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“Meow! Those boxes are mine. ALL MINE!”
It’s said that cats are obsessed with cardboard boxes. In Cat Box, 

players will help their cats get into the boxes they want!

5 Player Aids

6 Identity cards
(5 different Cats &
1 Chihuahua)

48 Cat Box cards
(double-sided with either a cat or an 
empty box in each quadrant)

25 Tokens (used in the advanced game)
5 different types in 5 different player 
colours

Game components



Players will be dealt a secret identity (cat colour) card, and the winner 
of the game will be the player with the most cats visible of her type in 
the play area when the game ends... unless they are the chihuahua, in 
which case they will win if there are lots of empty boxes!

Goal of the game

1. Shuffle all the Identity cards and deal 1 card face down to each 
player. Players should keep their identity secret until the end of the 
game. Remove unused Identity cards from the game without 
revealing their identities.
NOTE: Remove the Chihuahua in 2 and 3-player games before 
shuffling and handing out Identity cards, as it will not be used.

2. Shuffle all the Cat Box cards (it doesn’t matter which side is face up) 
to form the draw pile. Remove a number of cards from the top of 
the draw pile depending on the number of players:

3. Each player then draws a number of Cat Box cards from the top of 
the draw pile and holds them up so all players can see them:

Game preparation

Players:   5 / 4 / 3 / 2
Remove: 2 / 3 / 2 / 1   Cat Box cards from the game

Players:   5 / 4 / 3 / 2
Draw:      1 / 1 / 2 / 2   Cat Box cards each



IMPORTANT:
When drawing Cat Box cards, always keep the top-side visible 
towards other players. The under-side can only be seen by the 
player who drew the card. So players should hold their hand cards 
in a way that one side of their cards is visible (public information) to 
all other players and the other side is secret from them.

5. 

Turn over the topmost Cat Box card from the draw pile and place it 
in the centre of the table.

4. 

The youngest player starts first and players take turns in clockwise 
order.

A player’s turn involves two steps:
1) The active player chooses one of two possible actions:

a. Play a Cat Box card from her own hand. 
    The player must play the card’s “secret” side face-up.
b. Play a Cat Box card from another player's hand. 
    The player must play the card’s “public” side face-up.

Player turn

2) Then, the player whose card was played, draws a new card.

Remember the public/secret side rules when drawing new cards.
It is now the player to the left of the active player’s turn.

NOTE:  If the draw pile is empty, skip this step.



If the Cat Box card 
shows an empty box, 
you MUST cover 1 
OR 2 quadrants of an 
existing card (or 
cards).

IMPORTANT: 

OR:

When playing Cat Box cards, the following rules apply:

The orientation of the Cat Box cards MUST be the same as all 
previously played cards, i.e. with all cats facing the same direction.

The Cat Box card MUST cover an existing card in the play area (see 
below).

If the Cat Box card shows NO empty box, 
you MUST cover a single quadrant of a 
previously played card when you place it 
- no more and no less.

OR:



NOTE:  If you have multiple areas tied for 
the largest, only score one of them. Cats 
diagonally adjacent are not considered 
connected.

The game ends when all the Cat Box cards have been played. Players 
then reveal their Cat identities and score points!

Players whose identities are Cats:

Game End

Each visible cat of your colour = 1 point

The largest area connected by Cats of your 
colour = 1 point per Cat in that area.

 The player whose identity is the Chihuahua:

The player with the most points wins the game. If tied, the Chihuahua 
player breaks the tie (if she is among the tied players). Otherwise, the 
player with the largest area connected by her color breaks the tie. If 
still a tie, the players share the victory.

Meow! How you play your cards can show others what your identity is. Give it away 
too early and the other players will enjoy disrupting your plans!

Each empty box = 1 point

Each connected area with exactly 3 Cats of 
the same color = 2 points



 The player whose identity is the Chihuahua:

Each empty box = 1 point

Black: 4 + 2 = 6
(4 visible cats and 2 in a group.)
Pink: 7 + 4 = 11
(7 visible cats and 4 in a group.)
Purple: 6 + 2 = 8
(6 visible cats and 2 in a group.)
Blue: 6 + 3 = 9
(6 visible cats and 3 in a group.)
Yellow: 6 + 3 = 9
(6 visible cats and 3 in a group.)
Chihuahua: 4 + 8 = 12
(2 groups of exactly 3 cats and 8 
empty boxes.

Scoring Example



To play the advanced game of Cat Box, the basic rules apply with the 
following changes:

Advanced Rules

1. Use ALL Cat Box cards without removing any cards.

2. Each player takes one set of 5 different Cat Box tokens and 
one Player Aid card.

3. On a player’s turn, in addition to playing one Cat Box Card, 
she may choose to play at most ONE Cat Box token.
Remove the token from the game after its effect is resolved.

4. Each unused Cat Box token is worth 1 point at the end of the 
game.

Cat Paw: 
After playing a card on your turn, play 
this token and immediately play a 
second Cat Box card (before drawing a 
new card to replace the first).

+1

What each of the Cat Box tokens do...



Stacking: 
Play this token before you play 
a Cat Box card. The card you 
play may be used to cover up to 
4 quadrants of previously 
placed cards, but not more than 
3 cats.

For example...

< 4



Toy Mouse: 
After playing one Cat Box card 
normally, you may use this token to 
take one uncovered Cat Box card from 
the play area and immediately place it 
(legally) in another position.

Yummy Fish: 
To save a card for later, take one Cat 
Box card from your own hand or from 
another player’s hand, placing it on 
the table in front of you (respect the 
public/secret side rules). Then cover it 
with this token. This card can only be 
used by you on a future turn.
On the turn you play this saved card, 
discard the Yummy Fish token.



Cat in a Box: 
Place this token on any one 
quadrant in the play area. 
Until the beginning of your 
next turn, no one can play 
Cat Box cards to cover this 
token and/or any of its eight 
surrounding quadrants.
Once it is your turn again, 
remove and discard the Cat 
in a Box token.
NOTE: This token cannot be 
played if doing so would 
remove all possible 
placement positions for the 
next player.



For more information on Cat Box,
discussion forums and videos,
please visit:
www.grail-games.com/cat-box &
www.boardgamegeek.com

Game design & illustration:
Aza Chen

Special thanks to:
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This game is number 6 in
Grail Games’ Mike Line -
small games that bring
large amounts of fun

and strategy to your table.
Check out our website for more

info on other Mike games!
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Made in China.

Warning: Choking hazard! Keep away 
from children under the age of 3.
Please keep this information for future 
reference

©2016 Aza Chen & Grail Games

The Mike Line and the Mike logo are 
© Grail Games. 
The Grail Games’ goblet is TM and ©  
Grail Games. All rights reserved.

grailgamesinfo@gmail.com
www.grail-games.com
PO Box 4
Ashfield NSW 1800
AUSTRALIA


