
Note:  Print the two pages double-sided, and cut down to 17 cm x 12 cm. The rules 
should fit perfectly into the box.

Loco! is a game for 2-4 players. The goal of LOCO! is to 
earn points by playing the right cards and choosing the 
best markers. The winner of the game is the player who 
ends the game with the most points!

Equipment

6 red cards, 6 blue cards, 6 green cards, 6 purple cards, 
6 yellow cards, and 25 markers (5 red, 5 blue, 5 green, 
5 purple and 5 yellow)5 purple and 5 yellow)

Setup

1. Sort markers by color and place them on the table in 
 five piles, as shown in Illustration 1: Placement of 
 Pieces
2. Shuffle cards.
3. Randomly choose two cards (or three cards for a 3-
  player game) and lay them face down to the side. 
 These cards will not be used in the game.
4. The remaining cards are dealt so that each player 
 has the same number of cards.

Game Variant

For a greater challenge, play a number of games equal 
to the number of players, with each person taking a turn 
as dealer. Players total up their points after each game. 
When all players had a turn as dealer, the winner is the 
player with the largest total number of points. 

LOCO!



Loco Cards

There are five “Loco” cards in the game, one of each 
color. These cards have a value of zero.  

Immediately when you play a “Loco” card you should 
shout “Loco!” If you forget to do this before the card 
touches the table, you may not take a marker this turn. 

Game End and ScoringGame End and Scoring

The game ends when the sixth card of any color is played. 
The player of the last card may then take a marker.

Each marker is worth points according to the top card that 
is the same color as the marker. For example, each yellow 
marker is worth 4 points, if the top yellow card has a 
value of 4. A player with three yellow markers would 
receive 12 points.receive 12 points.

Notice: “Loco” cards have a value of zero. If the top card 
in a color is a zero, all of the markers of that color are 
worth zero points. 

Players tally up their point totals from their markers. 
The player with the most points is the winner. (For an 
example, see the illustration on the back side of the 
instructions.)instructions.)

Game Play

The player to the left of the dealer goes first. After their 
turn, play continues clockwise around the table. 

During your turn, play is as follows:

1.  Choose a card from your hand and place it in a pile 
 beside the markers of the same color. (For example, 
  if you choose a red card you place it by the red 
 markers.) If there is already a card in that pile, place 
 your card over the previous card, so that the number 
 on the previous card is still visible (as shown in 
 Illustration 2: Game in Progress).  If you play a 
 “Loco” card then shout “LOCO!” (Explanation to 
 follow.)

2.2.  Choose a marker from any pile (it does not have to 
 be of the same color as the card you played) and 
 place the marker in front of you. The other players 
 should always be able to see what markers you 
 have. If all the markers of a color are taken, choose 
 a marker of a different color. 


