
Women’s HistoryPlunge
Tournament Rules – 2026



Overview

• Each round will be 18 minutes

• Rotate games in the following order for the entire round. When the 3 

games are completed, play them again in the same order.

• Order games will be played:

➢ Dashing Notables

➢ Play the Dates

➢ Notable Plunge

• We will be watching throughout the day for excellent 

teamwork and sportsmanship too!



Women’s 
HistoryPlunge 
Cards Used for 
Tournament 
Games

1. Notable Women Cards – used in 2 games

• Dashing Notables

• Notable Plunge

2. Timeline Cards + Power Cards

• Play the Dates



Dashing Notables - Set Up

• Cards Used: Notable Women cards with image on one side and facts on the other.

• Set Up: Each team is dealt 6 Notable Women cards image side up. Teams do not look at their stack of 
cards until the dealer says “Ready, Set, HistoryPlunge!”

• Overview: This game is a race. Teams sort their cards in alphabetical order by first name as quickly as 
possible. After they complete the sorting, teams must name each woman and her Keyword looking at the 
image side only. Each player on the team is responsible for identifying 2 women and their Keywords.

FAQ: Teams can sort with cards fact side up if they wish, but the cards must be image side up in order 
when a team shouts “HistoryPlunge,” and during the identification process described below.

Keyword



Dashing Notables - How to Play
How to play: 

1. Monitor says, “Ready, Set, HistoryPlunge!” 

2. Each team sorts its Notable Women cards in alphabetical order by first name - as fast as it can - and when the 

cards are in order from left to right with all image sides showing shouts “HistoryPlunge!”

3. After the 1st team shouts “HistoryPlunge,” the other team has 1 more minute to complete its sorting and place 

its cards image side up in order, and if it does so within the minute, it shouts “HistoryPlunge!”

Who wins: 

1. The 1st team that shouted “HistoryPlunge wins if:

• It correctly sorted the women in alphabetical order by first name, AND

• It correctly identifies each of its Notable Women in order and the Keyword of each without looking at the fact side 

of the cards (after it names each woman and Keyword, turn over that card to the fact side to check for accuracy). 

• NOTE: Each player from the team must identify two women and their Keywords without help from 

teammates.

2. If team 1 made any errors, the other team can steal the game and win if it shouted HistoryPlunge within its extra 

minute and if it correctly identifies the women in the same manner as stated in 1.

3. If neither team wins, the game ends in a tie.



Play the Dates - Setup

• Cards Used: Timeline cards and Power cards

• Set Up: Each team is dealt 6 Timeline cards face down and can look at its own cards. Place the top Power 

card in the Power card deck face up in the middle of the table. The date at the bottom of the Power card is 

the Anchor Year for the entire game.

• Overview: The team that wins the most tricks wins the game. If both teams win 3 tricks, the team that wins 

the last trick wins the game. This game cannot end in a tie.

Anchor Year
FYI: The Anchor Year will be an important year in women’s history:
1848 (the Seneca Falls Convention), 1920 (the 19th Amendment is 
ratified), or 1964 (the Civil Rights Act with Title VII is passed)



Play the Dates - How To Play 
          When each team plays 1 card, it’s called a “trick.” The winner of those 2 cards wins the “trick.” 

How to play: 

The team that won the last game is the lead team on the 1st trick. After that, the team that won the previous trick 
becomes the lead team for the next trick.

1. Lead Team’s Turn: The lead team on each trick announces “before,” “after” or “anchor” and then plays a Timeline 
card face down after reading one of the facts (but not the date) on the card out loud.

2. Non-Leading Team’s Turn: The non-leading team then plays a card, reading a fact from it out loud and placing the 
card face up. Then the lead team turns its card face up to reveal the winner of that trick.

• If the teams are playing “before,” the fact with the earlier year wins the trick.

• If the teams are playing “after,” the fact with the later year wins the trick.

• If the teams are playing “anchor,” the fact that is closest to the Anchor Year wins the trick.

• If there is a tie, the non-leading team wins the trick.

3. One-Time “Flip-It” Option: 

• Each team can use the “Flip-It” option once during the game.

• After the lead team plays a card, the non-leading team can call “Flip-It,” forcing the lead team to flip its card to 
reveal the year of its fact before the non-leading team plays its card on the trick.



Notable Plunge - Set Up

• Cards Used: Notable Women cards with image on one side and facts on the other

• Set Up: Each team is dealt 6 Notable Women cards image side up. Teams can look at the fact sides of 

their own cards. Place a stack of Notable Women cards in the middle of the table, image side up (the Draw 

pile). As teams play, they will create a Discard pile with images facing up next to the Draw pile.

• Overview: Each team tries to collect 6 cards from 6 different Eras with each showing a different 1st Icon. 

Players will need to know the Eras by date and Icon names, which are on the inside of the game 

box.



Notable Plunge - How to Play
How to play: 

Teams alternate turns. The team that won the last game goes first. On your turn, your team must:

• Take the top card from the Draw pile or the Discard pile (for the 1st turn, there will be no Discard pile)

• After drawing a card, discard one card, placing it image side up on the Discard pile

Shouting “HistoryPlunge!”

When a team collects 6 Notable cards, each from a different Era and with a different 1st Icon, it shouts 
“HistoryPlunge!” and lays the 6 cards image side up. The other team points to 1 of the cards and the 
“HistoryPlunge” team must correctly state that woman’s:

Full Name  +  Era dates  +  1st Icon

If all three are correct and the hand truly has 6 different Eras and 1st Icons, that team wins the game.

Stealing the Game: 

If the 1st team gives any incorrect answer or didn’t have 6 different Eras and 1st Icons, the other team can steal 
the game. To steal:

• Team 2 lays out its 6 cards image side up (even if Team 2 didn’t have 6 different Eras and 1st Icons)

• Team 1 points to 1 of the cards and Team 2 must correctly identify that woman’s Name + Era dates + 1st 
Icon.

If Team 2 is correct, it steals the game and wins. If not, the game ends in a tie.

Cards are color-
coded by Era

1st Icon



We’re here to help!
hayutin@learningplunge.org

mailto:hayutin@learningplunge.org
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