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CONTENTS

12 Combo cards, 12 Chance cards, 84 dice cards, 1 starter card, 1 comho sheet
and 1 reminder card.

HOW TO WIN _
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The player with the most points when all the Combo cards aré gone is the winner.
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SCORING

1. Flip over both Combo hands. The player with the highest-scoring combination wins.
o |f both hands are equal (e.g. both are 3 of a kind), the player whose cards have
the highest value wins the round, e.g. three 5s beat three 2s.
o If the hands are the same, the player who played their Combo first wins the
round.
o If you made a mistake and you don’t actually have a Combo, it’s a foul! If you
fouled, another player replaces 3 of the cards from your hand with new ones

(without looking). All keep playing until a second player has played an actual
Combo.

2. Winner, take the matching Combo card and keep it faceup in front of you.
. Runner up, take a Chance card. Keep it facedown in front of you. No peeking.

4. Both put your used hand of cards on the discard pile and take 5 new cards each. All
other players keep the cards they have. |

o |n a 2-player game, the player with the highest—scoring Combo hand takes the
Combo card and the runner up takes a Chance card. Both players discard their
hand and draw 5 new cards.

o |f the other player didn’t manage to complete a Combo, they keep the hand they
have and do not take a Chance card.

. Move the starter card one player to the left. This player now starts the next round.

Keep playing until all the Combo cards have been used up.
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number of Chance and Combo cards in every game.
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