


OVERVIEWOVERVIEW

Tapeworm is a tile-laying card game of 
spatial color matching. Players compete 
to build long and colorful tapeworms by 
laying down cards of matching colors until a 
matching head segment is played, completing 
the tapeworm. The first player to empty 
their hand of cards is the winner!
Age 8+ 1-4 Players 15-30 Minutes

COMPONENTS
80 Tapeworm Cards (including 1 Start Card) 
4 Player Aid Cards
XX Ability Cards

SETUP
Place the start card in the middle of the table 
between all players. Shuffle the deck of tapeworm 
cards, and deal out 5 cards to each player, placing 
the deck near the players.



GAMEPLAY
Beginning with the player who most resembles a worm 
(or just randomize it), the active player draws a 
card from the tapeworm deck, then plays a card from 
their hand that matches the color of any open tape-
worm segment on the table. The active player may 
continue to play cards of that color (but only that 
color) until either a: the tapeworm ends (a tapeworm 
head is played), b: the tapeworm changes color, or 
c: they have no more cards to play of that color, in 
which event their turn ends and play moves to the 
next player in clockwise order.

CARD PLACEMENT
Each card must be placed side by side with a previ-
ously played card, and the cards may not overlap. 
All segments on the played card must match the 
color of the segments on any adjacent cards, and 
you cannot place a card that would fall of the edge 
of the table. 

GAME END
The first player to have no cards in hand at the end 
of their turn wins! 



Example:
Player 1 places a red curve card next 
to the red tapeworm segment on the 
start card.  Player 1 may continue to 
place red segments and places a red 
head which ends the tapeworm and 
Player 1’s turn.

Player 2 then places a pink 
straight card next to the 
pink tapeworm segment on 
the start card.  Player 2 
may continue to place pink 
segments and places a pink/black curved card.  
Because the tapeworm changes colors (from 
pink to black), Player 2’s turn ends.

Player 3 has a card that 
will match either the 
black or white segments 
that are open to be played 
on, however, when playing 
next to the white segment, 
the black segment on the played card does 
not match the adjacent card, so Player 
3 instead plays a card next to the black 
segment.  When played, the tapeworm changes 
colors, ending Player 3’s turn.



CARD EFFECTS

CUT: Discard a cut card to sever a tapeworm 
at the connection point between 2 cards.  To 
cut a tapeworm, choose a line that connects 
2 segments of the same color as the cut card 
and discard all cards attached to the cut 
line on the side of the tapeworm furthest 
from (and moving away from) the start card.  
The cut line may not be part of a ringworm 
(see ringworm below).  You may play a cut 
card at the beginning of, or in the middle of, 
your turn, but the cut card and all cards 
played that turn must be the same color. 

PEEK: Draw a card from the deck, then put a 
card from your hand on the top of the deck.  
You may choose to put the card you drew 
back on top of the deck.

WILD
A rainbow card may be played on any segment, but 
once placed, it assumes the color of the card it is 
first attached to and does not change color. 

 If a played card has a special effect icon on it, the active player 
may immediately use the effect shown on that card.



HATCH: Force another player to draw a 
card from the deck.

SWAP: Choose a player and look at their 
hand. You may trade a card from your hand 
for a card in their hand.  

DIG: Draw a card from the deck, then dis-
card a card.  You may choose to discard the 
card you just drew.

RINGWORM
If at any time a player completes a fully connected 
ring, they may discard 2 cards.

Note: you can not cut a segment that is part of a 
Ringworm only a segment that when severed can be 

completely detached with a single cut.



CLARIFICATIONS
·  In the extremely rare event that no player 

runs out of cards before the deck runs out, 
shuffle the discarded tapeworm cards, form a 
new facedown deck, and continue playing.

·  In the event that, after drawing a new card, 
the active player does not have a legal play 
(because they do not have a card that matches 
an open tapeworm or all tapeworms have a 
head on them and the active player does not 
have a cut card), the active player simply skips 
the remainder of their turn and play moves 
clockwise.

·  You can not place open ends of cards against 
other cards unless they connect correctly. 
The following pics show incorrect placement 
of cards.



ABILITY CARDS

For more advanced gameplay, you may add ability 
cards to the game. When playing with ability cards, 
during setup, shuffle the ability cards and deal 1 
card to each player. Each player plays with their 
dealt ability card face up and may use their bonus 
ability during the game.

(Optional):  
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