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If you still have cards in play from last turn, put 
them face down in your Bank. 

They’re now safe and will score points at the end.

IN ORDER

DRAW!
Draw back up to 6 cards.

2 PLAY!
Play 1–3 matching cards face-up in front of you.

• Must 
be the 
same 
numb
er.

• Must 
be 1, 2, 
or 3 
cards.
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If you still have cards in play from last turn, put 
them face down in your Bank. 

They’re now safe and will score points at the end.

IN ORDER

DRAW!
Draw back up to 6 cards.

2 PLAY!
Play 1–3 matching cards face-up in front of you.

• Must be the same number.

• Must be 1, 2, or 3 cards.

Then check if you beat any opponents:

• Only sets the same size as yours can 
be beaten.

• You beat the nearest higher set(s).

• Beaten sets are discarded from the 
game.
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3–6 PLAYERS AGES 7+ 15–20 MINUTES

Learn
To Play!GOAL OF THE GAME

In Go Big, you’re trying to stash away the biggest cards 
for points. Play sets of cards in front of you, and if they 
survive until your next turn, you can bank them safely!

The bigger the number, the more points it’s worth… 
but the easier it is to knock out. Small beats big!

At the end, the player with the most banked points 
wins. 

WHAT’S IN THE BOX
97 cards: thirteen each of numbers 1 through 7. 

There’s also 6 player reference cards to help you through your 
first few rounds, but don’t worry, you’ll soon pick it up!
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Ben could play a single 1, 4 or 6, a 
pair of 1s or 4s, or a trio of 1s.

Amelia could play either a single or a 
pair of any of the numbers in her 
hand. She can’t play a trio right now. 

1 1

2 2

1 11 14 44 46 6

2 23 33 35 55 5

SETUP

HOW TO PLAY

1. Shu�le all the number cards & deal 6 cards to each player.

2. Put the rest of the number cards in a face-down draw pile in 
the middle of the play area.

3. Turn over 2 cards from the top of the draw pile and place 
them face-up next to it where all players can see and reach 
them - these cards are called the market.

The tallest player goes first.

1. BANK YOUR DISPLAY. (IF POSSIBLE)

2. PLAY CARDS.

If you already have cards in front of you, scoop them up and move 
them to your bank pile, face down.

Banked cards are safe and score points at the end - for example, 
two 3s are worth 6 points, and three 7s are worth 21 points!

You must play from your hand a set of 1–3 cards of the same 
value.  Put the cards face-up in front of you - this is called your 
display. 

On your turn you do these three steps in order:
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1 1 1 12 2 2 2 4 4

5 5 5 5 5 5 5 5 6 6 6 6

Amelia plays a set of two 2s. They don’t beat Ben’s pair of 1s (too low) 
or Judith’s single 4 (wrong group size). But they do beat Charlie’s and 
Peter’s pairs of 5s — the nearest higher pairs — so those are 
discarded. Stuart’s pair of 6s stay safe, hidden behind the beaten 5s.

Amelia Ben Judith

Charlie Peter Stuart

3. DRAW NEW CARDS

Then check if your set beats anyone else’s: you can only beat 
sets of the same size - singles beat singles, pairs beat pairs, trios 
beat trios. You can only beat sets of the nearest higher value on 
the table.

If multiple players have the nearest higher set, all of them are 
beaten. Beaten sets are discarded back in the box face-down, 
out of the game.

You must draw 2 cards and add them to your hand: 

Either 2 cards from the top of the draw deck. Or the 2 cards in the 
market. If you do this, immediately replace them with 2 new cards 
from the draw pile. If there aren’t enough cards in the draw deck or 
the market to draw 2, just draw as many as you can. You can have 
an unlimited number of cards in your hand.

After you draw cards, play passes to the player on your left.
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Visit us at www.sinisterfish.com for more great games!

ENDING THE GAME
When the draw pile and market are empty, contunue playing but 
skip the draw step. When someone plays their very last card, the 
game ends. Then:

          1.      Discard any leftover cards in hand.
          2.     Bank any cards still in your display.
          3.     Add up the value of your banked cards.
          4.     Highest total wins!
          5.     Tie? The tied player with the most banked cards wins.
          6.     Still tied? Share the victory - each of you went big!

That’s the whole game. Fast, snappy, and full of little “gotcha” 
moments.
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