


It’s been a ruff day, and your dogs are 
barking. As one of the local dog walkers, it’s time to 
get these pooches back to their homes. Unfortunately, 
it sounds like the friendly neighborhood mutt is on the 
loose again, and he loves to play! If you want to get 
home before everyone else, you’ll need to give that good 
boy a bone to distract him, or wind up chasing your dogs 
all over the neighborhood.

WATCH OUR HOW TO PLAY VIDEO:
gbecks.com/nam-play
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WATCH OUR HOW TO PLAY VIDEO:
gbecks.com/nam-play

OVERVIEW
Nuts About Mutts can be played in three formats:

1. Speed Game, age 8-adult
2. Easy Play (no speed elements), age 4-adult
3. Play with optional action cards

Any format may be played over any number of rounds; 
but for scoring, it’s best to decide ahead of time how 
many rounds will constitute a game. For each round, 
take turns playing cards until someone goes out by 
playing their last card. 

Cards may be played to the ‘home pile,’ in the center of 
the table, in turns, if they match one of the three features 
of the previous card: either the color, the number, or the 
dog breed. Cards without numbers are wild cards and 
may be played on any turn. 

After the determined number of rounds, the player with 
the fewest number of points wins and is chosen as the 
most Paw-some Dog Walker!

Contents: 
Speed & Easy Play Games: 
Number cards (84)  
Mutt cards (14) 
Dog Bones (7)

Optional Action Cards: 
Fleas (4) 
Dog House (2) 
Fire Hydrant (4)  
Pedigree (2)
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SPEED GAME SETUP
Remove all of the cards without numbers (except the 
Mutt cards) and set them aside. Shuffle cards and deal 
according to the list below.

3-5 players: 10 cards each | 6-8 players: 8 cards each

Place the remaining cards next to the dealer as the draw 
pile. Keep the center of the table open for play–things 
are about to get as wild as a frolicking bunch of puppies!

Grab a bone from the box for each dog walker minus one 
(example: for a 5 player game, use 4 bones). Place them 
evenly around the home pile, in reach of all players. For 
added paw-thenticity, you can use real dog biscuits!

Draw one card from the draw pile and put it faceup in 
the center of the table to begin the home pile. 

The youngest player plays first. Now, let’s get these 
puppies home!

Home Pile
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ON YOUR TURN
You must play at least one card each turn. If you can’t 
play a card, you must draw one card. If that card is 
playable, it may be played. Play rotates clockwise. 

Numbered cards must match the card currently on 
top of the home pile by matching either the color, the 
number, or the dog breed. 

MUTT CARD
The Mutt card is wild and may be played 
instead of a numbered card and on top of 
any card. When a Mutt card is played, each 
player must slap a hand on top of one of 

the dog bones. Whoever does not act fast enough and 
is left without a bone must draw one card from the draw 
pile. You’ll need to be as quick as a greyhound and as 
alert as a sheep dog!

After the Mutt card is played, that player gets to choose 
the color to be played next. 
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MATCHES AND RUNS
A MATCH is a numbered card that is identical to the 
previously played card in color, number, and breed. 

A RUN is a numbered card of the same color that is one 
number higher or lower than the previously played card. 
(Numbers 1 and 14 do NOT connect.)

Matches and Runs may be played at any time, even 
when it’s not your turn. You may play as many as you 
have in your hand, calling out “Match!” or “Run!” as you 
do. They must be played one at a time, in order to give 
other players a chance to play Runs or Matches of their 
own. If two players attempt to play a Run or a Match at 
the same time, only the first card down counts.

If you start your turn with a Match or a Run, you may 
also play an additional card, as it was your turn. In this 
case call out “Play!” so it is clear what you are doing. 
If you do not have an additional 
card to play, the Match or Run may 
count as your turn.

Only numbered cards may be 
matched. When a match or run is 
played out of turn (often skipping 
other players), play continues 
clockwise from that player. 
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PLAY EXAMPLE #1
Apryl, Jessica, Blake, and Lydia are sitting clockwise 
around a table. Apryl plays a dog card. Blake plays out 
of turn with a match. Play continues to his left. It is now 
Lydia’s turn. At the start of her turn, she plays a run, 
allowing her to play a second card.

PLAY EXAMPLE #2
A Red 3 is on top of the pile and it is Blake’s’ turn. He 
quickly plays a Red 4 (Run), then another Red 4 (Match), 
and then a Red 5 (Run). Since it was his turn, he also 
plays a Yellow 5 and says “Play!”, ending his turn.

Note: Play each card separately, but quickly and call 
out each action (Match, Run, or Play). Playing quickly 
prevents another player making a Match or Run before 
you play your next card.
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ENDING THE ROUND
When one player plays their last card, the round ends. 
Any actions that might follow the play of a card are not 
done, as the round has ended.

SCORING
At the end of each round, look at the cards left in your 
hand and score based on the following:

1 point for dog cards | 2 points for action cards

The player with the highest score plays first in the 
next round. In case of a tie at the end of the round, the 
youngest player plays first. After three rounds, (or any 
number agreed to) the player with the least total points 
wins the game. If there is a tie, the first player to bark 
after the scores are announced is the winner.

Congratulations!
You are the MOST PAW-SOME DOG WALKER!  
Make sure to snap a picture for pup-sterity!

We’d love it if you tagged us on social media: 
@GrandpaBecksGames #NutsAboutMutts

To add other action cards to the Speed Game, refer to 
the Play With Optional Action Cards on page 10. 
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EASY PLAY OPTION
For those who want more relaxed play, the game may be 
played without the option for ‘out of turn’ play. Use of 
the Mutt card action is also optional. All play happens 
on your turn.

For the youngest players, start with just the numbered 
cards (without the Mutt cards or optional action cards). 
You may have young pups lay their cards in front of 
them on the table so they can see all their cards at 
once–sometimes little paws have a hard time holding 
cards! Played this way the game is enjoyed by even the 
youngest pups who can match colors, numbers, or dogs.

As players get comfortable with game play, Mutt cards 
or the Match and Run feature could be added.

To consider adding in other action cards to the Easy 
Play game, please refer to the Play With Optional Action 
Cards section on page 10.



PLAY WITH OPTIONAL 
ACTION CARDS
Walking dogs isn’t a walk in the park! These action cards 
will slow down other walkers to help you get home first!

IMPORTANT: After an action card is resolved, the active 
player names a color for the player to their left to follow. 
The exception is the Pedigree card (explained below).
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Action cards may be included in either the Speed Game 
or the Easy Play option to add more variety to the game. 
You may add some or all of these cards as desired.

Dog House: Force the player with the 
fewest cards to draw 2 cards. In the case 
of a tie, each tied player, excluding yourself, 
must draw 1 card. Making someone 
draw a card will definitely put you in the 
doghouse!

Fleas: Force the player directly on your left 
and right to draw a card or play a Fleas 
card of their own. For each player that is 
able to play a Fleas card, you must draw 1 
card instead. You may not play a second 
fleas card to counter their response. 
Somebody will be left itching for revenge! 
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Pedigree: Choose a breed of dog from 
your hand (or a breed of your choice if 
you don’t have any dog cards). Starting 
with the player to your left and ending 
with you, everyone may play all cards 
of that breed from their hand. Play 
continues as normal based on the last 
dog card played. If no dogs are played, 
you will choose the color for the next 
player to follow. Veterinarians use their 
pet-degrees to tell different breeds apart! 

Fire Hydrant: You have the option to force 
any other player to swap hands with 
you but are not required to do so.Show 
everyone who’s the top dog! 

PLAY EXAMPLE:
Apryl, Jessica, Blake, and Lydia are sitting clockwise 
around a table. Apryl plays a dog. Jessica plays a Fire 
Hydrant. Jessica and Lydia switch hands. Jessica 
chooses green to continue play. It is now Blake’s turn. 
He plays a green card. 



Have a question? 
Grandpa is eager to hear from you.  
He loves pictures and feedback! 
Grandpa@grandpabecksgames.com 
Call or Text: 206.498.1959  
(Monday-Saturday)

Frequently  
Asked Questions

Visit our website to see our helpful 
resources: gbecks.com/nam-play

Connect With Us

Share your pictures and videos on social media. Tag us: 
Instagram: @grandpabecksgames 
Facebook: facebook.com/GrandpaBecksGames
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