
by Alex Randolph with illustrations by Marek Blaha

Players: 2 to 5 Ages: 8 and up Duration: about 20 minutes

Components
75 Player cards (five sets, valued 1–15)  15 Point cards

The Idea of the Game
Play the right card at the right time, and the meerkats won’t be the only 
ones who are happy: The more meerkat cards (and their points) you collect 
over the course of the game, the better. But be careful: There are vultures 
lurking in the pile as well, which take points away and can only be avoided 
if you have good cards left! 

The player with the most points after 15 rounds wins the game.

Setting Up the Game
Each player takes one set of 15 Player cards, valued 1–15, for his/her hand. 
Put any card sets you don’t need back in the box. 
Shuffle the 15 Point cards (meerkats and vultures) and put them face down 
in the center of the table.

Playing the Game
At the beginning of each round, one Point card is turned over. Everyone 
plays for this card simultaneously—sometimes to get it, sometimes to 
avoid it.

A round proceeds as follows:

	Turn over a Point card
First, turn over the top Point card of the pile, revealing 
either a meerkat or a vulture.

In the first round, the card turned over is the  
+6 Meerkat. 

 Everyone chooses a Player card
Choose one of your Player cards and put 
it in front of you, face down. When all 
players have a card in front of them, turn 
them all over at the same time. 

Once every player has chosen a card, the 
cards are turned over.

	 Award the Point card
After the cards are turned over, check which player gets the Point card, 
as described below. That player puts the Point card face down in front of 
him-/herself.

	 Meerkats
A meerkat card and its points go to the player 
who turned over the highest Player card.

Lilli played the 14, which turns out to be the 
highest card played this round, so she gets 
the +6 meerkat.
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 Vultures
A vulture card and its penalty points go to the player 
who turned over the lowest Player card.

Amelie played the 5, which turns out to be the 
lowest card played this round, so she gets the -2 
vulture.

What happens when there is a tie?
If two or more players have turned over cards with 
the same value, ignore those players when handing 
out the Point card.
The Point card goes to the player who has turned 
over the next lowest card for a vulture or next 
highest card for a meerkat that was not also played 
by anyone else.

David and Amelie both played a 14. Both of their 
cards are ignored this round, and the +7 meerkat 
goes to Chris, who played a 12.

But what if there are only ties?
In this case, nobody gets the card. It remains in 
the center of the table. Turn over another Point 
card next round and put it next to this one, then 
add up the values of all face-up Point cards: If 
the total is zero or higher, they are played for 
like a meerkat; if the total is lower than zero, 
play as if for a vulture. The player who wins this 
round gets all of those Point cards.

There are only ties this round, so the +4 
meerkat does not go to any player. The next 
round is played for two Point cards. Their 
total value is +3, so they are played for just 
like a meerkat card: Both cards will go to 
the player who turns over the highest Player 
card.

Note: If there are only ties in the last round 
of the game, the Point card/s turned over are 
not awarded at all.

 Set used Player cards aside
As the last step of each round, all players set aside the Player cards they 
played this round in a face-up “used” pile. Even if no Point card was 
awarded this round, you still have to put your Player card on the face-up 
used pile. 
Then start the next round by turning over a new Point card.

The End of the Game
After 15 rounds, the Point card pile will be used up and no one will have 
any cards left in their hand. At that point, the game ends and all players 
add up their score. Meerkat cards award the points shown on them, while 
vulture cards reduce your score by the value shown. The player with the 
highest total score wins. If there is a tie, all the tied players lose and the 
player with the next highest score (not shared by anyone else) wins the 
game!
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If you think it’s too unfair 

that you don’t win if you are tied 
for the highest score, I have an alternative 

option for you: If there is a tie for the highest 
score after 15 rounds, determine the winner 

by checking which of the tied players has 
the highest-valued meerkat card.
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You have purchased a quality product. 
Should you have any reason for complaint, please do not hesitate to contact us.

Do you have any questions? We will be glad to be of help:
AMIGO Spiel + Freizeit GmbH, Waldstraße 23-D5, D-63128 Dietzenbach 

www.amigo-spiele.de, E-Mail: hotline@amigo-spiele.de


