
Game Rules

Ages 6 and Up · For 2 to 6 Players



Object Of the Game

flip a picture card, race to spin the wheel,   
and look through the windows for the picture(s) 

matching the card! 
collect cards as points for every round you win.

Set Up

players decide on which level they wish 
to play at (as a group): 

	LeveL	I is played with green cards.

	LeveL	II	is played with red cards.

	LeveL	III is played with both green 
       and red cards (half and half).

each player takes a double-sided wheel.

choose 18 cards, shuffle them, and place  
them in a pile in the middle of all players.

playinG the Game

Game 1 - the OriGinalS

LeveL	I  
(played with green cards and the green  side of the wheel)

 1. flip the top card of the pile and look at  
 the picture.

 2. race to find the match in any  
 of the 3 windows,  by turning  
 the wheel (in any direction). 

 3. the first player to spot  
 the matching picture wins  
 the flipped card as a point!

	4. flip the new top card of the pile and play again.

	5. at the end of the pile, the player with the most  
 cards wins the game.

LeveL	II 
(played with red cards and the red side of the wheel)

 1. flip the top card of the pile and look at the pair  
 of pictures.

 2. race to find the pair of  
 pictures in any of the  
 3 windows, by turning  
 the wheel (in any direction).  
 beware! the pair can be  
 found in the same window,  
 or simultaneously in two  
 different windows!
	3. the first player to spot the pair of pictures  
 wins the flipped card as a point! 

	4. flip the new top card of the pile and play again.

	5. at the end of the pile, the player with the most  
 cards wins the game.

contents:
• 6 Double-sided Wheels
• 100 Picture Cards
• Illustrated Rules



Game 3 - Out LOuD (3 OR mORe PLayeRs)

 1. this variation can be played with either the  
 green or the red side of the wheel.   

 2. One player acts as a leader for the round.   
 the leader chooses one of the pictures that   
 appears in one of the windows of the wheel, and  
 describes the picture of his choosing, without  
 naming it.  
 the leader can add more details to his description  
 if the other players have a hard time finding the  
 exact match. 
 example:

 3. the other players race to find the picture  
 described by the leader in any of the 3 windows  
 of their wheels. 

 4. the first player to find a match wins a point  
 and becomes the leader for the next round   
 (cards may be used as points).

 5. the first player to 5 points wins the game.

Game 4 - in line

 1. this variation is played with a pile  
 of 18 cards, at any of the 3 levels explained in  
 game 1.  

LeveL	III 
(played with both colors of cards and both  sides of the wheel)

level 3 plays like a combination of level 1 and  
level 2; play changes depending on the color of 
the card in play. 

When a green card is in play, use the green side 
of the wheel and look for one picture. When a red 
card is in play, use the red side of the wheel and 
look for the pair of pictures.

 

Game VariatiOnS

       Game 2 - Last One stanDInG

 1. this variation is played with a pile of 18 cards,  
 at any of the 3 levels explained in game 1. 

 2. players race to find the picture, or pair of   
 pictures, shown on the top card of the pile.

 3. the last player to find the match gets the  
 card in play.

 4. at the end of the pile, the player with the  
 fewest cards wins the game.

It lives in 
the snow !

It wears
a hat ! 

It has a
carrot for

a nose !



 2. 6 cards from the pile are lined up in the middle  
 of the table.

 3. at the same time, all players race to find  
 the picture, or pairs of pictures, shown on the  
 leftmost card.

 4. as soon as a player finds the match, she or  
 he wins the card and play moves immediately  
 to the next card in line.

 5. When all 6 cards are won, the middle line is  
 rebuilt with 6 new cards from the pile.

 6. When all cards from the pile have been   
 used, the player with the most cards wins  
 the game.

  Game 5 - initialS  (3 Or mOre playerS)

 1. this variation can be played with either the  
 green or the red side of the wheel. 

 2. One player acts as a leader for the round.   
 the leader chooses one of the pictures that  
 appears in one of the windows of the wheel,  
 and says the first letter of the icon name.
 example:

I see 
something 

starting with 
the letter "B"

I see 
something 

starting with 
the letter "C"

 3.	the other players race to find a picture  
 starting with the same first letter. it does not  
 have to be the picture the leader chose.

 4. the first player to find a match wins a point  
 and becomes the leader for the next round   
 (cards may be used as points).

 5. the first player to 5 points wins  
 the game.

  Game 6 - Rhymes (3 OR mORe PLayeRs)

 1. this variation can be played with either the  
 green or the red side of the wheel. 
 
 2. One player acts as a leader for the round.  
 the leader chooses one of the pictures that 
 appears in one of the windows of the wheel,  
 and says a word that rhymes with the picture 
 of his choosing. 
 example:

 3. the other players race to find a picture that  
 rhymes with that word. it does not have to be  
 the picture the leader chose.

 4. the first player to find a match wins a point  
 and becomes the leader for the next round   
 (cards may be used as points).

 5. the first player to 5 points wins the game. 

I see a picture
that rhymes 

with "ticklish"

I see a picture
that rhymes 
with "star"
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