


It’s been a ruff day and your dogs are 

barking. As one of the local dog walkers, it’s time to get 

these pooches back to their homes.

Unfortunately, it sounds like the friendly neighborhood 

mutt is on the loose again and he loves to play! If you 

want to get home before everyone else, you’ll need to 

give that good boy a bone to distract him or wind up 

chasing your dogs all over the neighborhood.
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OVERVIEW
The game is played over three rounds (for a faster game, 
just play one round). Each round, you’ll take turns playing 
cards until someone goes out by playing their last card.

Each turn, you must play either a dog that matches the 
number, color, and/or breed of the dog previously played, 
or an action card. If you can’t, you’ll have to draw a card! 
If you are quick, you’ll even be able to play certain cards 
when it’s not your turn! At the end of each round, points 
are tallied for cards remaining in each player’s hand.

After three rounds, the player with the fewest points wins 

and is chosen as The Most Paw-some Dog Walker!

Contents

Dogs: 84 

Mutts: 12 

Fleas: 6 

Doghouse: 4 

Fire hydrant: 2 

Pedigree: 2 

Dog Bones: 7 

Bone Awards: 7

WATCH OUR HOW TO PLAY VIDEO:
gbecks.com/nam-vid
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SETUP
Whoever walked a dog most recently is the dealer. Have 
them shuffle the deck and deal cards to each dog walker 
as follows based on player count:

3-5 players: 10 cards 
6-8 players: 8 cards

Place the remaining cards next to the dealer as a draw 
pile. Flip one card from the draw pile and put it in the 
center of the table to begin the dogpile (discard pile).

If the flipped card is an action card (teal background), 
continue flipping cards until a dog card is shown.

Grab a dog bone from the box for each dog walker minus 
one (ex: for a 5-player game, use 4 bones), and place 
them evenly around the dogpile, award-side down. For 
added paw-thenticity, you can use real dog biscuits!

Play begins with the dog walker to the left of the dealer.  
Now let’s get these puppies home!
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CARD TYPES
Dog Cards (84)
Dogs are numbered 1-14 (each with a different breed) in 
three different colors. There is an exact duplicate of each 
card. Breeds appear with different numbers for each 
color. Background patterns are to aid color-blind players.

Action Cards (26)
There are 5 different kinds of action cards in the deck, 
each one forces a unique action to take effect. All of 
them have a teal background. They are wild and can be 
played atop any card in the dogpile.
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ON YOUR TURN
You must play a dog card or an action card on the 
dogpile. A dog card must match one or more of the 
following atop the dogpile: number, color, or breed. 

An action card may be played on top of any card in the 
dogpile. When played, it forces a specific action.

Once an action card is resolved, if a dog card is not atop 
the dogpile, the active player selects a color for play to 
continue. The next player must then play a card of that 
color or play another action card. 

If you were unable to play any cards on your turn, you 
must draw one card. If the card you draw can be played 
following the above rules, you may do so immediately 
and your turn ends. Otherwise, add it to your hand.

Play then continues to the left.
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MATCHES AND RUNS
A match is a dog card in your hand that is identical in 
color, breed, and number to the card atop the dogpile.

A run is a dog card of the same color that is one number 
higher or lower than the one atop the dogpile. 

Matches and Runs may be played at any time (except 
during the resolution of an action card), even when it’s 
not your turn. You may play as many as you are able, 
shouting “Match!” or “Run!” aloud as you do. However, 
you must play each match or run individually to give 
others a chance to interrupt. If two players attempt to 
play a match or run at the same time, the first card laid 
down is the one that counts.

If you start your turn with a match or 
run you may also play an additional card 
following the standard rules.

When a match or run is played out of 
turn, play continues to that player’s left.

Important: Playing a match or run may 
count as your turn instead of playing a 
dog card or action card. 

NOTE: For a simpler game, you may 
choose not to include matches or runs 
out of turn or not include them at all. 



ACTION CARDS
Walking dogs isn’t a walk in the park! These action cards 
will slow down other walkers to help you get home first!
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Dog House: Force the player with the 
fewest cards to draw 2 cards. In the 
case of a tie, each tied player, excluding 
yourself, must draw 1 card.   
Making someone draw a card will 
definitely put you in the doghouse!

Fire Hydrant: You may force any other 
player to swap hands with you. 
Show everyone who’s the top dog!

Fleas: Force the player directly on your left 
and right to draw a card or play a Fleas 
card of their own. For each player that is 
able to play a Fleas card, you must draw 1 
card instead. You may not play a second 
fleas card to counter their response. 
Somebody will be left itching for revenge! 



Important
After an action card is resolved, the active player 
names a color for the player to their left to follow. The 
exception is the Pedigree card (explained below).
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Mutt: Immediately after a Mutt card is 
played, all players (including you) need to 
cover up one of the dog bones. The player 
left without one must draw 1 card. 
A bone is a great distraction to keep that 
playful Mutt from riling up your dogs! 

Pedigree: Choose a breed of dog from 
your hand (or a breed of your choice if you 
don’t have any dog cards). Starting with 
the player to your left and ending with you, 
everyone may play all cards of that breed 
from their hand. Play continues as normal 
based on the last dog card played. If no 
dogs are played, you will choose the color 
for the next player to follow.  
Veterinarians use their pet-degrees to tell 
different breeds apart! 
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PLAY EXAMPLE
EXAMPLE ONE: Apryl, Brent, Cathy, and David are sitting 
clockwise around a table. Apryl plays a dog card. Cathy 
plays out of turn with a match. Play continues to her left. 
It is now David’s turn. At the start of his turn, he plays a 
run, allowing him to play a second card.

EXAMPLE TWO: Apryl, Brent, Cathy, and David are sitting 
clockwise around a table. Apryl plays a dog. Brent plays 
a Fire Hydrant. Brent and David switch hands. Brent 
chooses green to continue play. It is now Cathy’s turn. 
She plays a dog card. 

Still need help?
For more examples, visit us online: 
www.gbecks.com/nam-FAQ
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SCORING
At the end of each round, look at the cards left in your 
hand and score based on the following:

1 point for dog cards 
2 points for action cards

After three rounds, the player with the least total points 
wins the game. If there is a tie, the first player to bark 
after the scores are announced is the winner.

Congratulations!
You are the MOST PAW-SOME DOG WALKER! Flip the 
bones over and have each player claim their award. 
Make sure to snap a picture for pup-sterity!

We’d love it if you tagged us on social media: 
@GrandpaBecksGames #NutsAboutMutts

FOR PUPPIES (AGES 4-6)
To simplify the game for little walkers, deal only 6 cards 
to each player and omit runs and matches. You may 
choose to remove all or some of the special cards. It may 
also be easier for your little walkers with smaller paws to 
put their cards face-up on the table.



12

DOG FACTS
Dogs were one of the first animals to be domesticated 
by humans. Through selective breeding to adapt them to 
tasks such as hunting, herding, working, and protecting, 
more than 200 distinct breeds of dogs exist today!

Basset Hound: 
Up to 15” | 40-65 lbs | Group: Hounds 
A hunting dog with a stout body built 
for strength and endurance rather than 
speed. They possess an incredibly keen 
sense of smell and are extremely loyal. 

Black Lab: 
26-30” | 55-80 lbs | Group: Sporting 
The most popular breed in America, 
they’re very active and love to swim, 
fetch, and run. Famously friendly, they 
make excellent life companions.

Bull Dog: 
14-15” | 40-50 lbs | Group: Non-Sport 
Renowned as being both courageous 
protectors and loving companions. With 
their wrinkly and comically dour faces, 
they are easy to love. 
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AND SO YOU KNOW
The Bulldog and Corgi are inspired by Hannah and 
Conway, our artist, Apryl Stott’s dogs.

The Cocker Spaniel was inspired by Grandpa and 
Grandma Beck’s dog, Sammy. We still miss him!

Chihuahua: 
Up to 6” | Up to 6 lbs | Group: Toys 
Famed for their adorably small stature, 
and an oversized sense of confidence. 
These cute little rascals will think they 
rule a home without proper training. 

Cocker Spanial: 
13-15” | 20-30 lbs | Group: Sporting 
With their happy expressions, soft 
velvety ears, and big eyes, these dogs 
are among the most beloved breeds. 
They nearly always want to play.

Dachshund: 
8-9” | 16-32 lbs | Group: Hounds 
These little dogs are unmistakable with 
their long narrow bodies and short legs. 
Bred to hunt fierce badgers, these dogs 
are brave, clever, and persistent. 
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Dalmatian: 
19-24” | 45-70 lbs | Group: Non-Sport 
These handsome and energetic dogs 
are easy to spot in a crowd! Bred to 
guard coaches, Dalmations excel as 
watchdogs and are very protective.

English Sheepdog: 
Over 21” | 60-100 lbs | Group: Herding 
Lovable bear-like dogs admired for their 
kindness, courage, and watchfulness. 
Surprising, since you can hardly see 
their eyes under all that shaggy hair!

Rough Collie: 
22-26” | 50-75 lbs | Group: Herding 
These sheep herding dogs sport one of 
the most beautiful coats among dogs. 
Quick to learn, loyal, and gentle, collies 
make a great addition to any family.

Saint Bernard: 
26-30” | 120-180 lbs | Group: Working 
Friendly giants bred in the Swiss Alps to 
locate and save travelers in the snow. 
Although large and powerful, they are 
gentle and patient with kids.

MORE DOG FACTS
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Scottish Terrier: 
Up to 10” | 18-22 lbs | Group: Terrier 
Independent and confident despite their 
small stature, scotties have delighted 
their owners with their bearded faces, 
dignified air, and perky attitudes.

Siberian Husky: 
20-24” | 30-60lbs | Group: Working 
Lighter than their Alaskan cousins, 
these beautiful dogs were bred to 
pull sleds. Regal and graceful in 
appearance, but playful in demeanor.

Standard Poodle: 
Over 15” | 40-70 lbs | Group: Non-Sport 
One of the most recognizable breeds of 
dogs famed for its incredibly fluffy fur. 
However, they aren’t just pretty, they’re 
quite athletic and very bright as well!

Welsh Corgi: 
10-12” | 20-30 lbs | Group: Herding 
Bred to herd cattle, these fast and agile 
dogs have a muscular body and a big 
bark for a small dog. Protective and 
bright, they make great family pets.



Have a question?
Grandpa is eager to hear from you. 
Grandpa@grandpabecksgames.com 
Call or text him directly: 206.498.1959 

Frequently Asked Questions.

Visit our website to see our helpful resources: 
gbecks.com/nam-FAQ

Follow us.

Instagram: @grandpa.becks.games 
Facebook: www.facebook.com/GrandpaBecksGames
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