
 Instead of making an expression, a player may choose to trade some or all cards 
in his or her hand  by discarding and drawing the same number of new cards from 
the DRAW PILE. This is the only action allowed in the turn.

 If a player is unable to make an expression and chooses not to trade cards, the 
player must pass and take no action.

 If a player is able to play all seven cards from a hand, the player 
immediately earns an extra turn.  

 Expressions must contain at least one operation (x, +,- ,÷) and cannot contain 
more than one multiplication card (x). 

 Standard order of math operations can be followed at the discretion of the 
players; that is, multiplication and division performed before addition and subtrac-
tion within an expression.

 All answers must be whole numbers. 

 If no Special Cards are played during a turn, the player’s initial score, determined 
by the value of the expression, is the score for that turn.

 If red and/or blue cards or other special cards are played, the scoring of the turn 
will be modified accordingly, following the rules noted the ‘Special Cards’ section.
 
 Blue cards cannot be played on an opponent’s score, only on your own score. One dark and stormy night, Bond experimented in his lab with new chemicals and 

never-before-tried mixtures, determined to make a new discovery. He pressed on 
late into the night. He knew it was dangerous. He knew it was risky. He didn’t know 
that one mistake would make the most vile, dangerous, and evil creature of all time. 
One little miscalculation... and now he had endangered everything and everyone. 
Because of one math error and an experiment gone wrong, the Whozits now live in 
mortal danger of the Green Goo, out to destroy them and their home of Wherezit. 
Too terri�ed to �nd a solution to their problem, they live in constant fear. Can you 
help them? Your task is simple: stop the  Green Goo. But your opponents are doing 
   everything they can to stop you, and you must be the one to 
     save the Whozits!
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ADDITIONAL RULES

,



Score the most points by creating expressions using the four math 
operations (x), (+), (-), (÷). Use strategies and special cards to 

increase your score and beat your opponents!

OBJECTIVE

3. Special Cards
 The special cards that increase or decrease the score are 
 then applied. This determines the Total Score recorded on   
 the score pad:

score with 
bonus

double 
card

TOTAL
SCORE

INSTRUCTIONS

STOP

STOP

STOP

Played only during your turn
Blue cards are played to increase your 
score or to prevent a loss from a red 

card. 

Stop – Stops red cards 
played against your 
expression. 

Double – Doubles the 
points of any single 
expression.

Choice – May be played 
as any number (1-12) or 
any operation (x, +,- ,÷).

Extra Turn – May be 
played at the end of any 
turn. Grants the player 
another turn. 

Super Card– (Wild) May 
be used as any blue, 
red, number, or 
operation card. Super 
cards cannot be played 
as Green Goo cards.

Played when asked “Who’s Counting?”
Red cards are played during an 

opponent’s turn when asked “Who’s 
Counting?” They reduce the score of 

the player making the expression.

Negative – Turns the 
value of any expression 
played into a negative. 

Steal – Causes points to 
be given to the player 
with the lowest score 
instead of the person 
playing. 

Split –Splits points 
evenly between the 
player who made the 
expression and the 
person who uses the 
split card. If splitting an 
odd number, round 
down.

Zero – Cancels all points 
scored in that turn.

Green Goo – Four red 
cards in the deck have 
the Green Goo symbol. 
These cards cannot be 
stopped by a blue stop 
card.

 Players are dealt seven (7) cards containing numbers, 
operations, and special cards. Remaining cards are placed face 
down forming a DRAW PILE. Play begins left of the dealer and 
continues clockwise.

 Player begins by laying down an expression face up using one to 
three operation cards and two to four number cards. Only one 
expression may be played per turn.

 After the expression is laid down, the player then can play blue 
cards (see next section) to increase his or her score.

 Then the player must ask, “Who’s Counting?” Any 
opponent can then reply “I’m counting!” and play any red card 
against the player. Only one red card can be played—so be quick!

 If the player has a blue stop card they can play it to stop the 
action of the red card (unless it is a Green Goo card).

 At the end of the turn the player records the equation and score 
on the score pad and draws enough cards to make a hand of 
seven (7). This marks the end of the turn and play proceeds to the 
next player.

HOW TO PLAY

The person with the highest score after 20 minutes wins
-or-

The first player to reach 500 points wins

WINNING

1. Make an Expression
 The equation laid down is the initial score:

SCORING

 NOTE: Division and subtraction cards added to an operation, which reduces the value of the 
expression, may increase the score of the overall play because of the operation bonus. Players can 
use strategies to ensure they increase their scores more than they decrease them. 

2. Operations Bonus
 Then the operations bonus is added:

initial 
score

operations 
bonus

score with 
bonus

  - One (1) operation: +10 points 

  - Two (2) operations:  +25 points

  - Three (3) operations:  +50 points 

OPERATIONS BONUS

initial 
score


