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In Dobble, between any 2 cards, there is always 1-and only 1-
matching symbol. Get ready to spot if!

If you've never played Dobble before, take 2 cards af randam,
Find the matching symbol between these 2 cards [some shape,
same color; only the size may be different]. When you spolt i,
call out its namea and take 2 new cards. Repeat these sleps until
all players clearly understand that there is always 1 and cnly 1
matching symbol between any 2 cords. Thaf's I, Now you're
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DOBBLE GIANT
N INCLUDES 4 UNIQUE MINI GAMES.
TWO OF THEM ARE PLAYED

IN TEAMS!

g ¥ RELAY RACE

4-12 PLAYERS

SETUP

Place twao raws of 10 cards faceup on the ground. Divide
players info two teams and randomly assign ane row
to each team. Split up so half of your feam is standing
at aach and of your row.

GOAL OF THE GAME

Take turns as quickly as possible from one end of your
row to the other.

HOW TO PLAY?

On a count of three, the first player from each team fries
1o complete the 10 cards in their row as fast as possible
by naming the matching symbaol on the card between
their feet and the card in front of them fo move forward
card by card.

When you reach the end of your row, high five your
feammaie so they con take over the relay. They must
complete the card row in the opposite direction, then
pass fhe relay to the next teammate, and so on.

THE WINNERS

" The first teom whose players all compleled the card
row on their furn wins.
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2-PLAYER VARIANT
Each player must completa their rew of cards in ane direction,
fhan tha other, Whoawver goas back and fiarth the fasies! wins
4
' d

ready fo play Dobble!

HOW SHOULD | STAND WHILE
PLAYING DOBELE GIANT?

Bloca ona food on either side of o cord, making
sure not o siap on 1 Thev miove ko the nast cand!
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SETUP

Make o 4x5 grid of foceup cards on the ground. One
player Is the Cot and starts at one the 4 comer cards.
Then, each other player starts af the cord of their choice.

GOAL OF THE GAME
Avaid the Cal,

HOW TO PLAY?

On a count of three, all players (ncluding the Cat] move
fo on adjacent card (in the same row or column, but
not diagonallyl. You can only move affer finding the
maiching symbal on the card between your feef and
the card you want to move to, then announcing fis
symbol out loud. You must avold the Cat, who is frying
to caich you. Twa players cannot be on the same card,
As soon as the Cal reaches your card, you are out of
the game,

THE WINNERS

The lost player 1o avoid the Cat is the winner, They will
be the Cat the next fime you play!
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SETUP

Make a circle of 20 faceup cards on the ground. Each
player chooses a starting card, making sure they ara
avenly spoced from other playars. All players mave in
the same direction: The race goes cockwise,

GOAL OF THE GAME

Stay in the roce!

HOW TO PLAYT

On o count of three, everyone fries fo move forward,
To do this, look for the mafching symbaol on the card
between your feet and the cord in front of you. As soon
a5 you see i, announce it out loud and move forward
one card. This means everyane is playing and moving
forward at the same time. If you reach the some card
as ancther player, they must immediately leave the
circle. They are out of the race!

THE WINNERS
Tha game ends when thera is only one player left. They
win fhe race
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INSTRUCTIONS - Kaep this isfarmation for futurs refsrence.
* Lrguse T anencl i i Good condmon ond follow e NENCKns fof v,
+ Ply with okl superision.
* Lise on Moo, Ao, ond cieon surfooes wingu! ony obsiodes.
# [l noluen on dippony, wod or drly ground or on growel, poiches ofion .

CREDITS
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Choose a referee who takes all the cards in the game
and forms o facedown deck. Divide the other players
info twa equal teams. Each team secrefly assigns a
number o each of their players: One player is No. 1,
anather Is Mo, 2, and 50 on.

GOAL OF THE GAME
Gain as many cards as possible.

HOW TO PLAY?

On a count of three, the referee places the fop two
cards of the stack faceup on the ground, then calls o
number aut loud, They can call any number, as long as
they call each number an equal number of times.

The player called from each feam must run to the twa
reveabad cords as fost as possible. The first one of them
to announce the matching symbaol on both cords 1akes
the cords bock to their feam. Then the referee says o
new number and reveals fvo new cords, ond so on
uniil the deck is empty,

THE WINNERS
The team whao gains the most cards wins the game.
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* Clean Me rocuc gher eachuse.
* The prodkect may be surkocs woshed with o domp cob.
* Dt may delerionsie Dver Bme depending on use.
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