world é 01252 , - =

ERIC ALPHABET ERIARPATCH.
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2 to 6 Players
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Card Gal_ne
Instructions

52 Letter/Animal Cards

Be the player to collect the most sets of paired
letter/animal cards.

SETTING UP THE GAME

One player shuffles the cards and deals 7 cards
(or 5 cards if more than 4 players) face down to
each player. The remaining cards are spread
out all over the table face down to create the
fishing “pond.” Players hold their cards so they
can see them, but no one else can. Before
starting the game, all players put any pairs of
letter/animal cards they have in their hand
down face up in front of them.

PLAYING THE GAME

The youngest player goes first by asking one of
their opponents if they have a specific card
(either naming the letter or picture on the card).
The card requested should be one the player
has in his/her hand. For example, the first
player might ask an opponent if he/she has an
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For a FISH. If the opponent has the card, they
must give it to the player. The first player lays
the matching pair face up on the table in front
of him/her. The first player can continue asking
for cards from any opponent until he/she does
not get the card asked for. If the opponent
does not have the requested card in his/her
hand, he/she says, “Go Fish!” and the first
player selects any card from the “pond.” If the
drawn card is the card he/she wanted, he/she
must show it to all players, then place the
matched pair face up in front of him/her, and
can go again. If it is not the card asked for, the
first player’s turn is over and play continues to
the left in the same manner.

If a player runs out of cards, they pick up five
from the “pond” to continue playing.

WINNING THE GAME

The game is over when all the cards are gone
and in pairs face up on the table. All players
count the pairs in front of them. The player
that has the most sets of paired letter/animal
cards wins.

© 2018 Eric Carle, LLC. ERIC CARLE, THE VERY HUNGRY CATERPILLAR, THE WORLD OF
ERIC CARLE logo, the Caterpillar logo and related designs, logos and names are trademarks
and/or registered trademarks of Eric Carle, LLC. All rights reserved.

© 2018 University Games Corporation, San Francisco, CA 94110. All Rights Reserved.
Briarpatch is a trademark of University Games Corporation. Paul Lamond Games Ltd., 31
Newington Green, Islington, London N16 9PU. U. Games Australia, Level 1, 10 Willoughby Rd,
Crows Nest NSW, Australia 2065. Retain this information for future reference. Made in China.
B011599 06/18



