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Hil A long, long time ago, the Monkey King was the ruler of the Mountain of the Monkeys, a ILE
Jjoyful and peaceful place. One day he made a great mistake: He offended the Buddha
himself! As punishment, he was imprisoned inside the mountain where he had to stay for
500 years.

While he was away, the Mountain of the Monkeys fell into chaos. The monkeys fought and
quarreled with each other and it was not a peaceful place anymore.

Time passed and finally the Monkey King was freed from his prison by a famous monk,
to help him on his voyage to the west. Before leaving for the journey, the Monkey King
returned to his mountain and found everything in disorder.

He pondered all day: "What can I do to restore peace and joy to my home?"

Finally, he saw a few coconuts lying in a basket on the wayside and suddenly he had an
idea: He gathered the two monkeys who were most fit to rule the Mountain of the Monkeys
and told them: "Instead of fighting each other you will play the game of coconuts. And
%l the one who wins, will rule in my place!" WE

CONTENTS 2 monkey launchers, 2 player boards, 9 cups (2 red, 7 yellow), 10 special magic cards
24 coconuts (brown / green X 12), instructions

SET UP Each player takes a launcher, a player board, 2 special magic cards (shuffle the magic
cards and deal 2 to each player) and distribute the coconuts roughly equally to the two
players.

Put the remaining components back in the box (the remaining magic cards will not be
used in this game).

Place the 9 cups and 2 player boards according to the following pictures.

<2 Players>

Yellow cups = Normal cups.
If you hit a yellow cup, take it.

Red cups = If you hit a red
cup, take it and shoot again.
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MAYORY GAMES YELLOW CUP = YELLOW + RED CUPS

O Yellow cups = Place one yellow cup. Place according to the picture above.,
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¥ Each player places a player board on one of the sides of the hexagon.
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LET'S PLAY!

GAME END

The younger player may begin by shooting one coconut with his launcher.

The player has to place or hold the launcher at a space behind the red line on
his player board. If he manages to shoot a coconut into a cup (and it doesn’t
bounce out again), he takes the cup and places it on a free spot on his player
board. After the lowest 3 spaces are full, additional cups are used to continue
building the next levels of the pyramid (see picture).

Note: You are not limited to the neutral cups in the middle area. If you manage
to hit a cup on the other player’s board you may take it like any other cup.

If a player takes a red cup, he may take the red cup and shoot one more time.
Coconuts are never removed from cups until the end of the game.

After this, it is the next player's turn.

Play continues like this until the end of the game.

If a player runs out of coconuts, he may reuse any coconut that has not landed
inside a cup.

Before shooting the coconut, a player has to wait and see if the other player
wants to use one of his special magic cards.
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Hurt Finger X 2

You can use this card at the start of another player's turn.
That player has to use his elbow instead of his fingers to make his shot.

Guess Who? X 1
Play when another player is about to shoot. This player has to make a blind shot.
He may not shoot the coconut before closing his eyes.

Call The Wind X1

Play when another player is about to shoot. You may try to divert the other player’s shot by
blowing. It is also allowed to use a fan or newspaper instead of blowing.

But you can not touch or block the coconut with it.

If any player manages to build a full pyramid of 6 cups (see picture),
OR if all coconuts are inside the cups, the game ends.

If a player has built a full pyramid, that player wins the game.

If the game ends because all coconuts have been used, the player
who has the most coconuts in the cups on his player board wins.

EXTRA RULES

If you have both Coconuts Duo and original Coconuts, you can combine them and play with 5 or 6 players.
The Special Magic Cards from both versions can also be combined.

If there is a draw in coconuts, the player who played last wins.

SPECIAL MAGIC CARDS

The referee didn't see X 2

You can use this card when someone makes a successful shot and is about to take a
cup.

This turn will be invalid and the player who succeeded has to shoot again, instead of
taking the cup.

Red Sunglasses x 2

You can use this card on your turn. When you use this card, all cups will function as red
cups for one turn. That means you can continue shooting as long as you keep landing
your coconuts inside any cups.

Shield! X 2

You can use this card on your turn. Put this card on one of your own cups. This cup is
guarded for one shot. Remove this card after it has been touched by a coconut.

All other rules (8 Coconuts and 2 Cards per player, etc.) remain the same as original Coconuts.
For 5 Players: Place 20 cups (15 yellow cups, 5 red cups) and 5 player boards according to Fig.1.
For 6 Players: Place 22 cups (16 yellow cups, 6 red cups) and 6 player boards according to Fig.2.

<Fig.1>

<Fig.2>
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YELLOW + RED CUPS RED CUP YELLOW CUP

O Yellow cup / Red cup = Place one yellow cup. Place according to the picture above.
Yellow+Red cups = Stack one yellow cup onto a red cup. Place according to the picture above.



