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GB Game rules

Object: 

To eat the most mosquitoes.  

Contents:
1 board, 4 frog pieces, 1 jumping frog, 48 cards (30 mosquitoes, 8 fish and 10 action cards), 
4 lily pad cards

Preparing to play: 
Place the box in the middle of the table.

Shuffle the cards and put them into a pile, face down.

Each player selects a frog piece and lily pad of one colour.

Place all the pieces on the starting lily pad.  
All the players should place their launch pads in front of them, at an agreed distance.

How to play: 

The youngest player starts. Play continues in a clockwise direction. When it is your turn, 
place the jumping frog on your launch pad and then try to make it jump onto the board.

 If the jumping frog lands in one of the 4 boxes: the figure in the box indicates the number of leaps 
your frog piece may advance around the board. So if the jumping frog lands on the figure 3, 
your piece advances 3 lily pads. Pieces advance in a clockwise direction. 
N B: There can only be one piece on a lily pad at a time. An occupied lily pad is ignored.  
The frog pieces jump over this lily pad without counting it.

If the lily pad on which the frog piece stops has 1, 2 or 3 flower(s), take the corresponding 
number of cards from the stack (1, 2 or 3). 

• If you pick up mosquito or fish cards, keep these cards face down in front of you.

•   If you pick up one or more action cards, you may decide to play a card this turn or to keep 
it (them) face down to play on a later turn. (Careful: you may only play one action card per turn).

5–10 years 2-4 
players 15 minutes



NB: Action cards are played after making the frog jump. You may decide to play an action 
card even if you did not manage to land the jumping frog in one of the four boxes.

Meaning of action cards:

NB: When you play a card that lets you move your frog piece: "move back three lily pads"  
or "swap lily pads with another player", you carry out the action indicated on the lily pad 
you land on. For example, if you land on a lily pad with three flowers, you pick up three cards.

However, if you swap places with another player, that other player does not carry out any 
further actions.

 If the frog lands outside one of the 4 boxes, your turn ends and it is the next player’s  
turn to make the frog jump. 

NB: The frog is considered to have landed in one of the 4 boxes if any part of it touches  
the bottom of the box.

Winning:
The game ends when a player’s frog piece has travelled around the board and returned  
to the starting lily pad. At this point, the other players play one last turn and then count their points. 

The player with most points wins the game.

(NB: once a frog piece reaches the end, the other players can no longer play an action card 
against it).

Scoring: 
•  As fish eat mosquitoes, players lose a mosquito card for every fish card they hold. 

•  Remaining mosquito cards score one point. 

•  The player who reaches the end first wins 2 extra points.

NB: The players may decide together to practise making the frog jump before starting a game. 

A game by Antoine Rabreau 

Move your piece back  
three lily pads

Take another turn

You may throw away  
a fish card if you have one. 

Steal a card from one  
of your opponents

Your frog piece and  
another piece swap lily pads
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