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2-6 players, ages 6 and up

Contents of The Game
The game is comprised of 72 
playing cards:
56 sheep cards (a different number 
of sheep on each card)
16 special cards, including:
5 farmer cards
5 box cards
3 jokers
3 black sheep cards

The Idea of The Game
All of the sheep ran away to the 
meadow; the players compete with 
each other to be the first to bring 
the sheep back to the pen. Each 
player has to bring the sheep in his 
hand back to the pen, and try to 
stop the other players from doing 
the same.

The Winner
Whoever has the least number of 
points at the end of the game is 
the winner.

How to Begin
Choose a dealer to shuffle the 
cards and deal seven cards face 

down to each player; the remaining 
cards are used as the draw pile. The 
dealer then picks up the top card of 
the pile and puts it face up on the 
center of the table.
The pile created on top of this card 
represents the pen. If the top card 
picked up is not a sheep card, the 
dealer returns it to the deck, shuffles 
the cards and again picks us the top 
card.
The special cards are put in a 
separate pile, so that they don’t 
conceal the sheep cards. The player 
on the left to the dealer starts first 
and the playing continues clockwise.

Game Play
Every player can put down one sheep 
card or two, or one of the special 
cards during his turn. If he doesn’t put 
down (a) suitable card(s), he has to 
pick up a card from the draw pile.
Putting sheep in the pen is done as 
follows:
A single sheep card is played – only if 
the number of sheep on the card is 
the same as the number of sheep on 
the top of the pen pile.
Two sheep cards are played – only if 
they create a correct equation with 
the top card of the pen pile (addition 
or subtraction).

Example of an addition 
equation:
If the top cards in the pen 
is a card of 5 sheep: you 
can put a card of 3 sheep 
on it and on top of it a card 
of 8 sheep. Thereby, you 
complete the addition 
equation 5+3=8. The cards 
should be put down in 

order, in other words, on top of the 5 
card – the 3 card, and on top of that – 
the 8 card.

Example of a subtraction 
equation:
If the top card in the pen is 
a card of 5 sheep: you can 
put a card of 2 sheep on it 
and on top of it a card of 3 
sheep. Thereby, you 
complete the subtraction 
equation 5-2=3. In this case 
as well, the cards should 
be put down in order.

You are not allowed to play more than 
two sheep cards in the same turn.
Players must announce the 
components of the equation aloud – 
“Five plus three equals eight”. If a 
player is wrong in his calculation, he 
must take back the cards that he put 
down, and is fined by taking two 
additional cards from the draw pile. 
He thereby concludes his turn.
Each time after putting down cards, a 
player’s turn is finished and the next 
player has his turn.

Special cards
Instead of playing (a) sheep card(s), a 
player can choose to play a special 
card in a separate pile.
The special cards are:
Farmer - When a farmer card is 
played, the next player recieves a 
penalty and must take the top card in 

the pen. After that, his turn 
ends. The player can avoid 
the penalty and pass it on 
to the next player, if he 
places a farmer card of 
him own. The farmer card 

can’t be played if the pen pile has 
only one card.

Fox – when a fox card is 
played, the next player is 
fined and must reveal one 
of the cards in his hand and 
take cards from the draw 
pile accordingly, as follow: 

if he reveals a sheep card, he takes 
the number of cards according to the 
number of sheep that appears on it 
(1-10). If he reveals a special card, he 
must take 10 cards from the draw pile. 
A player may react to the fox card by 
playing another fox card and thereby 
avoids the fine and rolls it to the next 
player.

Joker – a joker replaces any 
sheep card 1-10. As soon 
as the joker is put in the 
pen, it gets the value that 
has been decided upon.
Black Sheep – there are 
three black sheep cards in 
the game. The black sheep 
card is valued 30 points. It 
is advised to get rid of this 
card as early as possible. A 

player who has the black sheep card 
may pass it to any other player, under 
one condition:  he must have a sheep 
card identical in number to the 
number of cards that the other player 
has. He puts the sheep card in the 
pen and passes the black sheep card 
to the player he has chosen.
For example:
Player A has the following five cards: 
the black sheep card (that he wants 
to give to another player), 2 sheep, 6 

sheep, 9 sheep and a farmer.
Player B has 3 cards
Player C has 6 cards
Player D has 2 cards in his hand.
Player A may give the black sheep 
card to Player C, if he puts the 6 
sheep card in the pen, or to Player D, 
if he puts the 2 sheep card in the pen.
At this point he cannot give the black 
sheep card to Player B.
During his turn, a player may ask any 
other player how many cards he has.

Note
If a player has only one or two cards 
in his hand he must declare it. If he 
forgets to declare, he is fined by 
taking two cards from the draw pile.

The End of The Game
The game ends in one of three ways:
a. When a player succeeds in getting 
rid of all of his cards – and he must 
declare “Done!”
b. When at the beginning of his turn, a 
player chooses to reveal all three 
black sheep cards – and he must 
announce “Triple black”. This is a 
technical victory.
c. When all the cards in the deck have 
finished.

Scoring Points
At the end of every round of the 
game, the points are counted in the 
following manner: Every card has a 
number value:
• For regular sheep cards, the points 
are the same as the number of sheep 
on the cards (i.e. 6 sheep = 6 points)
• A black sheep card is valued 30 
points

• Any other special card is valued 10 
points.

If the game ends by someone 
announcing “Done!”, the winner gets 
zero points and the other players 
count their points.  If there are no 
more cards in the deck, all the 
players sum up the points in hand.

If the game ends by someone 
announcing “Black sheep” the 
announcer must count his points 
like everyone else and he must also 
include the value of the black sheep 
card he revealed.

In the technical victory, when a 
player announced “Triple black” and 
revealed all three black sheep 
cards, all of the other players 
receive 90 points!

The results of all the players in 
each round are summarized on 
paper. Players can decide in 
advance either how many rounds 
they want to play or how long. The 
player with the lowest score in the 
game is the winner.


