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Standard Rules
for 2 or 3 teams (4-6 players)
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Object:
Match the most Compatibility Image cards with your partner. With each correct match, score points and move along the track
ondlegameboard.Theﬁrstteamwreachtheendotheu‘ankwms

Components List

6 colored movers (red, white; yellow, blue, purple, green) 6 decks of 54 cards

100 topic cards (52 Image cards, 2 Double Up cards)

1 die 1 gameboard

Please remove all components from package and compare them to the components Hst. ymfmmmm;gpmwazmmmm
Set Up:

Compatibility can be played by up to three teams. The teams are as follows:

1. The Red/White team. - 2. The Blue/Yellow team. 3. The Green/Purple team.

Players form teams of two people each. (If you have an odd number ofplzyemseeﬂleSpedaanlwforIndividualPlayon
page 3 of these instructions.) Each team takes the following: :

Red/White team * snap the Red marker and White marker together
* one teammate gets the Red on White deck of Image cards
* one teammate gets the White on Red deck of Image cards

Blue/Yellow team * snap the Blue marker and the Yellow marker together
* one teammate gets the Blue on Yellow deck of Image cards
* one teammate gets the Yellow on Blue deck of Image cards

Green /Purple team ¢ snap the Green marker and the Purple marker together y}) ‘
* one teammate gets the Green on Purple deck of Image cards
¢ one teammate gets the Purple on Green deck of Image cards

Each team selects matching decks of
Image cards and markers as outlined
above. The pairs of markers link by

snapping their bases together (fig 1),

(fg. 1) ™
“Harkers snap together” .

All teams place their linked markers at the start position on the track. Place the topi%cards in two stacks facédown on the
board. Bach player takes their own deck of Image cards which correspond with their pa@’s deck. ﬁ‘%‘

NOTE: Al the Compatibility Image cards have identical pictures, words, and colors on tbem so all p select
cards from the exact same assortment. ,

NOTE: Put all Double Up cards away in the box. The Double Up cards are used only with tbe Double Up
Challenge option explained at the end of the rules.
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Compatibility — Standard Rulss continued.

Gameplay: “r 4
‘{\' ':&.i

The Topic is read... &

Pick any team to start. Either partner from that team rolls the die and chooses a topic card. The number rolled on -~

determines what word is to be read from the topic card. .

The Players Choose... ‘&

Once the topic is read, all players scan through their Image card deckslookingforlmage ca:dswhichb&texpress thed
associations with the chosen topic. All teams play simultaneously. The amount of Image card(s) chosen by:,any p
equal to the number (1-5) on the space which heir team’s marker occupies on the gameboard

NOTE: Partners will always choose the same number of Image cards. However, different teams ﬁotagaa_'ys
mmeﬂumberofmrdsbmmetbeirteamsmarkernmoccapyadﬁmtspacemtbetra@

Beginning on the “start” space, all players choose 5 cards. ’I'heImagecardsmustbearmngedsothat e card with
strongest association is first and the card with the weakest association is last. Partners place their‘Imagewdsface di
opposite one another in front of them.

The Cards are revealed...

Scoring...
Image cards that match in the same position are called Direct matches and score 3 points. Cards that match but arein &
different positions are called Indirect matches and score 2 points (fig 2). The remaining teams reveal their Image cards in: -
turn as described above.

Green partner Purple partner
Ist card (strongest) Image A . Image F
2nd card Image B 3 points Image B
3rd card ImageC—nu-?ijingr Image G
4th card A ImageD  TTTTTe- Image C
5th card (weakest) Image E Image H 2.2)

Example: “Image B is a Direct match and is worth 3 points. Image C is an Indirect match and is worth 2 points.
The total score for this team on this round is 5 points.”

Moving the markers...
After all player’s Image cards have been revealed, each team moves their marker one space for each point scored. More than
one marker may occupy the same space on the track.

NOTE: Pay attention to the numeral on the new space your team’s marker is on. This way you will know how many
Image cards to choose in the next round. The more cards you are allowed to choose, the easier it is to make matches

and thus move abead on the track.

Winning...

The first team to reach the end of the track with their marker is the winner. You do not have to reach the end of the track by
exact count. If two teams both reach the end of the track in the same round than the teams involved play one or more playoff
rounds until one team outscores the other.



Compatibility — Standard Rules continued.

For added fun try these optional rules...

* Random Players — Randomly pass out the markers and team up based on the color combinations listed on page 1. When
playing with four players, take one team combination i.e. Red/White and place aside, out of the game.

* Double Up Challenge — Double Up cards are provided to play a special version of Compatibility, Fach team should take
three Double Up cards - each card can be played once per game. Place the extra Double Up cards back in the box. A team
places a Double Up card next to a specific image card BEFORR the cards are revealed. If the Image cards are the same,
your score is doubled and 6 points (not 3 points) are earned. In other words, the score for that Direct match is double,
otherwise, all scoring remains the same. Only a Direct match scores double, an Indirect match remains 2 points.

Double Up cards are discarded after use. ’

SetUp:
Each player takes a Compatibility Image deck of cards and the color mover which matches the figure design on the back of that
deck.Allplayexsplacetheirownmarke:satthestartspaceonthetrack.Placethetopiccardsinzstacksfacedownon '
the board. o

NOTE: AR the Compatibility Image decks have identical pictures, words, and colors on them, so all players will select
cards from the exact same assortment.

NOTE: Put all Double Up cards away in the box. The Double Up cards are used only with the Double Up Cb“ge”geopﬁoﬁ?“" .
explained at the end of the rules. 3o, D

Gameplay: i

The Matcher goes...

Each player takes turns acting as “the Matcher”. The Matcher rolls the die and turns over the topic card. The number rolled
determines what word is to be read on the topic card. The Matcher now reads aloud the word and chooses five Image cards
which best express their associations with the announced topic. The Matcher than arranges the five cards from the strongest
association to the weakest association and places them face down on the table.

The players choose...

While the Matcher is choosing his/her cards, all the rest of the players choose Image cards from their decks which best
express their associations with the announced topic. The number of cards each player chooses is determined by the number
on the space occupied by their mover. .
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Compatibility - Special rules for individuals continued,

The Cards are revealed...

Now the Matcher and all the players reveal their strongest association card first and so on. Player’s cards which match with
the “Matcher's” cards in the same position are called Direct matches and score 3 points. Player’s cards which match the
“Matcher’s,” but are in different locations, are called Indirect matches and score two points. (fig. 3)

The Matcher Red Player
Ist card (strongest) Image A . Image F
2nd card Image B 3 poinis Inge B
3rd card Image C~---_____ 2 points Image G
4th card Image D T T e Image C
Sth card (weakest) Image E - R
(e 3).:*," i

Example: “Image B is a Direct match and scores 3 points.for the Red player Image C is an Indirect match and scores

2 points for the Red player. No points would be scored for image E.”

Moving the markers...
After all cards have been revealed, players move their markers forward on the track, one space for each point scored. In the
above example the Red player moves ahead 5 spaces on the track. More than one marker may occupy the same space oz thes
board. The Matcher does not score any points for this round. The player to the left of the Matcher now becomes the news
Matcher for the next round. o

NO?E'Tbemorecmdsyoumqaﬂowedtocbom,tbeeasz‘er;‘tistomakematcbamndtbusmowabeadontbetrack. :

Winning...
The first player to reach the end of the track with their marker is the winner. You do not have to reach the end of the track by
exact count. If two markers reach the end of the track in the same round, than the players involved play one or more playoff™ -
rounds until one player outscores the other. A player not involved in the playoff rounds would be the “Matcher” for these R

rounds. e

For added fun try this variation... Ls ER .

* Double Up Challenge — Double Up cards are provided to play a special version of Compatibility. Each player gets two
Double Up cards - each card can be played once pergame.AD%ubléiUp card is pla ' next to a specific image card
BEFORE the cards are revealed. If the Image cards turn out to'beaDirect th the Matcher, your score is doubled
and 6 points are scored (not 3 points), otherwise, all scoring nﬁ% 2 match scores double, an Indirect
match remains 2 points. Double Up cards are discarded after use sk %
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