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GAHMEICOHTTENTNLS

HEROES X/[2 Socks X3 Rue X4

BADGER XY Toy X9 Lick | X4

STRANGER X5 MEEP X9 Lick 2 X3

Vacuum X6 KIBBLE X7 Lick 3 X2

PAsH X/5 WATER X7 Lick 4 X/

UNPIES X3 Poo X/2

BrAa X3 FLook X5 TotAL /1%
OBJECHIVE

REACH OR EXCEEP A SCORE OF 00 POINTS EBY
PRAFTING ANP COMBINING CARPS. THE PLAYER WITH
THE HIGHEST FINAL SCORE WINS AND BECOMES LEAPER
OF THE PACK!

REGUUARIGAME]S EdgUP,

DETERMINE PLAYER ONE: STARTING WITH THE
YOUNEBEST PLAYER, DRAW CARDS FROM THE SHUFFLED
DECK. THE FIRST PERSON TO DRAW A POO CARD
(MoviNe cLock-wiSE) 1S PLAYER ONE.

PLAYEE ONE PDEALS TWoO HERO CARPS TO EACH
PLAYER. EACH PLAYER PICKS ONE OF THE TWO HERO
CARDS AND DISCARDS THE OTHER. THE HERO You
SELECT WILL BE YOURS FOR AS MANY ROUNDS AS IT
TAKES TO WIN THE CAME, SO CHOOSE WISELY. PLACE
YOUR HERO FACE-UP ON THE TABLE. NowW IT'S TIME To
PLAY...

NoOTE: PLAYEE ONE IS THE FIRST TO EXCHANGE A
70y (DURING PICK AND PASS GAMEPLAY) AND THE
FIRST TO TRAPE AND COUNT DURING THE TRAPE AND
TALLY PHASE AT THE ENP OF EACH ROUND.

BICK{ANDIPAS S

SHUFFLE THE GAME PECK ANP PEAL ELEVEN CARDS TO
EACH PLAYER. PLACE THE REMAINING CARDS IN A STACK
AT THE CENTER OF THE TABLE AS THE PRAW PILE.

FROM YOUR HAND, SELECT A CARP TO PLAY. PLACE
THIS CARD FACE-DOWN ON THE TABLE TO START.
AFTER EACH PLAYER HAS SELECTED A CARD TO PLAY,
ALL PLAYERS FLIP THEIR CARDS FACE-UP TO SHOW THE
OTHERS THEIR CHOICES.

FPASS THE REMAINING CARDS IN YOUR HAND TO THE
LEFT. PICk AND PASS AS DESCRIBED ABOVE UNTIL ALL
CARDS ARE PLAYED FACE-UFP ON THE TABLE.

IR ADE{RNDINA LY,

AT THE ENP OF EACH ROUND, STARTING WITH PLAYER
ONE, ALl PLAYERS ARE GIVEN THE OFPPORTUNITY TO
TRAPE ANY UNPESIRABLE CARPDS. DISCARD THEM, AND
DRAW THE SAME NUMEBER OF NEW CARDS FROM THE
DRAW PILE.

TALLY UP YOUR POINTS BY MAKING COMBOS WITH ALL
OF YOUR FACE-UFP CARPS, YOUR HERO STARTING ITEM,
AND YOUR HERO ABILITY.

THE GAME ENPS WHEN YoV VE PLAYEDP ENOVGH
ROUNPS TO REACH OR EXCEEDP A SCORE OF (00 POINTS.
THE PLAYER WITH THE HIGHEST FINAL SCORE WINS THE
CAME. [N THE EVENT OF A TIE, THE PLAYER WITH THE
HIGHEST NUMEBER oF PASH CARDS IN PLAY AT THE
ENPD OF THE FINAL ROUNP WINS THE GAME. [F THE TIE
REMAINS, YOV 'RE BOTH AWESOME.

NEED T0 PLAY MORE RoUNDS? THE LOWEST SCORING

PLAYER AFTER THE TRADE ANP TALLY IS PLAYER ONE
FOR THE NEXT ROUND,

PACE [



HOWNLOTS C O R E2V A7

USE A PERSONALIZED STRATEGY TO MAKE KILLER
COMBINATIONS! WITH OVER TWENTY DIFFERENT
COMBOS, HOW YoV PLAY IS UP T0 YoU. THERE CAN ONLY
BE ONE WIENER, SO CHECK OUT THESE PIFFERENT
SCORING OPTIONS.

IMMEPIATELY EXCHANGE ToY FOR Two
CARDS FROM THE TOP OF THE PRAW PILE

Lick ATTAck [ ler
Lick ATTACk 2 2rprs
Lick ATTACK 3 2prs
Lick ATTAck o Yprs
! WaTer ler
! KIBBLE lpr
WATER + KIBBLE 5pTS
n s [ SKWVIES OF ANY TYPE er
& *s 2 DIFFERENT SKIVVIES 5pTS
e COLLECT ALL 3 SKIWIES 12pT5
™, 1 Poo + Frooe zprs
¥ ZPoos+ FLoor 4prs
> 3 Poos + FLoor épTS
N 1 poo + Rue 375
& 2 Poos + Rue ¢éprs
. 3 Poos + RUe qr,TS
[ Vacuum + [ DASH 5prS
[ Vacvum + [ DASH + | MEEP 7prs
UNPEFEATED -lpr
[ STRANGER + 2 DASH 8rrs
| STRANGER + 2 DASH + | MEEP [2PTS
UNPEFEATED -2pTs
[ BADEER + 3 DASH 12prs
[ BADGER + 3 DASH + [ MEEP  [8PTS
UNPEFEATED -2prs
UNPAIRED | UNRESCVED MEEP -lpr

HEOUTROURIHEROES)

EACH HERO COMES EQUIPPEP WITH A STARTING ITEM AS
WELL AS A SPECIAL ABILITY.

AT THE ENP OF THE ROUND, USE YOUR STARTING ITEM
AND SPECIAL ABILITY DURING THE TALLY PHASE T7To0
ASSERT POMINANCE OVER YOUR RIVALS.

READINGIHEROICARD S

Yovr HERO'S NAME

THEIR ABILITY NAME

Your HERO HAS THIS
AS A STARTING ITEM.,

Youve Hero's
ABILITY CAN HELP
YoU SCORE BONUS
POINTS OR AlLLow
YOU TO BREAK THE
RULES.

TEAHM|PIAYIOPTION

CREATE TWO EQUAL TEAMS FROM YOUR GROUP. SIT IN
ALTERNATING PLACES WITH THE OFPPOSING TEAM. GAME
PLAY PROCEEDS AS VUSUAL.

Q xmsee

[} BESCUE 2 MEEPS For 5
EXTRA POINTS,

BEFORE THE TRAPE AND TALLY, THERE IS A FREE SWAP
BETWEEN ALL TEAM MEMBERS. YOU CAN RE-ARRANGE
YOUR CARDS FREELY AMONG ALl MEMBERS OF THE TEAM
AS LONG AS EACH PLAYER HAS AT LEAST [l CARDPS AFTER
THE SWAP. THEN ALL PLAYERS PROCEEP TO THE TRAPE
ANPD TALLY AS PESCRIBEP ON FPAGE 2.

THE GAME ENDS WHEN YOUVE PLAYED ENOVEH ROUNPS
7O REACH OR EXCEEDP A TEAM SCORE OF 300 FPOINTS.
THE TEAM WITH THE HIGHEST FINAL SCORE WINS!

EELTNLIE EEIGINSTINEYE = ponvr ove oF eack pAGE IV THE POCUMENT. THERE ARE TWo PAGES OF
HEROES AND ELEVEN PACES OF COMBO CARDS. WE HAVE MADE THE HERO CARDS SLIGHTLY LARCER SO YOU CAN
EASILY SEPARATE THEM FROM THE COMBO CARDS. PRINT DURIBLE CARD STOCK FOR BEST RESULTS AND CUT THE
CARDS ALONE THE LIEHT EREY LINES. IF YOU LIKE THE EAME SHARE IT WITH FRIENDS AND PURCHASE A FULL QUALITY

VERSION ON POoXIEDASH.com!

DoxIe PAsH - PRINT AND FLAY
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BHDGEH

PASH x3 = (2PTS, +MEEP = [8PTS,
IF UNPEFEATED -3PTS

PASH x3 = (2PTsS, +MEEFP = [8PTs,
IF UNPEFEATED -3PTS

ETHqHEEH

@

PASH x2 = 8pPTs, +MEEP = (2PTS,
IF UNDEFEATED -2PTS

BHDGEH

PASH x3 = [(2PTS, +MEEP = [8PTS,
IF UNDEFEATED -3PTS

PASH X2 = 8pTs, +MEEP = [2pPTs,
IF UNPEFEATED -2PTS

ETHqHEEH

PASH x2 = 8pPrs, +MEEP = (2PTS,
IF UNDEFEATED -2PTS

BHDGEH

PASH x3 = (2pPTS, +MEEP = (8PTS,
IF UNPEFEATED -3PTS

5 HEEH

PASH X2 = 8pTs, +MEEP = [2pPTs,
IF UNPEFEATED -2PTS

¥/

PASH x2 = 8prs, +MEEP = (2PTS,
IF UNDEFEATED -2PTS
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VHCUUM VYHCUUM VHCUUM

PASH Xl = 5PTs, +MEEP = 7PTs, PASH Xl = 5PTs, +MEEFP = 7PTS, PASH x( = 5pTs, +MEEP = 7PTs,
IF UNPEFEATED -(PT IF UNPEFEATED -(PT IF UNPEFEATED -(PT

PASH x| = 5pTS, +MEEP = 7FTS, PASH x| = 5pTS, +MEEP = 7PTs, PASH x| = 5pTS, +MEEP = 7PTS,
IF UNPEFEATED -[PT IF UNPEFEATEPD -[PT IF UNPEFEATEP -IPT

PASH acan PASH AcAl

Doxie PasH - PRINT AND FLAY




DASH ACAINST FOES To SCORE DASH ACAINST FOES 7o SCORE DASH ACAINST FOES 7o SCORE

PASH AGAINST FOES To SCORE PASH AGAINST FOES To SCORE PASH AGCAINST FOES To SCORE

DASH AGAINST FOES To SCORE DASH AGAINST FOES To SCORE DASH AGAINST FOES 70 SCORE

DoxIe PAsH - PEINT ANP PLAY




DASH ACAINST FOES To SCORE DASH ACAINST FOES To SCORE DASH ACAINST FOES 7o SCORE

LNCE4RGTHC E LNC E4R LA C E LNCEARGLAHC E

LNC E4R I C K LNC E4H I C K LT E4H LA C K
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LCEARGLHC K

LCEARGTHC K

LACEARGHHC K

LT EqH IHHC K

PAcE 9
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HHIHER
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WATER = [PT
COMBINED WITH KIBBLE = 5PTS

HHIER

+

+
+

doa %

WATER = [PT
COMBINEP WITH KIBELE = 5PTS

FPAcE 10
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HHTER
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o
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dn

WATER = [T
COMBINED WITH KIBELE = 5PTS

don

WATER = [PT
COMBINED WITH KIBELE = 5PTS

EIBEBL'E

-ﬁi.

e !:.

KIBBLE = [PT
COMBINED WITH WATER = 5PTS

HHTNER
o+

o
+

a8

WATER = [T
COMBINED WITH KIBELE = 5PTS

o

WATER = [PT
COMBINED WITH KIBELE = 5PTS

FIBEBL'E

-ﬁi.

e !:.

KIBBLE = [PT
COMBINED WITH WATER = 5PTS

HHIHER

o+

o
+

dn

WATER = (pPT
COMBINED WITH KIBBLE = 5PTS

FKIBBL'E

-

.n'_'.. !:.

KIBBLE = [PT
COMBINED WITH WATER = 5PTS

EIBBL'E

-ﬁi.

.n'_'.. !:.

KIBBLE = IPT
COMBINED WITH WATER = 5PTS
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EXCHANBE Toy FOR TWo NEW CARPS EXCHANBE Toy FOR TWo NEW CARPS EXCHANBE Toy FOR TWO NEW CARPS

EXCHANEE Toy FOR TWO NEW CARPS EXCHANEE Toy FOR TWO NEW CARPS EXCHANEE Toy FOR TWo NEW CARPS

EXCHANBE Toy FOR TWO NEW CARPS EXCHANBE Toy FOR TWO NEW CARPS EXCHANGE Toy FOR TWO NEW CARPS

DoxIe DPAasH - PEINT AND PLAY




|| || ||
POO X[ = 3pPTS POO X/ = 2pTS POO X/ = 2pTS
POO X2 = 6pPTS POO X2 = 6PTS POO X2 = 6PTS
FPOO x3 = 9pTS FPOO x3 = 9pTS FPOO x3 = 9pTS

0

POO X/ = 3PTS POO xI = ZPTs POO x| = ZPTs
POO X2 = 6pPTS POO x2 = 4prs POO X2 = 4prs
POO x3 = 9pr1S POO x3 = épPTS POO X3 = ¢PTS

POO Xl = 2PTS POO X/ = 2PTS POO Xl = ZpPTS
POO X2 = 4prs POO X2 = 4prs POO X2 = 4prTs
POO X3 = 4PTS POO X3 = 4PTS POO X3 = 4pTS
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COMBINE WITH PASH & FOE To SCORE, COMBINE WITH PASH & FOE To SCORE, COMBINE WiTH PASH & FOE To SCoRE,
—/PT IF NOT COMBINED -[PT IF NOT COMBINED —(PT IF NOT COMEINED

COMBINE WITH PASH & FOE To SCORE, COMBINE WITH PASH & FOE To SCOrE, COMBINE WITH PASH & FOE To SCORE,
—(PT IF NOT COMBINED —IPT IF NOT COMEBINED -[PT IF NOT COMBINED

COMBINE WITH PASH & FOE 7o SCORE, COMBINE WITH PASH & FOE To SCORE, COMBINE WITH PASH & FOE To SCORE,
~IPT IF NOT COMBINED ~IPT IF NOT COMBINED ~(PT IF NOT COMBINED
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MISHIEEMDOE

B
"

COMBINE WITH STRANGER AND ANY
LICK ATTACK TO SCORE 3X THE
VALVE OF THE LICK ATTACK cArp

MISHIEMDOE

Bl
"

COMBINE WITH STRANGER ANP ANY
LICK ATTACK TO SCORE 3X THE
VALVE OF THE LICK ATTACK cArp

MISHIEEOE

Bl
v

COMBINE WITH STRANGER ANP ANY
LICK ATTACK TO SCORE 3X THE
VALVE OF THE LICK ATTACK cArp

[THESTREE

B e

WHEN PLAYED EVERY OTHER PLAYER
IMMEDIATLY GIVES YOU ONE CARP FROM
THEIR COLLECTION... AS A GIFT!

[THESTREE

B e

WHEN PLAYED EVERY OTHER PLAYER
IMMEDIATLY GIVES YOU ONE CARP FROM
THEIR COLLECTION... AS A CIFT!

PASH x4 = 20pPrs, +MEEP = 25PTS,
IF UNDEFEATED -5PTS

|

CHSHER
THE PEFENPER

«
' @ MISTLETOE

EACH DASH VSEDP TO PEFEAT A
FOE IS WORTH AN EXTERA [ PT.

7

APD THESE CARDPS To
YoUuR PRINT ANP PLAY
CAME FOR A LITILE
CHRISTMAS FUN!

CHRISTMAS BONVS FPAGE
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