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Introduction 

It’s the age old discussion. Which is the best? 

Cats. 

Dogs. 

It’s time to put that question to the test.  

Welcome to Cats vs Dogs: the Card Game. 
Whether you’re a feline freak or barking mad, this is 
the game for you.  

Cats vs Dogs is a 2-player competitive card game 
where the objective is to get more of your pets’ 
favourite treats into their bowl before the other player 
(owner) can. 

 

Contents 

 98 playing cards (49 Cat cards/49 Dog cards) 

 20 tokens (10 Fish tokens/10 Bone tokens) 
 

Cards 

There are two types of cards in the game and each 
owner’s deck will be composed of both types of cards.  

Animal Cards 
Animal cards are made up of 6 variants known as 

“Breeds”. These breeds are used to create sets of 
cards in order to score tokens. These sets are known 
as Clowders for Cats, and Packs for Dogs. Some of 
your cards may refer to Clowders and Packs - they are 
referring to this.  

Each Animal card has a Breed name at the top and 
a coloured circle in the bottom right corner. This helps 
you identify them as being part of the same breed for 
the purposes of set collection. 

 

 

Some cards have abilities and these abilities trigger 
only when played into the playing area for the first 
time.  

 

Some cards abilities are conditional, saying such 
things as may, and owners can choose whether to 
trigger these abilities or not. However, if they are not 
triggered when the card is first played, then the ability 
is lost. Other abilities are compulsory and owners must 
complete these abilities before continuing their turns.  

Action Cards 
Action cards are cards that have no breed and 

cannot be place into sets. Instead, they have abilities 
which are triggered when played, which is displayed as 
text in the lower half of their card.  

When triggering the ability of an Action card, all of 
the effects of the card must be resolved before the 
active owner continues with the rest of their turn. 

Flash Actions 
There are some Action cards which can be used 

out of the normal Turn Sequence (see below). These 
are known as Flash Actions and can be played from an 
owner’s hand at any point, even on your opponent’s 
turn.  

Flash Action cards are recognized by a lightning 
symbol displayed in the bottom right corner of the card.  

When triggering the ability of a Flash Action card, 
all of the effects of the card must be resolved before 
the active owner continues with the rest of their turn 

 

 

Set up 

Each owner should choose one set of cards: Cats 
or Dogs. Take the Bowl scoring card out and set it in 
front of you, but to one side, leaving a playing area of 
roughly 12”x12” directly in front of you. 

Shuffle all of the Animal and Action cards of your 
set into a deck, and place within your playing area. 

Draw 6 cards to create your opening hand. Each 
owner is entitled to one mulligan and re-draw if they 
wish.  

Once both owners are ready, the youngest owner 
begins their first turn. They become the Active Owner. 

  

Breed Name 

Card Type 

Card Abilities 

Action Name 

Card Type 

Card Abilities 

Breed 
Colour Code 

Flash Action 
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Turn Sequence 

Each turn is taken in smaller phases as detailed 
below: 

1. Play Phase – The active owner may play up to 
1 Animal card and up to 1 Action card. 

2. Scoring Phase – The active owner may select 
1 in-play Animal set and discard, scoring tokens 
equal to the sets’ value. (See Scoring section)  
Check for winning conditions. 

3. Draw Phase – The active owner draws 2 cards 
from their deck (up to maximum hand size of 
10).  
Play then passes to the next owner, and they 
become the new Active Owner. 

 

Play Phase 

When an owner begins the play phase, they may 
use any of the cards in their hand. Each active owner 
may play up to 1 Animal card and up to 1 Action card 
from their hand. 

When an owner plays a card, they place it face up 
in front of them in their playing area so both owners 
can see it.  

Any face up card in either owner’s playing area is 
considered “in-play”. 

When a card is placed into the playing area for the 
first time, it will trigger any abilities written on the lower 
half the card.  

If the card is an Animal card, it is then placed into a 
legitimate set or starts a new set. If the card is an 
Action card, once the effects of the abilities written on 
the card have been resolved, place the card into a 
discard pile to the side of your playing area - beside 
your deck is a good position.  

Set Collecting 
When you play an Animal card, having resolved the 

ability (if applicable), it needs to go into a set – either a 
Clowder for Cat owners or a Pack for Dog owners. 

Each set is governed by a set rules which 
determine where your Animal cards can be placed. To 
make this easy to understand and play, these rules are 
placed into two formats which are called: 

 Pure Breed sets 

 Mixed Breed sets 

Pure Breed Sets 
A Pure Breed set is made up of only 1 type of 

animal breed. If you wish to place a new Animal card 
into this set, it must be of the same breed as the rest 
of the set. (See Cards – page 2) 

Mixed Breed Sets 
A Mixed Breed set is made up of the 6 unique 

breed types within each deck. When making a Mixed 
Breed set, you can only use each breed once. If you 

wish to place a new Animal card into this set, it must 
be of a breed which has not been used yet.  

If you play an Animal card and you cannot place it 
into a current Pure Breed set or Mixed Breed set, then 
it must start a new set. Arrange this in a clear and 
visible space within your playing area. 

Some card abilities will allow you to play “extra” 
cards, both Animal and Action cards.  

Extra Cards 
An Extra card is either an Animal or Action card that 

is played in additional to the allowed limits of up to 1 
Animal card and up to 1 Action card per turn. 

Extra cards are only accessible due to the effects of 
an ability found on a played Animal or Action card. 
Outside of these conditions all cards played are 
subject to the turn allowances as seen above. 

Once the active owner has played all card 
allowances for the current turn, they are ready to move 
into the Scoring Phase. 

 

Scoring Phase 

 In the Scoring Phase, the active owner may select 
up to one of their in-play sets and choose to discard all 
cards in the set to score its value in tokens. 

For a set to score, it must be composed of a legal 
Pure Breed or Mixed Breed set. Scoring sets are 
outlined below with their associated token value. 

Scoring Values 
When scoring, discarding sets composed of the 

following compositions rewards owners with the 
attributed tokens. 

Pure Breed sets 

 2 of a kind - 1 token 

 3 of a kind - 2 tokens 

 4 of a kind - 3 tokens 

 5 of a kind - 4 tokens 

 6 of a kind - 5 tokens 

Mixed Breed sets 

 3 cards – 1 token 

 4 cards – 2 tokens 

 5 cards – 3 tokens 

 6 cards – 4 tokens 

Once you have selected a set to discard, it must 
been removed from the playing area before gaining the 
reward. 

A set which does not match with the minimum 
compositions above cannot be discarded, therefore it 
cannot score. 

Once you have removed the selected cards from 
play, place the rewarded tokens into your scoring area 
(bowl card).  
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Winning the Game 
During the Scoring Phase, after the Active Owner 

has scored any sets (if applicable), check to see if any 
player has reached the conditions to win the game.  

The winner is the first owner to get 10 tokens of 
their animal into their scoring area (bowl card). If this 
condition is met by any owner, the game is 
immediately over.  

If the conditions are not met, the active owner 
moves into the Draw Phase. 

 

Draw Phase 

If neither owner has reached the required Winning 
Conditions mentioned above, the active owner draws 2 
cards from their deck (up to maximum hand size of 
10). 

If they have reached the maximum hand size, do 
not draw anymore cards.  

If you are required to draw a card but you do not 
have any cards in your deck, take your discard pile 
and shuffle it into a new active deck – placing it face 
down in your playing area. Continue to draw cards up 
to 2 as required.  

Once cards have been drawn, the active owner’s 
turn is complete and they hand over to the opponent 
who now becomes the Active Owner.  

Return to the Play Phase and follow the instructions 
as before, moving through the phases and taking turns 
until the Winning Conditions are met.  

 

 

Thank you for taking part in this beta test. 
This is the end of the rules of play section of 

the BETA document.  
In the next part I ’m asking for your help in 
streamlining the game for production and 

licensing.  

 

Logging your games 

When playing the game, in terms of playing the 
game I would appreciate if you could keep track of the 
following data. 

Obviously I realise this will detract from the core fun 
behind the game, but I have tried to keep the 
distractions to a minimum. Please know that these 
data points really do help to improve the game for 
future players. 

 Number of games played. 

 Number of turns taken to end each game. 

 Number of times you had to consult the rules 
of play per game. 

 Number of times you quit a game before 
reaching Winning Conditions. 

 Time taken to complete (or quit) a game 

Post-Game Questionnaire 

Once you have played a game, and whether you 
reached a conclusion by Winning Conditions or 
quitting, please take five minutes before packing the 
game away to right down a couple of thoughts on the 
game you’ve just played, using the questions below: 

1. How much fun did you have?  
(Use a 1 – 10 rating system where 1 is No Fun 
and 10 is Maximum Fun) 

2. How engaging did you find the game? 
(Use a 1 – 10 rating system where 1 is 
Completely Unengaging and 10 is Incredibly 
Engaging) 

3. How challenging did you find picking up 
the game? 
(Please give a sentence or two of your honest 
opinions) 

4. How balanced did you find the two decks? 
(Please give a sentence or two of your honest 
opinions) 

5. Did you run into any difficulties or issues? 
(Please give a sentence or two of your honest 
opinions) 

6. How confident would you feel teaching this 
game to somebody new? 
(Use a 1 – 10 rating system where 1 is 
Completely Unconfident and 10 is Incredibly 
Confident) 

7. Would you recommended this game to a 
friend? 
(Please give a sentence or two of your honest 
opinions) 

8. How excited do you feel to play this game 
again? 
(Please give a sentence or two of your honest 
opinions) 

 

Thank you for f i l l ing out any of the above 
questions.  

All data, answers and feedback is conf idential 
and used only to improve and playtest the 

game.  
 

I hope you had fun playing Cats vs Dogs.  
 

If you have any additional comments, 
questions, queries or issues which are not 
covered in the above material, then please 

contact me via email: 
m.j.hensonofficial@gmail.com  
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