
C
ontents: A

 R
ule-book and 72 R

uckus cards w
hich 

breakdow
n in the follow

ing m
anner:

6x M
onkey in a B

ottle
6x Pig in the A

ttic
6x Elephant Tea
6x Fish M

anifestations
6x H

ead M
onster

6x A
round the B

lock
6x S

olar Pow
er

6x Jum
p Tim

e
6x H

appy R
obot

6x O
utta This W

orld
6x In the Z

one
6x Eye B

ox

R
u

ck
u

s C
a
rd

 G
a
m

e
 In

stru
ctio

n
s

P
la

ye
rs a

n
d

 A
g

e
s: For tw

o to four players ages 
seven and up.

O
b

je
ctive

: S
core points by form

ing and stealing 
sets w

hile em
ptying your hand. A

t the end of each 
round, any cards left in your hand count against 
you, w

hile any cards played as sets score you 
points. The player to reach the point goal first (you 
decide the point goal) w

ins the gam
e.

S
u

g
g

e
ste

d
 P

o
in

t G
o

a
ls Fo

r a
 2

0
 M

in
u

te
 G

a
m

e
: 

Tw
o Players 100 points

Three Players 75 Points
Four Players 50 Points



S
e
t U

p
 a

n
d

 G
a
m

e
-p

la
y: 

The oldest player w
ill be both the score keeper and the first

dealer. S
huffle the deck and deal each player seven cards 

(one at a tim
e, face dow

n). There are no turns. Players 
play sim

ultaneously once the cards have been dealt.

Players look at their hands and im
m

ediately place sets of 
tw

o or m
ore face up on the table in front of them

. You m
ay

never keep a set in your hand for later play, or only play 
part of a set (for instance, if you had three “H

appy R
obot” 

cards, you’d have to play all three–you can’t save one for 
later).

Players search for sets to steal. To steal a set, you m
ust 

have one card of that set in your hand. Place the m
atching 

card on top of the set, and m
ove the set in front of you. 

The set is now
 yours. S

ets m
ay be stolen any num

ber of 
tim

es throughout the gam
e (as long as a player holds a 

card of the set, they m
ay steal it).

O
nce play has stopped (no one m

akes any m
ore sets or 

steals), the dealer deals everyone an additional card face 
dow

n, and play continues. K
eep the pace fast. If activity 

stops, deal players another card im
m

ediately to pick it up 
again. You don’t have to ask players, sim

ply pay attention 
to the m

ovem
ent of the gam

e.

Players use the new
 card to form

 new
 sets, m

ake new
 

steals, and steal back sets. You m
ay also now

 use your 
hand to build on any of your sets already in play. For 
instance, if you had three “Pig in the A

ttic” cards in front of
you and w

ere dealt another, you could add it to your 
current set. A

lso, if you play a new
 set that m

atches one of
your existing sets, sim

ply add it to the pile of your existing 
set.

D
eal a card again as you notice the need. C

ontinue this 
process until a player goes out.

G
o

in
g

 O
u

t: W
hen a player is dow

n to a single card in their
hand, they m

ay place that card face dow
n on the table and

say, “O
U

T!” Play stops at this tim
e, and any cards left in 

any other players’ hands count against them
. Players m

ay 
also be allow

ed to go out on a steal or a set if they use 
their last card to perform

 the action. D
ecide before the 

gam
e begins if you w

ill allow
 going out in this m

anner or 
restrict it to the discard m

ethod. Play alw
ays stops on an 

“O
U

T!”

S
co

rin
g

: Total the num
ber of cards you have in sets. You 

earn one point per card in a set. You lose 1 point for each 
card left in your hand. You can’t go negative (cum

ulatively 
or for a round). The player w

ho ended the round gains 
their set total plus an additional five points for ending the 
round.

W
in

n
in

g
: K

eep a running total of the scores. The w
inner is

the player w
ho first reaches the point goal. If a player has 

not reached the point goal at the end of the round, play 
continues.

S
tra

te
g

y: Even though you can’t hold onto sets for later 
play, you can hold on to single cards. Just because you can
steal a set, doesn’t m

ean you w
ant to im

m
ediately. Play 

quickly, but also consider w
hen it w

ould be in your best 
interest to hold onto your stealing option.

Fin
a
l N

o
te

 o
n

 S
te

a
lin

g
: You can never steal a S

et w
ith a 

S
et. If tw

o players draw
 a set of M

onkey in a B
ottle cards, 

they w
ould play their ow

n individual sets. They could not 
use their set to steal another players set. O

nly single cards 
can be used to steal sets.

A
n

 A
d

d
itio

n
a
l Fin

a
l N

o
te

 O
n

 S
te

a
lin

g
: You have all 

agreed to the rules—
it isn’t really stealing!


