LIKE CATS AND DOGS!

[Translated by Steve Cox,  May 2002]

for 2 to 6 players aged 10 or over

Game Summary

The players need to feed some cats and dogs. To do this food cards are laid on the animals.  Whilst dogs prefer bones, cats like fish better.  The players naturally give their own favoured animals the food they like and the other players' animals food they don't like.  The game ends when all [but one of] the animals is full.  The winner is then the one whose favoured animals have the most food points.

Game Components

18 animal cards (9 each of dogs and cats)

18 action cards (9 types, 2 of each)

54 food cards (bones and fish as follows: 4 of each type with value 1, 5 with value 2, 6 with value 3, 5 with value 4, 4 with value 5, 3 with value 6)

36 markers (6 for each of 6 colours)

1 set of rules

Game Preparation

· The animal cards and the action cards are separated.  They can easily be distinguished by their backs.  The two decks are well shuffled face down.

· From the animal deck, twice as many cards are turned over as the number of players.  These cards are placed face up in the middle of the table in two vertical columns.

· The food cards are well shuffled.  The deck is placed face down above the two face up columns of animal cards.

See below for the layout for 3 players:

· Each players gets 3 action cards face down that he takes into his hand and looks at.

· The remaining animal and action cards are not needed for now and are placed to one side.

· Each player gets the 6 markers of his colour.

He puts them in a stockpile in front of him where they can easily be seen.

If there are less than 6 players, the markers of the unused colours are put back in the box.

· Pen and paper are kept ready.  The players decide amongst themselves who will begin.

Playing Procedure

When it is a player's turn, he must first place a marker.  These markers indicate his favoured animals, for which he scores points at the end of the game.

Then the player must perform a card action.

After the card action the player's turn is over and it is the turn of his left hand neighbour.

Placing A Marker

As long as a player still has one or more markers in his stock, and it is still possible to do so, he must place one on an animal card at the beginning of his turn.

The markers can be placed only on the square spaces along the top edge of the animal card.  The number of markers that can be placed on one animal is indicated by the number of square spaces on the card.

Example: 2 markers at most can be placed on this animal.

Two rules must be observed when placing markers:

1. There must still be a free space on the animal card.  If all of the spaces on the card are already occupied, no more markers can be placed on this card.  Because of the random selection of the animals at the beginning of the game, it can happen that a player still has markers in his stock but all of the spaces on all of the animals are already occupied.  The player cannot then play any more markers.

2. The animal must not be full!

Full Animals

An animal is full when five food cards have been placed on it.

So that it is clear when an animal is full, place the cards on the animal pictures in such a way that the individual cards can be seen.

When an animal is full, it takes no further part in the game until the scoring at the end:

· No markers can be placed on full animals.

· No card actions can be performed on full animals.

Therefore you cannot place any food cards on full animals!

Furthermore no changes can be made to a full animal by playing action cards - whether these affect the markers or the food cards!

Perform A Card Action

There are two different card actions.  The player must perform one of these two actions.

A. Feed an animal

or

B. Play an action card

A. Feed an animal

Place a food card

The player turns over the top card of the food card deck and places it on an animal of his choice that is not already full.  [Clues elsewhere suggest that you should place the cards in a row next to the animal, transferring them to the animal card only when the animal is full.]  In doing this he may feed a dog with fish or with bones, and the same for a cat.

Place further food cards

Now the player decides whether he wants to place additional cards on the same animal that he has just laid a card on.  If he turns further food cards over he must place them on this animal card - even if the food card is not the type he wants.  He cannot put them on any other animal.

Important: An animal cannot be made full by the placing of additional food cards within a single turn.  The player must stop at the latest when 4 cards are laid out beside the animal.

The fifth food card, that makes the animal full, can only be placed as a single card!

B. Play an action card

The player chooses one of the action cards from his hand and carries out the action shown on it.  These action cards allow allow the players to remove already placed markers and already played food cards or to move them between two animal cards.

Complete explanations of the action cards can be found on the last page of these rules.

After the card action has been performed, the card is removed from the game.  The player does not get a new card.  If the player has no more action cards in his hand, he can only perform Action A, "Feed an animal".

Game End And Scoring

The game ends when the last but one  animal is full.  The game also ends if the last food card is turned over from the deck and played on an animal.

Now the food cards for each individual animal are totalled according to the animal's type in order to determine their value.  For this purpose it doesn't matter whether the animal is full or not.

Dogs:

All bone cards count their printed value as plus points.

All fish cards count their printed value as minus points.

Cats:

All fish cards count their printed value as plus points.

All bone cards count their printed value as minus points.

It is possible that an animal's value might be negative!

Each marker counts for its owner as many points as the total of the food cards for the animal on which it lies.  Each player adds together all the points for his markers.  The player with the highest total score wins the game.

Example: Clarence has been fed 5 fish (+5 points) and 7 bones (-7 points).  His value is therefore -2 points.  Since the red player has placed 2 markers on Clarence, he gets -4 points.  The yellow player gets -2 points.

Notes

Full animals

An animal is only full if there are 5 food cards on it.  The number of spaces on the card that are occupied by markers has no bearing on whether the animal is full or not.

Markers

If it is possible for a player to place a marker he must do so, even if this is not to his advantage.  Equally, if a player has no more markers and gets one back through the action of a card played by another player, he must place it at the next opportunity.

If the number of spaces on an animal card allows it, several markers of the same colour may be placed on the same card.

Performing card actions

Food cards can be placed on any animal that is not yet full.  For this purpose it doesn't matter whether the player has a marker on the animal or not.

Action Card Details

Remove one bone card or one fish card of your choice from an animal.  The card is placed face down at the bottom of the food card deck.



Swap all of the food cards on a dog with those on a cat.

Swap the places of one fish card and one bone card of your choice.



Swap all of the food cards on two animals of the same type, in other words beteween two dogs or two cats.



Swap any two food cards.



Swap all of the food cards between any two animals.



Swap two markers of your choice on any animal cards of your choice.



Remove one marker of your choice from a card and return it to its owner.

Remove one marker of your choice from a card and return it to its owner.  In its place put one of your own markers from your stock.  You may play this card only if you have at least one marker in your stock.
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