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HEY! DON’T READ

TACOCAT

THESE RULES!

READING IS THE WORST WAY TO
LEARN HOW TO PLAY A GAME.

INSTEAD, GO ONLINE AND WATCH
OUR INSTRUCTIONAL VIDEO:

WWW.TACOCAT.GAME/HOW

SPELLED
JiSdy., BACKWARDS

‘ A GAME BY EXPLODING KITTENS.. &l

- THE RULES

CONTENTS: GAMEBOARD, TACOCAT TOKEN,
38 CARDS, 7 TILES

1 Unfold the board and seat
one player on the YAY side
and one on the WOW side.

z Put all seven tiles in a
stack next to the board.

3 Insert Tacocat into the
black plastic stand and
place on the center space.

Let's say it's your opponent’s turn to go first. They look at the cards

SPACE 0 SPACE

DURATION: 15 MINUTES
PLAYERS: 2

GOAL GOAL Shuffle the cards and deal seven
to each player. (You can look at

K your cards but keep them secret.)
Eﬂgg hggﬂﬁ 5 Put the rest of the deck face

down next to the board. This is

:mscann. the Draw Pllt_a. Leave_ some
Tiles x7| | : room for a Discard Pile.

in their hand and start by playing the highest one face up in front of
them. This is their attack.
Ties 90
‘o the
% Defender!
After either outcome, collect both cards
and put them face up in the Discard Pile.
Determine who gets to attack next as described above. You can attack with any
card in your hand, but a good strategy is to attack using the highest card you have.
9
LET’S LOOK AT AN EXAMPI.E
It's your opponent's turn to attack and they play an 8. Continue this way until both players have one card left in their hand.

Your hand looks like this: @ @ @@ a a m

You could play any of these cards to Defend.

But what if your hand looks like this? n @ @ @ @@ @

Both players turn over their last card at the same time. The player with
the LOWEST card wins the round and gets to move Tacocat one space
closer to the Goal Space on their side of the board.

REMEMBER
Sacrifice means you lose the LOWEST card in your hand.

And it hurts to lose your lowest card because whichever
player has the lower card at the end of the round wins!

' ' NOW, PICK A PLAYER TO GO FIRST ' '
AND PLAY A QUICK PRACTICE

You don't have anything that can Defend against an 8, so ROUND BEFORE YOU CONTINUE.

you are forced to Sacrifice your LOWEST card instead.

THE ROUND IS OVER WHEN YOU BOTH PRESENT YOUR LAST CARD AND THEN MOVE TACOCAT.



DEALING CARDS
WHAT ARE THE NUMBERS FOR?

At the end of a round (after you move Tacocat), shuffle all the cards before
you deal so that you are always using a completely full deck (38 cards).

When Tacocat is moved to a new space, the number on the new space
indicates the number of cards to deal to each player for the next round.

REPLACING CARDS

WHAT ARE THE ARROWS FOR?

After you deal cards, but before you start the round, you might have some
cards that you don’t want (usually middle cards like 5, 6, and 7).

If Tacocat is resting on a space with an arrow pointing at you, you get
one chance to discard as many (or as few) cards as you’d like into the
Discard Pile, and replace them by drawing new cards from the Draw Pile.

The other player can then replace UP TO the same number of cards.

% So if the arrow points at you and you want to lock your
opponent with the cards they were dealt, announce that

you don't want to replace any cards.

o.®

For the very first round,Tacocat is resting on a space with arrows
pointing at both players. This means that both players can replace
as many cards as they would like.

If both players turn over their final card and they are the same, look at
the arrow on the space where Tacocat is sitting. Whichever player that
arrow is pointing at wins.

<«

If you tie on the starting space where there’s an
arrow pointed at both players, reset and play again.

MOVING TACOCAT

WHAT ARE THE TILES FOR?

796N,
When both players have played their entire handsﬁ7;/ Ag / g ! ': ‘i
and then present their last card, the round T/(2[<]>]<

is over. When a round is over, the winning player (the player with
the lowest card) gets to move Tacocat one space closer to them.

When you move Tacocat, cover the space
Tacocat moved off of with any tile because
that space is no longer part of the game.

If Tacocat ever moves to a covered space, simply 7% 7S WA
skip that space and move to the next one instead. /4 / 77/ » ﬂmvm
Repeat as necessary for all covered spaces in AT A SEACE

a row. This means the board gets smaller and smaller as the game continues.

WHO GOES FIRST?

At the start of every round (each time you deal cards, you are starting a
new round), after replacing cards, determine who attacks first with a Duel.

In a Duel, each player looks at their hand and chooses one card to place
face down in front of them. Both players turn over their cards at the same
time. The player who has the highest card gets to attack first.

The card you used in a Duel is no longer a part of your hand.
Collect both Duel cards and put them in the Discard Pile.

4 There is a tiny chance you might continue to have tied Duels until

If there's a tie, discard both cards and Duel again.
each player only has one card left. If this happens, just present your
final card, and the player with the lower card wins the round. If both

®
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final cards are the same, reshuffle and start again.

WINNING
When you move Tacocat to the Goal Space
on your side of the board, you win the game!

JUMBO ATTACKS

THIS SECTION COVERS SOME STRATEGIC MOVES.
WE DON'T WANT TO BUG YOU WITH THEM UNTIL
YOU'RE A PRO SO YOU DON'T GET OVERWHELMED.

When it’s your turn to attack, you can attack with multiple cards.
This is called a JUMBO ATTACK and there are two kinds:

If you have two or more of the same card in your hand,
you can attack with the entire group of matching cards.

2 If you have three or more cards in a sequence, you can
attack with the entire group of sequential cards.

The player you attacked must Defend or Sacrifice against each separate
card used in your Jumbo Attack. If your opponent sacrifices against any
of the cards used in your Jumbo Attack, you get to attack again.

0;‘ 4 Jumbo Attacks are powerful because your opponent must play a bunch of their
== cards to Defend or Sacrifice without getting to attack you back. And if they Sacrifice

against even ONE of the cards in your Jumbo Attack, you get to attack again!

EXAMPLE 1:

Your opponent attacks you with three 7s: ——— [E] [z] E]

Each of the three cards your opponent played against you is a separate attack,
so you need to defend yourself three times by playing a card against each attack.
You sacrifice your lowest card for each attack that you can’t defend.

So against the first @ you play your @ to win.
Then against the next @ you play your to win.

And against the final @ you play your @ to win.

Because you defended against all three cards in the Jumbo Attack, it's your turn
to attack next. If you had sacrificed against ANY of the cards, your opponent
would get to attack again.

Your hand looks like this:

EXAMPLE 2:

You attack with three cards in a sequence: —— . E] .

Your opponent’s hand looks like this: —>

Because they cannot defend against the other two cards in your Jumbo Attack,
they must sacrifice their two lowest cards — one for each loss.

It is now your turn to attack again because they sacrificed against at least one
of the cards in your Jumbo Attack.

IMPORTANT THINGS

® Just because you have a group of cards that can be used in a
Jumbo Attack does not mean you have to use them as a Jumbo Attack.

® You cannot play your last card as part of a Jumbo Attack.
You must keep one card to determine who wins the round.

- DO THINGS IN THIS ORDER -

1 shuffle all the cards
2 Deal cards

2 Replace cards

't Duel

S Play the round
6 Move Tacocat
7 Place atile

8 Repeat

How Many Cards Are In The Deck?

Count |1 |1 |1 |2|2|%|5|5|5]|5|%|3| 38roma



