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On Your Turn:
1) Draw the number of cards currently required.
2) Play the number of cards currently required.
3) Discard to comply with any Limit rules in play. All cards are always playable, 

so if you aren’t sure how a 
card works, try reading the 
full text aloud as you play it.   
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(in progress)
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Discard
Pile

(face up)

BASIC
RULES

HOW TO PLAY

OVERVIEW

Fluxx games are all about change. The game begins with just 
a couple of simple rules, then becomes more complex little by 
little as additional rule cards are played. At first there will be no 
way to win – that’s what Goal cards are for. Each Goal has a 
different victory condition, but they all require you to collect 
special cards called Keepers. As soon as someone’s collection 
of Keepers matches the current Goal, they win!

Deal three 
cards to 
each 
player.

How to Begin

Start by putting 
the Basic Rules 
card in the middle 
of the table.

Shuffle
the deck.

BASIC
RULES

Place the Basic Rules card 
in the center of the table.

Shuffle the deck and deal 
three cards to each player.

Place the remainder of the 
deck face down next to the 
Basic Rules to form a 
Draw pile.

SETUP

GOING FIRST

The dealer goes first. Or, 
choose a player at random. 
Play proceeds clockwise.
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Action card, 
do whatever 
it says, then 
place it on 
the discard 
pile.
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To play a 
Keeper, just 
place it face 
up on the 
table in front 
of you.

New rules 
take e�ect 
immediately.

To play one, 
just place it 
face up in 
the center of 
the table.

GOAL

G
O

A
L Goals are 

played face 
up in the 
center of the 
table.

Discard the 
previous 
Goal, if any.

BASIC
RULES

Draw

1
Play

1

Start with 3 cards.

On your turn, you Draw and Play 
as many cards the rules call for 
at that time. When a New Rule 
is played that changes the way 
the game works, you must adapt 
to it right away.

New Rules that overide the Basic Rules are 
placed overlapping the part they supersede. 

Other New Rules just gather in the center.

When a rule 
contradicts a 
card already 
in play, the 
old rule is 
discarded.

Goal cards establish or change the current requirments 
for victory. They also go in the middle of the table.

Keepers are what you need 
in order to win. Keep them 
in front of you after playing.

Actions are single-use cards. 
Just follow the instructions 
on the card, then discard it.

At first there will be no limitations on the number of cards you 
can hold in your hand, or Keepers you can have in play. But 
Hand and Keeper Limit cards will create such restrictions. 
These rules only affect you when it’s NOT your turn, so you 
can ignore them until your turn ends. When someone plays a 
new Limit rule, the other players must immediately comply with 
the new restriction, discarding cards of their choice as needed.

The game continues until someone meets the conditions of the 
current Goal. That player wins instantly, no matter whose turn 
it is! (If a tie, the game continues until one winner emerges.)

HOW TO WIN

Play

2

Draw

1

Optional actions allowed by New Rules, Keepers, etc.,
may be performed at any point during this sequence.
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