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In person Games:

Solitaire: 1 player: Remove the Somm cards and bonus cards from the deck, leaving only the picture cards (119). Place the card deck face down. Take a bottle of wine, put it in a blind tasting bag and try not to look at the label. Open the bottle and poor yourself a small glass of wine. Use the swirl, smell and sip method (detailed in another post) to sample the wine. Choose the card on the top of the deck. If you think it matches, hold it in your hand, if it doesn't match, place in a discard pile. Continue through the deck. When you are done, reveal the wine and see how many cards matched the wine correctly and how many you were incorrect on. +1 point for correct matches, -1 point for incorrect matches. You can read the label or look up the tasting notes online. Expert: see if you can correctly identify the varietal in the wine as well.

Wine War: 2-3 players: Have you ever played War with playing cards? This is the adult version. Remove the Somm and bonus cards from the deck. Mix the cards and deal out the deck to the players. Start with the first bagged wine. Pour each player a 2 oz pour. Each player will swirl, smell and sip the wine. When ready, the dealer says go and each player flips over their card on the table (usually slams it on the table as this is war). The players read the cards as fast as they can and try to grab as many cards as they can get to that are a match to the wine. The first hand on it gets it. Scoring: Once all of the cards have been flipped, each correct match in the player's hand receives +1 and each incorrect card receives -1 point. Use the label on the bottle and search the name of the wine on the internet for the tasting notes.

Spit!: 2-4 players: The deck of wine term cards are placed face down in the center of the table. The players taste the wine. When ready, the dealer pulls the top card and flips it over, face up. The players all try to grab the card if it is a match to what is in their glass. The first one to touch the card gets it. Once you have gone through the deck, each correct match receives +1 and each incorrect match receives -1. The player with the highest score wins.

Wine Cinq or Sink: 2-4 players: Bag the wine and open it. Pour each player a 2 oz pour. One at a time the players choose a card from the face down deck. If they think it is a match, they hold it, if not they place in the discard pile. Once a player has 5 cards in their hand they think are a match they say "cinq". The players then reveal all of the cards they are holding in their hands. Each correctly matched card receives +1 point and each incorrect card receives -1 point. The player who claimed "cinq" loses 3 points if not all cards are correctly matched.

Mess: 1+ players: The picture cards are all placed faced down on the table. The wine is bagged and poured. The players swirl, sniff and sip. When the dealer says "119 pickup" everyone flips the cards and tries to grab the cards they think are a match to the wine. After 90 seconds the dealer says "stop". Each player reveals their cards and are rewarded +1 for correct matches and -1 for incorrect matches. The dealer will read the label or look online for tasting notes.

Easy Vine: (need same wine) 2+ players: The Dealer pulls out the “white wine”, “red wine”, bonus and cheat sheet cards from the deck and deals each player five cards. The wine is poured. The players taste the wine and choose the ONE card that BEST describes the wine. The card is handed to the dealer upside down. Once all players have handed in their cards, the dealer decides which one is the best match. The player who chose the card that best matched the wine receives +1 point.

Varietal Madness: 4+ players. Break into two teams. Put the names of the major varietals in a bowl. The first player chooses a varietal and then looks through the deck and picks three cards. They hold them up and their team has 30 seconds to guess the varietal.

Expert Tasting Test: 2+ players: Head to head: one on one. The deck is dealt to the players. The dealer pours for wine for them and they swirl, sniff and sip. The dealer says go and the players have 30 seconds to find the most cards that match their wine. They lose points if the card doesn’t match the wine.

Catchphrase: Break into two teams. The first player draws a face down card and holds it on their head. The team tries to get the player to guess what is on the card. 30-45 seconds each. Points are added for each card correct and every team member goes. The team with the highest score wins.

Black Jack: 2+ players: The players place their bet. The dealer deals two cards face up to each player. The wine is poured and the players swirl, smell and sip. The players then must decide whether they want more cards (hit me or hold). If they choose to hit, and the next card flipped for them is a match, the player then can ask for another or stand. If the card that is flipped is not a match, the player busts. Once everyone is through the round, the dealer reveals their cards and plays out the round as well. If the dealer busts, the players remaining in the round win and double their bet.


Memory: 1+ players. Pour a glass of wine (covered in a blind tasting bag) and taste it. To start, the 1st player begins by flipping over a card of their choice for everyone to see. If they believe it matches the wine they are drinking, they keep it. If they don't think it matches, they will flip it back over. Each player takes turns until there are none left. If a player leaves a card that another player wants, they need to remember where it was and flip it to take it. This game can also be played without wine by choosing a varietal or simply "red" or "white" wine and players will try to find the cards that match the description of the varietal or overall kind of wine.

Let's Taste!: 2+ players: 4+ bottles of wine are placed on a table in blind tasting bags opened. Each player has a glass in front of them and tries 1 oz of each wine. The dealer deals each player 3 cards. They view their cards and choose the wine that they best think matches the majority of their cards. They discard the cards that they don't think match. The dealer then awards +1 point for each correct matched card and -1 for the incorrect matches.

Tasting Room Tool: 1+ plus Consultant: Pour your clients your first wine and fan the deck out in front of them. See if they can choose one or two cards that match the wine they are tasting. For busy times, ring a bell if they get one right. For slower times, this can initiate the conversation on how to swirl, smell and sip the wine and pick out the qualities of the wine and winemaker.

Educational Tool: 1+ players: Use VINO! to study for your WSET, CSW or Court of Master Sommeliers exams. Simply blind taste your wine and search the deck for cards and terms that match. Then compare your tasting notes. See if you can organize the deck into primary, secondary and tertiary term categories.

VINO! Blind Tasting Party: 3+ players: The cards are shuffled and “The Somm” deals everyone a random set of 6 cards, then pours each player a 1-2 ounce pour of the wine for the round, the bottle is hidden inside a wine bag. Each player reviews their cards and smells and tastes the wine in their glass. They may spit or dump – (best practice for being able to taste the later wines). The players each privately choose which of their cards are a match to their wine. They hold the matching cards and place the non-matching cards face down in front of them. The Somm then swaps out each players’ discarded cards for new cards. The players review the new cards, add the cards they believe are a match, to their previous matched pile and discard the cards that are not a match.
Next each player takes a turn displaying and reading out loud their “matching” cards. The Somm decides on which cards are a match and awards 1 point to each correctly matched card. *If a player decides to present ALL 6 cards as matching, and any 1 is incorrect, they automatically lose 6 points. The discarded cards can be added to a general discard pile to be re-sorted for the next round. The Somm continues until every player has gone.
At the end of each round, The Somm will have recorded and added up the points for each player. The player with the most points for that specific round will randomly choose a bonus card from the face-down deck of Somm cards (black back). If the player answers correctly (with no assistance from other players, the internet, a book, etc.) they are awarded an additional two points.
The Somm Challenge: If The Somm decides that a card does not match a wine, the group can throw an upheaval and vote to challenge The Somm. If the majority of the group votes to challenge, The Somm must look up the wine and the term to verify. If the group is correct, each player who voted with the challenge will get an additional two points, those who voted against will lose 1 point.

Charades: Guests are broken up into two teams. A player is chosen to go first for team A. The player chosen to go first, picks a tasting card from the pile and then acts out or cues their team to guess the term they chose. Each team has 60 seconds to guess as many terms from the deck as they can. They earn points for each card they guess correctly. Team B will then go and so on until you make it through the whole team. By the end you will have gone through the deck a few times, so it will get easier and easier.... and all of the guests will have learned the professional Sommelier tasting terms for wine tasting.

Varietal Madness: 1+ person. Each player is dealt 10 cards. Each player chooses a varietal they want the dealer to guess, and don't say it out loud. They review their cards and choose the cards in their hand that best describe the varietal. When it is their turn, they lay the cards down and see if the dealer is able to identify the varietal. This can also be played in pairs, where your teammate tries to guess yours and you try to guess your teammates varietal. 

Bingo: 1+ person. You will need a list of all of the terms on each card. Deal everyone 16 cards. They set them up in front of them in a 3x3 or 4x4 bingo grid. You call the tasting card name and if they have it, they flip it over. The winner gets 3 in a row, 4 in a row or 4 corners.

Go Fish: Each player needs a deck of cards (has to be the same version of the pack). Draw 5 cards. First player goes and asks if anyone has one of the cards in their hand, if they do, they put it in a 

Virtual Games:
(For most of these, each home will need to have a card deck)

It’s Show Time!: This game is designed simply to show you how the cards work. You will smell and taste the wine and see if you can pull out different taste qualities. When the dealer says go you will have 45 seconds. All players begin to flip the cards. Each time you flip a card you think matches the taste and aromas, you keep that card. If it doesn’t match, you put the card down. You only hold onto what you think matches. At the end, the dealer awards 1 point if you got it correct, -1 if you didn’t. 

Varietal Madness: Dealer holds up 3 cards. Other players try to guess the varietal. Whomever gets it right first, wins a point.

Blind Tasting Party: Order the same 3 bottles of wine for each player/ guest who will be joining you virtually. Taste the same wine, each player deals themselves or is dealt five cards. They keep the ones that match the wine and swap out the ones that don’t match. The dealer then awards 1 point for correct matches, and -1 point for incorrect matches.

Catchphrase: Break into two teams virtually. The first player draws a card and tries to get their team to guess what is on the card. Whomever guesses the correct term scores a point for the team.
 
Bingo: (each player or group virtually needs a deck of cards) Take the card deck and make a grid of 4x4. Dealer draws cards and calls them out. If a player has the card, they flip it over. 3 or 4 in a row wins that round. (Can be tied to the wine you are drinking if the dealer pulls out only the cards that match the wine everyone is drinking).

Charades: Guests are broken up into two teams. A player is chosen to go first for team A. The player chosen to go first, picks a tasting card from the pile and then acts out or cues their team to guess the term they chose. Each team has 60 seconds to guess as many terms from the deck as they can. They earn points for each card they guess correctly. Team B will then go and so on until you make it through the whole team. By the end you will have gone through the deck a few times, so it will get easier and easier.... and all of the guests will have learned the professional Sommelier tasting terms for wine tasting.

Wine games without cards:
Come up with a catch phrase for this wine. “Your target audience for this wine is clowns. Come up with a catchphrase that would inspire a clown to buy this wine.” 

If this wine was a celebrity, who would it be?” or “Use a word that begins with R to describe this wine.”

