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AIM OF THE GAME
To be the first player to “CATCH”, and then “EAT”, three fish.

GAME PREPARATION
Place the nine colored fish “bone side down” in the center of the playing 
surface. Place the hungry red Pirahna in the middle of the school of fish 
(fig. 1). 

GAME PLAY
Decide which player will go first. In turn, the first player throws both die. 
Quickly, all players try to “Catch” the fish which matches the dice.
(IE: IF ONE DIE ROLLS BLUE AND THE OTHER ROLLS A SQUARE 
SHAPE, A BLUE FISH WITH SQUARE SCALES IS THE ONE TO CATCH! 
(fig. 2))
The caught fish is placed bone side DOWN in front of the player who 
caught it. The next player throws both wooden dice. Again, all players 
quickly try to catch the matching fish. The caught fish is placed bone side 
DOWN in front of the player who caught it. HOWEVER, if the dice show 
a fish that has already been “Caught” by another player, that player must 
shout “SPLASH ATTACK” and try to grab the red Pirahna before any other 
player! If successful, the “caught” fish is turned bone side UP (fig. 3). It has 
now been “EATEN” and belongs to that player. But if ANY OTHER player
catches the hungry red Pirahna first, the “Caught” fish is placed back into 
the game (fig. 4). 
NOTE: ANY PLAYER CAN SHOUT SPLASH ATTACK IF THEY SEE A 
CAUGHT FISH HAS BEEN ROLLED.
NOTE: IF AN EAGER PLAYER GRABS THE RED PIRAHNA WHEN 
THE DICE SHOWS AN ALREADY EATEN FISH, THAT PLAYER MUST 
THROW ONE FISH BACK INTO THE GAME. IF THEY HAVE NONE, 
NOTHING HAPPENS.

WINNING THE GAME
The game ends when a player catches, and then eats, three fish to win 
the game (fig. 5).

QUICK PLAY
Younger players may immediately turn a fish bone side up, collecting three 
to win the game.
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 The creator of each Gigamic game earns 
royalties on each game sold! Don’t hesitate 
writing us at Gigamic to propose a game you 
yourself may have designed.

L’auteur de chaque jeu Gigamic perçoit des 
royalties pour chaque jeu vendu...N’hésitez 
pas à envoyer toute proposition de jeu de 
votre conception en écrivant à Gigamic.

Des Erfi nder erhält Tantiemen für jedes 
verkaufte Spiel. Zögern Sie daher nicht, alle 
von Ihnen entwickelten Ideen Für Spiele an 
Gigamic einzusenden.

El autor percibe royalties por cada juego 
vendido... No dude en enviar cualquier 
propuesta de juego que Ud. haya creado 
escribiendo a Gigamic.

L’autore percepisce i diritti d’autore per 
ogni gioco venduto... Non esitate ad inviare 
proposte di giochi da voi creati, scrivendo a 
Gigamic.

Auter ontvangt royalties voor ieder verkocht 
spel... Aarzel niet spelvoorstel dat u zelf heeft 
uitgedacht op te sturen door te schrijven naar 
Gigamic.

o autor cobra direitos por cada jogo 
vendido... Não hesite em enviar toda e 
qualquer proposta de jogo concebido por si, 
escrevendo a Gigamic.
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Informations à conserver.
informazioni da conservare

Please keep for future reference
Bitte bewahren Sie die Regel gut auf

Informaciones a conservar
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