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Find CABQO, the mythical unicorn, by getting

+

as close to him as

possible. Numbered cards represent your distance from him. The
player closest to CABO at the end of the game wins.
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SETUP

Shuffle one deck of cards. Deal 4 cards to each player facedown
in a line. Place the deck facedown in the center of the table, and
place the top card faceup next to the deck to form a discard
Dile.

Secretly look at any 2 of your cards and memorize them (this is the
last time players may look at any cards until otherwise instructed).
Player cards may not change location.

Choose a start player randomly.

USING TWO DECKS OF CARDS IN ONE GAME

CABO Deluxe Edition includes two
decks of caras, each with different
packs. This allows you to have one
deck shuffled and ready to play
while you are playing with the
other deck.




GAMEPLAY

Beginning with the start player, take turns clockwise. On your turn,
draw a card from the deck or discard pile, or call CABO.

DRAW FROM THE DECK

If you take the top card from the draw deck, look at it and do one
of the following:

1) Place the card into the discard pile. If the card has a
special ability, you may use it.

or

2) Exchange one or more of your cards with the card you
drew. Put exchanged cards faceup into the discard pile, and put
the new card facedown in front of you, in an exchanged card’s
place. See “Exchange Multiple Cards” on the other side of the rules
for more details on how to exchange multiple matching cards.

DRAW FROM THE DISCARD PILE

If you take the top card from the discard pile:

Exchange one or more of your cards with the card you drew.
Put exchanged cards faceup into the discard pile, and put the
new card faceup in front of you, in an exchanged card’s place.

CALL CABO

If you call CABO, your turn ends. Each other player gets one more
turn, and then the round ends.




EXCHANGE MULTIPLE CARDS

To exchange multiple cards, all exchanged cards must have the
same value (i.e, all 6s). Before discarding them, slide them all
forward, and flip any unrevealed cards faceup. Place the card
drawn in an exchanged card’s place.

If any slid cards do not match, return them to the ling, keeping them
faceup. Add the card drawn at either end of the line.

If three or more cards don't match, take another card from the
deck and place it facedown at either end of the line without
looking at it.
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SWAP.



CARD SPECIAL ABILITIES

If you draw a card with an ability from the deck, you may place it
in the discard pile and use its ability. The abilities:

7-8 PEEK: Secretly view one of your own facedown cards.

9-10 SPY: Secretly view a facedown card from any other
player.

11-12 SWAP: Exchange one of your cards for a card from
another player (do not flip either card over).

“swap 2l




KAMIKAZE

If a player ends the round with exactly two 13s and two 12s, and
no other cards, they score O points and each other player scores
50 points. The player with the Kamikaze may call CABO.

ROUND END

The round ends when either (1) one player has called CABO and
each other player takes one more turn, or (2) the deck is depleted.

If the game did not end, shuffle the cards and play another round.
The player with the lowest score in the previous round is the new

start player. In case of a tie, the player closest to the previous start
player becomes the new start player.




SCORING

Your score for the round is the sum of your remaining cards.

However, if you called CABO and have the lowest sum (or are tied
for it), you score O points. If you called CABO and do not have the

lowest sum, you score the sum of your cards plus |0 more points.
Write down each player's score for that round, and add it to the
ROUnd 2 ...... .... ....
Sum ------- ... ....
Round 3 -
Sum ---
player with the lowest score wins. In case of a tie, the tied player
with the lowest score in the last round wins.

sum of the previous rounds.
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GAME END
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The game ends when one player has more than 100 points. The

SCORE RESET

If a player’s total score is ever exactly 100 points, their score is

reset to S0 poim‘a This may only hcppzn one ﬂme per plcyzr per
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