoint Marketing is FIVE.

HI-FIVE



CONTENTS:

CINCO features a deck of 95 cards in 5 vibrant 
Proofpoint-inspired colors, printed in the USA on a crisp, 
glossy cardstock, and comes in its own custom-printed box.

50 NUMBERED CARDS
10 Fountain Blue Cards - 0 to 9
10 Banana Yellow Cards - 0 to 9
10 Tangerine Orange Cards - 0 to 9
10 Zest Orange Cards - 0 to 9
10 Crimson Red Cards - 0 to 9

•
•
•
•
•

5 PROOFPOINT POP QUIZ CARDS
1 Fountain Blue Card
1 Banana Yellow Card
1 Tangerine Orange Card
1 Zest Orange Card
1 Crimson Red Card

•
•
•
•
•

10 DRAW-2 CARDS
2 Fountain Blue Cards
2 Banana Yellow Cards
2 Tangerine Orange Cards
2 Zest Orange Cards
2 Crimson Red Cards

•
•
•
•
•

10 REVERSE CARDS
2 Fountain Blue Cards
2 Banana Yellow Cards
2 Tangerine Orange Cards
2 Zest Orange Cards
2 Crimson Red Cards

•
•
•
•
•

10 SKIP CARDS
2 Fountain Blue Cards
2 Banana Yellow Cards
2 Tangerine Orange Cards
2 Zest Orange Cards
2 Crimson Red Cards

•
•
•
•
•

5 WILD CARDS
 5 Orient Blue Cards•

5 DRAW 5 CARDS
 5 Orient Blue Cards•

7+ years  |  2-7 Players



SPECIAL CARDS:
Draw 2 Card

When you play this card, the next person to play must draw 2 cards and forfeit their turn.

If this card is turned up at the beginning of the play, the first player must draw 2 cards. This card 
may only be played on a matching color or another Draw 2 card.

•

•

Draw 5 Card
When you play this card, the next person to play must draw 5 cards and forfeit their turn.

If this card is turned up at the beginning of the play, the first player must draw 5 cards. This card 
may only be played on a matching color or another Draw 5 card.

•

•

Reverse Card
This card reverses the direction of play. Play to the left now passes to the right and vice versa.

If this card is turned up at the beginning of the play, the player to the right now plays first, and play 
then goes to the right instead of the left.

This card may only be played on a matching color or another reverse card.

•

•

•

Skip Card
The next person in line to play after this card loses their turn and is "skipped.”

If this card is turned up at the beginning of the play, the first player (the player to the left of the 
dealer) is skipped.

This card may only be played on a matching color or another reverse card.

•

•

•

Wild Card
When you play this card, you may change the color being played to any color of your choosing.

The player after you must then put down the color you chose, or they must draw a card from the 
pile and forfeit their turn.

If you have a Wild card in hand, you may play it any time during the game.

If this card is turned up at the beginning of play, the person to the left of the dealer chooses the 
color to begin play and plays the first card

•

•

•

•

Wild Draw 5 Card
This card allows you to call the next color played and requires the next player to pick 5 cards from 
the draw pile and forfeit their turn.

When you play this card, you may change the color being played to any

If you have a Wild Draw 5 card in hand, you may play it any time during the game.

If this card is turned up at the beginning of play, the person to the left of the dealer chooses the 
color to begin play and plays the first card.

•

•

•

•

Proofpoint Pop Quiz Cards
Included in each colorway is a Proofpoint Pop Quiz card, featuring a marketing-related question.

The player who draws it or has it in their hand can challenge any player to answer the question 
with five qualifying responses within 10 seconds or less.

If unsuccessful, they must draw five cards from the pile.

If successful, the challenger draws five cards.

•

•

•

•



OBJECT OF THE GAME:
The first player to play all the cards in their hand in each round scores points for the card their opponents are left 
holding. The first player to score 500 points wins the game.

SET-UP:
Each player draws a card.
The player with the highest point value is the dealer.
Shuffle the deck.
Each player is dealt seven cards.
Place the remaining cards facedown to form a draw pile.
Turn over the top card of the draw pile to begin a discard pile.
The person to the left of the dealer starts the game.

1.
2.
3.
4.
5.
6.
7.

LET’S PLAY:
The player to the left of the dealer goes first. Play continues with the next player to the left, and so on.

"Beginning a turn" is defined as either drawing a card from the draw pile
or playing a card from your hand.

Match the top card on the discard pile either by number, color, or word.

If you don't have anything that matches, you must pick a card from the draw pile.

If you draw a card you can play, place it on the discard pile. Otherwise, play moves to the next person.

You may choose not to play a playable card from your hand. If so, you must draw a card from the DRAW pile. 
If playable, that card can be played, but you may not play a card from your hand after the draw.

Special action cards deliver game-changing moments and help you to defeat your opponents! These 
include Skips, Reverses, Draw Two, Draw Five and Wild Cards.

Included in each colorway is a Proofpoint Pop Quiz Card, featuring a marketing-related question. The player 
who draws it or has it in their hand can challenge any player to answer the question with five qualifying 
responses within 10 seconds or less.

The person with the Pop Quiz Card must keep track of the time and the other players around the table can 
judge if the responses are acceptable and stated within the allotted time.

If unsuccessful, the person challenged must draw five cards from the pile. If successful, the challenger draws 
five cards.

Anytime a player has to draw five cards, shout-out the word CINCO (just for fun!).

Before playing your next to last card, you must say CINCO. If you don't say CINCO and another player catches 
you with just one card before the next player begins their turn, you must pick five cards from the draw pile.

If you are not caught before the next player starts their turn, you do not have to draw the extra five cards.

Once a player discards their last card, the hand is over. Points are tallied (see the Scoring section), and you 
continue to play until 500 points is achieved by one person at the table.

•

•

•

•

•

•

•

•

•

•

•

•

•

•



GOING OUT:
If you forget to say CINCO before your card touches the discard pile, and you catch yourself before any other 
player catches you—you’re safe and not subject to the 5-card penalty.

You may not catch a player for failure to say CINCO until their second-to-last card touches the discard pile.

You may not catch a player for failure to say CINCO after the next player begins their turn.

If the last card played is a Draw 2, Draw 5 or Wild Draw 5 Card, the next player must draw the specified 
number of cards accordingly (if available in the draw pile).

If no one is out of cards by the time the draw pile is depleted, reshuffle the discard pile and continue playing 
until someone discards their last card.

•

•

•

•

•

SCORING AND WINNING:
If you are the first to get rid of all your cards, you get the points for the cards left in the other 
player's hands. Record the score after each hand.

Each card is worth the following:

•

•

THE WINNER IS THE FIRST PLAYER 
TO REACH 500 POINTS.

Skip Card:
20 Points each

Wild Card:
30 points each

Wild Draw 5 Card:
50 points each

Number Cards:
5 Points each

Draw 2:
20 Points each

Draw 5:
50 points each

Reverse Card:
20 Points each

Proofpoint Pop Quiz Cards:
100 Points each



When you play CINCO, 
we hope you’ll enjoy the 
moment, savor the fun, 
and remember that life and 
marketing is all about building 
meaningful relationships.

For more information, visit
www.proofpoint.marketing/cinco


