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GERMAN
YES NO
JA NEIN
* YA *NINE

ARE YOU COMFORTABLE?
IST ES SO ANGENEHM FÜR SIE“
*IST ESS ZOH UN-GA-NAIRM FEWR ZEE?

WOULD YOU LIKE TO LIE DOWN?
MÖCHTEN SIE SICH HINLEGEN
*MERSHTEN ZEE ZISH HIN-LEGN?

ARE YOU TOO WARM?
IST ES IHNEN ZU WARM?
*IST ESS EENEN TSOO VARM?

ARE YOU TOO COLD?
IST ES IHNEN ZU KALT?
*IST ESS EENEN TSOO KULT?

GUIDE
(top line) English
(middle line) German
*Phonetic pronunciation (underlining indicates stressed syllable)

PERSONAL CARE
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GERMAN
YES NO
JA NEIN
* YA *NINE

DO YOU WANT TO GO TO THE TOILET?
MÜSSEN SIE AUF DIE TOILETTE?
*MEWSSN ZEE OWF DEE TOILETTER?

TRY TO USE YOUR BOWELS NOW
VERSUCHEN SIE, IHREN DARM ZU ENTLEEREN
*FER-ZOOKHEN ZEE EER’N DARM TSOO ENT-LAIRN

IT IS TIME FOR A SHOWER KNOW
ES IST ZEIT, SICH ZU DUSCHEN
*ESS IST TSITE ZISH TSOO DOOSHN

I WOULD LIKE TO CLEAN YOUR TEETH
ICH MÖCHTE IHRE ZÄHNE PUTZEN
*ISH MERSHTER EERA TSAIRNA POOTSEN

GUIDE
(top line) English
(middle line) German
*Phonetic pronunciation (underlining indicates stressed syllable)

PERSONAL CARE
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GERMAN
YES NO
JA NEIN
* YA *NINE

WOULD YOU LIKE YOUR NAILS CUT?
MÖCHTEN SIE IHRE NÄGEL SCHNEIDEN LASSEN?
MERSHTN ZEE EERA NAIRGL SCHNIDE-N LUSSEN?

WOULD YOU LIKE YOUR TOE NAILS CUT?
MÖCHTEN SIE IHRE ZEHNÄGEL SCHNEIDEN LASSEN?
MERSHTN ZEE EERA TSAY-NAIRGL SCHNIDE-N LUSSEN?

WOULD YOU LIKE YOUR HAIR CUT
MÖCHTEN SIE IHRE HAARE SCHNEIDEN LASSEN?
MERSHTN ZEE EERA HAARA SCHNIDE-N LUSSEN?

WE WOULD LIKE TO WEIGH YOU NOW
WIR MÖCHTEN SIE JETZT WIEGEN
VEER MERSHTN ZEE YETST VEEGN?

GUIDE
(top line) English
(middle line) German
*Phonetic pronunciation (underlining indicates stressed syllable)

PERSONAL CARE
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GERMAN
YES NO
JA NEIN
* YA *NINE

PLEASE TAKE YOUR MEDICINE NOW?
NEHMEN SIE JETZT BITTE IHRE MEDIZIN EIN
NAIRMEN ZEE YETST BITTER EERA MEDDI-TSIN INE

PLEASE TAKE YOUR TABLETS NOW
NEHMEN SIE JETZT BITTE IHRE TABLETTEN EIN
NAIRMEN ZEE YETST BITTER EERA TUBB-LET-N INE

TIME TO REST NOW
JETZT IST ES ZEIT, SICH AUSZURUHEN
YETST IST ESS TSITE, ZISH OWS-TSOO-ROON

GUIDE
(top line) English
(middle line) German
*Phonetic pronunciation (underlining indicates stressed syllable)

PERSONAL CARE
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GERMAN
YES NO
JA NEIN
* YA *NINE

ARE YOU COMFORTABLE?
IST ES SO ANGENEHM FÜR SIE?
IST ESS ZOH UN-GA-NAIRM FEWR ZEE?

ARE YOU IN PAIN NOW?
HABEN SIE SCHMERZEN?
HARBN ZEE SHMAIRTSEN?

SHOW ME WHERE THE PAIN IS
ZEIGEN SIE MIR WO SIE SCHMERZEN HABEN
TS-EYE-GEN ZEE MEER VOH ZEE SHMAIRTSEN HARBN

IS IT A BURNING KIND OF PAIN?
IST ES EINE ART BRENNENDER SCHMERZ?
IST ESS EYE-NA ART BRENNENDA SHMAIRTS?

GUIDE
(top line) English
(middle line) German
*Phonetic pronunciation (underlining indicates stressed syllable)

PAIN
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GERMAN
YES NO
JA NEIN
* YA *NINE

IS IT AN ACHING KIND OF PAIN?
IST ES EIN DUMPFER SCHMERZ?
IST ESS INE DOOMFER SHMAIRTS?

IS IT A PRICKING KIND OF PAIN?
IST ES EIN STECHENDER SCHMERZ?
IST ESS INE SHTESH-ENDA SHMAIRTS?

DO YOU WANT MEDICINE FOR YOUR PAIN?
MÖCHTEN SIE EIN SCHMERZSTILLENDES MITTEL?
MERSHTN ZEE INE SHMAIRTS-SHTILL-ENDESS MITTL?

GUIDE
(top line) English
(middle line) German
*Phonetic pronunciation (underlining indicates stressed syllable)

PAIN
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GERMAN
YES NO
JA NEIN
* YA *NINE

PLEASE STAND UP
STEHEN SIE BITTE AUF
SHTAIRN ZEE BITTER OWF

PLEASE SIT DOWN
SETZEN SIE SICH BITTE
ZETSEN ZEE ZISH BITTER

TIME TO REST NOW
JETZT IST ES ZEIT, SICH AUSZURUHEN
YETST IST ESS TSITE, ZISH OWS-TSOO-ROON

ARE YOU GOING OUT?
GEHEN SIE AUS?
GAIRN ZEE OWS?

GUIDE
(top line) English
(middle line) German
*Phonetic pronunciation (underlining indicates stressed syllable)

REQUESTS

German Culture profile1  4/12/06  1:06 PM  Page 35



36

GERMAN
YES NO
JA NEIN
* YA *NINE

PLEASE COME WITH ME
KOMMEN SIE BITTE MIT
*KOMMEN ZEE BITTER MIT

PLEASE LIFT UP YOUR FOOT
HEBEN SIE BITTE IHREN FUSS
HAIRBN ZEE BITTER EER’N FOOS

GUIDE
(top line) English
(middle line) German
*Phonetic pronunciation (underlining indicates stressed syllable)

REQUESTS
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About Skat
Skat is the national card game of
Germany, and one of the best card games
for 3 players. Skat is a three-handed trick
taking game. It is also quite often played
by four people, but there are still only 3
active players in each hand; the dealer sits
out. Each active player is dealt 10 cards
and the remaining two form the skat. Each
hand begins with an auction. The winner
of the bidding becomes the declarer, and
plays alone against the other two players
in partnership. The declarer has the right
to use the two skat cards to make a better
hand, and to choose the trump suit. 

Some cards have point values, and the
total number of card points in the pack is
120. To win, the declarer has to take at
least 61 card points in tricks plus skat; the
opponents win if their combined tricks
contain at least 60 card points. Instead of
naming a trump suit the declarer can
choose to play Grand (jacks are the only
trumps) or Null (no trumps and the
declarer's object is to lose all the tricks). 

The value of the game, in game points,
depends on the trumps chosen, the
location of the top trumps (matadors) and
whether the declarer used the skat.
Declarer generally wins the value of the
game if successful, and loses the game
value (doubled if the skat was exchanged)
if unsuccessful. In is important to realise
that in Skat the card points, which
generally determine whether the declarer
wins or loses, are quite separate from the
game points, which determine how much
is won or lost. 

The Cards
32 cards are used: A K Q J 10 9 8 7 in 
each suit. 

German Suits
Clubs acorns (Eichel)
Spades leaves (Grün)
Hearts hearts (Rot)
Diamonds bells (Schellen)
King king (König)
Queen ober (Ober)
Jack unter (Unter)

Ranking of Cards
The ranking of the cards depends on the
game the declarer chooses to play. 

Suit games 
Irrespective of the suit chosen as trumps,
the four jacks are the top four trumps,
ranking in the fixed order: ♥ ♠ ♣ ♦ 

Then follow the remaining seven cards of
the chosen suit, making eleven trumps in
all, ranking from highest to lowest: Club J,
Spade J, Heart J, Diamond J - A - 10 - K - Q -
9 - 8 - 7.
The other three suits each contain just
seven cards ranking from high to low:
A - 10 - K - Q - 9 - 8 - 7.

Grand 
The four jacks are the only trumps. They
form a suit by themselves ranking from
high to low: Club J, Spade J, Heart J,
Diamond J

37
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The remaining four suits each contain
seven cards ranking from high to low:
A - 10 - K - Q - 9 - 8 - 7. 

Null 
There are no trumps. The eight cards of
each suit rank from high to low:
A - K - Q - J - 10 - 9 - 8 - 7. 

Point values of the cards
In suit games and Grand, the cards have
the following values: 

Card:  J   A   10  K  Q  9  8  7 
Value: 2  11  10  4  3  0  0  0

The total value in the pack is 120 card
points. 

The Deal
The first dealer is chosen at random;
thereafter the turn to deal rotates
clockwise. The dealer shuffles and the
player to dealer's right cuts. The dealer
deals a batch of three cards to each player,
then two cards face down in the centre of
the table to form the skat, then a batch of
four cards to each player, and finally
another batch of three cards each. If there
are four players at the table, the dealer
deals to the other three players only, and
takes no further part in the hand. 

The Auction
Each bid is a number which is the value in
game points. The possible bids are
therefore 18, 20, 22, 23, 24, 27, 30, 33, 35,
36, 40, 44, 45, 46, 48, 50, 54, 55, 59, 60, etc.
If you bid or accept a bid it means you are
prepared to play a contract of at least that
value in game points. 

The player to the dealer's left is called
forehand (F), the player to forehand's left
is middlehand (M), and the player to
middlehand's left is rearhand (R). If there
are three players at the table R is the
dealer; if there are four R is to dealer's
right. Throughout the bidding F is senior to
M who is senior to R. The principle is that
a senior player only has to equal a junior
player's bid to win the auction, whereas a
junior player has to bid higher than a
senior player to win. 

The first part of the auction takes place
between F and M. M speaks first, either
passing or bidding a number. There is no
advantage in making a higher than
necessary bid so M will normally either
pass or begin with the lowest bid: 18. If M
bids a number, F can either give up the
chance to be declarer by saying "pass" or
compete by saying "yes", which means that
F bids the same number that M just bid. If
F says "yes", M can say "pass", or continue
the auction with a higher bid, to which F
will again answer "yes" or "pass". This
continues until either F or M drops out of
the auction by passing - once having
passed you get no further opportunity to
bid on that hand. 

The second part of the auction is similar to
the first part, but takes place between R
and the survivor of the first part (i.e.
whichever of F and M did not pass. As the
junior player, R either passes or bids a
succession of numbers, the first of which
must be higher than any number
mentioned in the first part of the auction.
To each number bid by R, the survivor
must answer "yes" or "pass". The winner of
the second part of the auction becomes the
declarer, and the bid is the last number the
declarer said or accepted. 38
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If both M and R pass without having bid,
then F can either be declarer at the lowest
bid (18), or can throw in the cards without
play. If the cards are thrown in there is 
no score for the hand, and the next 
dealer deals. 

Examples: 
1. F   M   R

18
yes   20
yes  pass      (F wins first part)

22
yes   23
yes   24
pass            (R is declarer in 24)

2. F   M   R
pass     (F wins first part)
18

yes   pass     (F is declarer in 18)

3. F   M   R
18

pass            (M wins first part)
20

pass            (R is declarer in 20)

To remember whose turn it is to start the
bidding, German players sometimes say
"geben, hören, sagen" (deal, listen, speak),
pointing in turn to dealer, forehand and
middlehand. If middlehand forgets to
begin, forehand can start procedings by
saying "I'm forehand" or "I'm listening", or
"Speak to me!". 

The Possible Contracts
If you win the bidding you are entitled to
pick up the two skat cards, add them to
your hand without showing them to the
other players, and discard any two cards
face down. The cards discarded may
include one or both of the cards picked up,

and their value counts along with your
tricks. Having discarded, you declare your
game. If you looked at the skat, your
contract is a skat game. There are seven
possibilities: 

Diamonds, Hearts, Spades, Clubs
(in which the named suit is trumps 
and the declarer tries to take at least 
61 card points), 
Grand (in which the jacks are the only
trumps and the declarer tries to take at
least 61 card points), 
Null (in which there are no trumps and
the declarer tries to lose every trick), 
Null Ouvert (Open Null) (like Null but
with declarer's cards are exposed). 

You may choose not to look at the skat
cards, but to play with the 10 cards you
were originally dealt. If you don't look at
the skat you are playing a hand game, and
again there are seven possibilities:
Diamonds Hand, Hearts Hand, Spades Hand,
Clubs Hand, Grand Hand, Null Hand and
Null Ouvert Hand. In this case no one must
look at the skat cards until after the play. 

If you are declarer in a Suit Hand or Grand
Hand game, you can increase the value of
the game by announcing Schneider
(undertaking to win at least 90 card
points), or Schwarz (undertaking to win
all the tricks), or Open (Ouvert)
(undertaking to win all the tricks with
your cards exposed). Such announcements
must be made before the lead to the first
trick. These announcements are not
allowed if declarer has looked at the
skat. Also (obviously) they do not apply in
Null games.

39
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The Play
Play is clockwise. No matter who is the
declarer, forehand always leads to the first
trick. Players must follow suit if they can. 
A player with no card of the suit led may
play any card. Note that in Suit and Grand
games the jacks belong to the trump suit,
not to the suits marked on them. For
example if hearts are trumps, the jack of
clubs is the highest heart, and has
nothing whatever to do with the club suit. 

A trick is won by the highest card of the
suit led, unless it contains a trump, in
which case the highest trump wins it. 
The winner of a trick leads to the next. 

If you are declarer in a Suit or Grand
game you win if the cards in your 
tricks plus the skat contain at least 61 
card points. The opponents win if their
combined tricks contain at least 60 card
points. 

If the declarer's opponents take 30 points
or fewer in tricks, they are Schneider. If
they take 31 or more they are said to be
out of Scheider. If they take no tricks at all,
they are Schwarz. The same applies to the
declarer - as declarer, you are Schneider if
you win 30 card points or less including
the skat, and Schwarz if you lose every
trick. Note that Schwarz depends on tricks
not points - if a side wins just one trick
and it has no card points in it, that is
sufficient to get them out of Schwarz. 

If you are declarer in Null or Null Ouvert,
you win the game if you manage to lose
every trick. If you take a trick, you have
lost and the play of the hand ceases at
that point. 

If you are declarer in an Open (Ouvert)
contract - i.e. you are playing Null Ouvert
or have announced Open in a Suit or
Grand contract - you have to spread out
your hand face up on the table before the
lead to the first trick. Play then proceeds
normally, and you play from your exposed
hand. The opponents are not allowed to
discuss tactics. 

Calculating the Value of the Game 
Suit and Grand contracts
The value of a Suit or Grand contract is
obtained by multiplying together two
numbers: the base value and the multiplier.
The base value depends on the trump suit
as follows: 

Contract Base value 
♦ Diamonds 9
♥ Hearts 10
♠ Spades 11
♣ Clubs 12
Grand 24

40
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The multiplier is the sum of all applicable
items from the following table:

Note that all applicable multipliers count -
for example 

• if you make the opponents Schwarz, you 
count the matadors, game, Schneider and 
Schwarz multipliers; 

• if you announce and make Schneider you 
count matadors, game, Hand, Schneider 
and Schneider announced; 

• if you announce and make Schwarz you 
count matadors, game, Hand, Schneider, 
Schneider announced, Schwarz, Schwarz 
announced. 

Open contracts are extremely rare: you can
only play open if you did not look at the
skat and you also undertake to win every
trick. By implication, an open contract
includes announcements of Schneider and
Schwarz, so you count: matadors, game,
Hand, Schneider, Schneider announced,
Schwarz, Schwarz announced, and Open. 

41

Multiplier Skat game Hand game 
Matadors 1 each 1 each
(with or against)
Game (always applies) 1 1
Hand (declarer did not n/a 1
look at the skat)
Schneider (one side took 1 1
90 or more card points)
Schneider announced n/a 1
Schwarz (one side took 1 1
every trick)
Schwarz announced n/a 1
Open n/a 1

(n/a = not applicable)
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Matadors
The jack of clubs and any top trumps in
unbroken sequence with it are called
matadors. If as declarer you have such a
sequence in your original hand plus the
skat, you are with that number of
matadors. If there is such a sequence in
the opponents' combined hands, declarer is
against that number of matadors. 

Examples of matadors (Hearts and
Trumps) 

Note that for the purposes of matadors,
cards in the skat count as part of
declarer's hand, even though in a Hand
game declarer does not know what is in
the skat when choosing the game. 

The game multiplier is always counted,
whether declarer wins or loses. 
The calculation of the value of a game
sounds something like this: "with 2, game
3, Schneider 4, 4 times spades is 44". 
The declarer must always be with or
against at least one matador (the jack of
clubs must be somewhere), so the smallest
possible multiplier is 2, and the smallest
possible game value (and the lowest
possible bid) is 18. 

42

Declarer has: Declarer is:
♣ J, ♥ J, ♦ J, ♠ A, ♠ 10, ♠ Q, ♠ 9 with 1 
♣ J, ♠ J, ♥ J, ♦ J, ♥ A, ♦ 10, ♥ K with 7
J, ♥ J, ♥ A, ♥ K, ♥ Q, ♥ 7 against 1
♦ J, ♥ A, ♥ 10, ♥ K, ♥ Q, ♥ 7 against 3
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Null contracts
These are easy to score. Each possible Null
contract has a fixed value unaffected by
multipliers. As with all contracts, an
unsuccessful declarer loses twice the value
of the game. The Null values are: 

These rather eccentric looking numbers are
chosen to fit between the other contract
values, each being slightly below a multiple
of 12.

The Scoring
If declarer wins the game and the value of
the game is as least as much as the bid,
then the value of the game is added to the
declarer's cumulative score. If the declarer
loses the game and the value of the game
is as least as much as the bid, then twice
the value of the game is subtracted from
the declarer's score. If the value of the
declarer's game turns out to be less than
the bid then the declarer automatically
loses - it does not matter how many card
points were taken. The amount subtracted
from the declarer's score is twice the least
multiple of the base value of the game
actually played which would have fulfilled
the bid. 

If as declarer you announce Schneider but
take less than 90 card points, or if you
announce Schwarz or Open and lose a
trick, you lose, counting all the multipliers
you would have won if you had succeeded. 

For examples of scoring go to :
http://www.pagat.com/schafk/skat.html
#general

To play a game:
For an electronic version of skat go to:
http://www.gamedesire.com/online.game-
skat.html
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Contract Fixed Value Amount lost if unsuccessful
Null 23 46
Null Hand 35 70
Null Ouvert 46 92
Null Ouvert Hand 59 118
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Diversicare Resources
• Directory of Services for the German-

speaking community in Brisbane and 
South-East Queensland up to Hervey Bay, 
2005. This directory in both English and 
German is a listing of known contacts in 
the areas of - Consulates, Organisations, 
Cultural groups, Social groups, Media, 
Travel agencies, Miscellaneous, Food 
distributors, Restaurants/cafes

• Cultural Diversity Resource Directory for 
Residential and Community Care 
Agencies, 2005. Lists all known resources 
under chapter headings of – 
Communication, Cultural background, 
Health and Personal Care, Lifestyle, Legal, 
Management, Resources.

Phone Margaret Hess, Director, Diversicare
for these resources on (07) 3849 1099

Useful websites
Western Australia  
www.health.wa.gov.au/mau/

New South Wales
www.mhcs.health.nsw.gov.au/health-public-
affairs/mhcs/resources/index.html#top

Victoria
www.healthtranslations.vic.gov.au/bhcv2
/bhcht.nsf/CategoryDoc/PresentCategory
?Open

Federal Government
www.ageing.health.gov.au/publicat/
multilin.htm   

www.ageing.health.gov.au/publicat/
pubindex.htm

Cross Cultural Health Program (USA)
www.xculture.org/resource/order/index.
cfm?Category=Articles

Centre for Culture Ethnicity and
Health - Video Catalogue
http://www.ceh.org.au/video_catalogue.htm

Alzheimers Australia
www.alzheimers.org.au/content.cfm
?categoryid=14

Alzheimer’s Australia NSW 
www.alzheimers.org.au

Queensland Health – Multicultural
Health Publications
www.health.qld.gov.au/publications/
restopicmaster.asp?Rec=40&frmHealthTopic=
MulticulturalHealth

Queensland Transcultural Mental 
Health Centre
www.health.qld.gov.au/pahospital/qtmhc
/multilingual_resources.asp

Cancer Foundation
http://www.cancerindex.org/clinks13.htm

Nutrition Australia
www.nutritionaustralia.org
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ADDITIONAL RESOURCES
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Information lines

Aged and Community Care
Information Line 1800 500 853

Carelink 1800 052 222

Libraries
Organisations must be registered to
borrow

Diversicare 
Ph (07) 3846 1099

Blue Care  
Ph (07) 3377 3327

St Lukes Nursing Service
Ph (07) 3421 2846 

Queensland Transcultural Mental
Health Centre 
Ph (07) 3240 2833

HACC Resource Unit
Ph (07) 3350 8653

Alzheimers Association 
Ph (07) 3857 4043

45
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Please complete the following page if you
are aware of either incorrect details or you
know of additional resources that should
be included.

Correction

Additional Resources / contact

46

CORRECTION/ ADDITION FORM

Listed item Correction

Title:

Page:

Contact details Description of resource

Title: (include whether Person contact, 
Book, tool, video, article, course)

Publisher:

Address:

Phone:

Website:

Send this form:

Post Fax
Diversicare Attention: Margaret Hess
PO Box 5199 Diversicare
West End Qld 4101 FAX: 3846 1107

Thank you for your assistance in keeping this document current.
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41 – 51 Thomas Street West End Q 4101
PO Box 5199 West End Q  4101
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