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Points are co�ected by completing the card’s action.

CARD POINTS2

TYPES

CHARACTERCA�

There are 2 types of card in the game.

CARD TYPES1
THE CARDS

the
FINAL
CA�

the
LOSER the ca�no onewanted.

Co�ect enough points to avoid last place and the 
final ca�.

forfeitcomplete

ORpoints

Take turns to draw a card. Complete the card’s action
to co�ect its points. Or, forfeit and drink a shot
penalty.

d�pthroata banana

the person
here that
gives you

the ick

a majestic
flying whale

to start
WRITE
CA�S

The game begins by writing ‘ca�s’ to unleash on your
party. Combined with the character cards, a devious
deck is formed.

HOW IT WORKS
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check out
the rules

Drink responsibly. Regret nothing. Blame your friends.

ca� the
generator

ca� ideas

. . .te� us who here gives you the ick .

. . .EAT  A SQUARE OF TOILET RO� .

. . .do a one-arm push-up .

?

THE RULES



NOW START YOUR GAME!
you’ve read a� the rules...

RINSE
under
the tap

dry and
play
again

Dry the cards or let evaporation do its work before
the next round of mayhem.

Co�ect the        ca� cards and rinse them under the
tap; washing away the ink and leaving them cleaner than
your conscience.  

RINSE INK1

RESET

Complete a ca� reborn from its
fiery fate.

Picking from 1 of 3
FACE DOWN ca�s chosen by
the wi�er from the burn pile. 

ONE HOT CA�

the ca�no onewanted.

Now revealed, our valiant loser must face one final
card. 

THE FINAL CA�2

it’s a tie !? In the event of a tie, the game’s
wi�er is granted the power to pick a loser among
those tied. 
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POINTS28
POINTS13
POINTS7 LOSER

WI�ER

Ta�y up the points in each player’s hand. The one with
the fewest stands crowned as the game’s loser.  

COUNT POINTS1
END GAME

EMPTY
draw
pile

go to
END
GAME

The next player takes their turn, repeating until the
draw pile is empty.

NEXT TURN3

If a card is t� wild
for your taste or
you can’t complete
it, forfeit.

Place the card
FACE DOWN in the
burn pile and
drink a shot penalty.

FORFEIT

drink a
SHOT

BURN
the card

a� to your

SCORE PILE

If you su�e�fu�y
complete the action
on a card, those
points are yours.

Store completed
cards in your
score pile.

COMPLETE
OR

Read out the card and make a decision, complete or
forfeit:

COMPLETE OR FORFEIT2

Take a single card from the top of the draw pile.

DRAW1
TAKE YOUR TURN

Pick someone to start and you’re ready to unleash
mayhem.

NOMINATE4

the
BURN
PILE

the
DRAW
PILE

Co�ect the       ca� cards and shu�le them together
with the       character cards.

Place the draw pile at the heart of your party, leaving
space for a burn pile.

SHU�LE3

sucksomeone’sbig toe

in a
thumb war

CA� RULES

Harm and danger fr�.
NOT HARMFUL3

Ca�ied out during the turn.
DURING THE TURN2

For the player that draws it.
FOR THE PLAYER1

scan for
ca�
ideas

Armed with an erase pen, finish the card’s prompt by
writing a ‘ca�’ on each card.

What’s a ca�? An action for a player to complete.
whether that’s a ski�ful cha�enge, juicy truth, 
daring dare, or and idea that’s wild.

WRITE CA�s2

deal out to each player
5 ca� cards

Deal out 5        ca� cards to each player at random.

DEAL CARDS1
SETUP


