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C
hoose a random

 first player or 
continue from

 previous player.

Play
O

n your turn, add a card to your 
hand:
either take tw

o cards from
 the 

deck, put one in your hand, and 
discard the other to either 
discard pile (if one pile is em

pty 
you m

ust discard there);
or take a card from

 the top of a 
discard pile.
Then you m

ay play any num
ber 

of pairs of D
uo cards, face up in 

front of you. A
ctivate their 

effects as you play them
:

C
rab + C

rab: look through a 
discard pile and add a card from

 
it to your hand.
B

oat + B
oat: take another turn.

Fish + Fish: add the top card 
from

 the deck to your hand.
Sw

im
m

er + Shark: steal a 
random

 card from
 another 

player’s hand and add it to your 
ow

n.
Sw

im
m

er + Jellyfish: on their 
next turn, opponents m

ay only 
draw

 one card from
 the deck 

and m
ay not play any or end the 

round.

L
obster + C

rab: take the top 
five cards from

 the deck, choose 
one and add it to your hand, 
return the others to the deck and 
shuffle it.
If you have reached 7 or m

ore 
points (counting both cards on 
the table and cards in hand) the 
round ends.
If the deck is em

pty, the round 
ends w

ithout scoring.

End of R
ound

W
hen you end the round, call 

“Stop” or “Last C
hance”.

“Stop”: the round ends 
im

m
ediately and all players 

score their cards.
“Last C

hance”: each other 
player takes one last turn, and at 
the end of it reveals their hand, 
w

hich from
 that point m

ay not 
be attacked. If your round score 
is highest or joint highest, you 
score your cards + colour bonus 
(1 per card of the colour you 
have m

ost of); other players 
only score a colour bonus. If it 
is not, you score only a colour 
bonus, other players score cards.
If a player has reached the target 
score, they w

in.
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