
A Toast Proposal:

The game of wedding reception speeches.....And how to win at them!

The wedding day has arrived, the ceremony has gone by, now it's everybody's 

time to shine, and out-shine! Choose a member of the wedding party, and show 

the rest of them how a speech is given! Throw a wrench into their speeches, steal 

their thunder, be that one memorable speech that everyone talks about 

afterwards.  Call on romantic themes, deep historic family stories, or knee-

slapping jokes to win over the audience.  A Toast Proposal is a rummy-style card 

game where you piece together speech cards, attack other, and defend your own.

Game Contents

The game includes:

1 deck of 56 cards (36 speech cards, 8 attack cards, 8 defend cards, and 4 'jokers')

6 character cards

Objectives

The goal of the game is to build a 'speech' of seven cards, by playing 'sets'. Sets can

be of any arrangement, but there must be an opening set of 2 cards, a middle set 

of 3 cards, and a closing set of 2 cards. Sets can be played in any order. At the end 

of the round cards in play are counted, and cards in hand are deducted.  Attack 

and defense cards can modify the value of cards in play. Speech cards are grouped

into 3 categories, Comedy, History/Family, and Romance, each with a point value.



Playing

To start, players may choose one character card, or decide to play without them. 

Character cards set additional requirements for the composition of the speeches. 

IF they are omitted from play, the only requirement for all players is that they 

include at least one of each of the categories in their speech.  

Character cards set additional requirements, as described on the card face.

Deal 7 cards to each player, and place the remaining deck in the middle. 

Each turn, a player must draw a card to start, and discard to finish. Between these

actions, they may play one set, or one other card. Once a set has been played, it 

cannot be picked back up unless otherwise instructed by a card. They are also now

open for attack. If indicated, some defense cards may be played when the set is 

played. Some defense cards may be used immediately upon an attack card being 

played, or used later on.

The Joker cards speed up or immediately end the round.

Using attack and defense cards reduces your available cards, so you must be 

cautious in using them, or you might not be able to finish the round with a full 

speech.

The Discard pile is not shuffled if the draw pile runs out, but is turned over, 

leaving the earliest discards at the top.

At the end of a round, a player who 'goes out' or completes their speech, does not 

need to discard.  All other players take a final turn to draw and play a set, but are 

not able to play attack cards. Players may use defense cards if unable to play a set.



Scoring

Upon completing a round, all speech cards in play are added up, and attack or 

defense bonuses tallied. For those with cards still in their hand, these values are 

deducted. Attack or defense cards are worth 2 points each from the hand, unless a

point value is given (the double point value card only counts as two in the hand) 

to use instead.

Joker cards in the hand (Wrap-it-up, Pick up the pace, or Fire Alarm!) count as 4 

points against your total.

Play a set number of rounds, or play until someone reaches 25 or 50 points.

Optional

This game can be played as a standard card game, or the improv rule may be 

included, where all card plays must be acted out to some extend, and each play 

must remain consistent with the previous events.  


































