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Uno Dos (GC15)
Thank you for purchasing from RNIB. In the unlikely event the item is unsuitable, please contact us within 14 days of receipt to obtain your returns number. To ensure your return goes smoothly, the item and all components must be in as new condition and packed in its original, undamaged packaging. For further details and guidance on returning faulty items, please see the Terms and conditions of sale and How to contact RNIB sections of this instruction manual.

Please retain these instructions for future reference. These instructions are also available in other formats. 

[bookmark: _Toc243448109][bookmark: _Toc378949759]General description
If Uno means 'one', then Dos means 'two', which makes this game the sequel to the hugely popular Uno card game. Uno and Dos have lots in common, but are two very different games.

For two to four players only. Age 7+

Object of the game 
Earn points by being the first player to get rid of all your cards by matching the cards in the centre by number. In Dos, colour matches only earn a bonus. The first player to reach a score of 200 points (or any number the players agree on) is the game winner.

In the box 
Dos has 108 cards as follows:
24 Blue – three each of 1, 3, 4, 5; two each of 6, 7, 8, 9, 10; two each of Wild #
24 Green – three each of 1, 3, 4, 5; two each of 6, 7, 8, 9, 10; two each of Wild #
24 Red – three each of 1, 3, 4, 5; two each of 6, 7, 8, 9, 10; two each of Wild #
24 Yellow– three each of 1, 3, 4, 5; two each of 6, 7, 8, 9, 10; two each of Wild #
12 Wild DOS cards. 

The cards in the Dos pack have braille embossed in the top left and bottom right corners to tell you the card's number (or wild card status) and colour.

Set up 
Each player draws a card; the player that draws the highest number deals (count any card with a symbol as zero).
The dealer shuffles and deals each player seven cards.
The dealer places two cards face up from the draw pile in the middle of the playing area to form the ‘centre row’. Note: during play the centre row may increase beyond these first two cards. More on that later.
Place the deck beside the centre row, leaving space for a discard pile.

Let’s play 
The person to the left of the dealer starts play.

On your turn, you must either:
1. Number match one or both of the cards in the centre row with your cards from your hand or 
Draw a card from the draw pile.

Number matching 
You may play cards from your hand that match the numbers on the cards in the centre row in two ways:
1. Single number match: Play a single card that matches the number of one of the cards in the centre row regardless of the colour. Example: if you have a red 7 in your hand, and one of the cards in the centre row is a blue 7 you may play your card.
1. Double number match: Play two cards (and only two) that add up to one of the cards in the centre row. Example: if the card in the centre row is a 7, you may play any two cards that add up to seven, 5+2, 3+4, 6+1 regardless of the colour. 
If you are able, you may make a single number match or a double number match on each of the cards in the centre row, but only one match per card.

Number and colour match 
If the cards you play also have the same colour as the one you are matching in the centre row, you get a colour match bonus for each match. 

Single colour match: If the card you play matches the number and colour of a card in the centre row, you earn a bonus at the end of your turn. Bonus: At the end of your turn, you may lay one card from your hand face-up in the centre row. 

Example, if you have a red 7 in your hand, and one of the cards in the centre row is a red 7, you earn a single colour match bonus when you match those cards. 	Comment by Jo Franks: Should this be: Example, if you have a red 7 in your hand, and one of the cards in the centre row is a red 7

Double colour match: If the two cards you play both add up to match the number and colour of a card in the centre row, you earn a double bonus. Bonus: At the end of your turn, you lay one card from your hand face-up in the centre row and then all other players must draw one card from the draw pile. 

Example, if the card in the centre row is a red 7, and you play two red cards that add up to 7 you earn a double colour match bonus. 

Note: If only one of the two cards is the same colour as the cards in the centre row, you do not earn a double colour match.

Draw
If you cannot or do not want to make a match, you must draw a card.

If you can make a match after drawing, you may do so. 

If you have drawn and still cannot or do not want to make a match, lay one card from your hand face-up to the centre row. 

Note: If there are more than two cards in the centre row, you may match any or all of them. There is no maximum limit to the number of cards in the centre row. Therefore, on occasion, there will be more than two cards in the centre row for a player’s turn.  However, there must always be at least two cards in the centre row. 

Ending your turn
It is important to follow these steps in order when ending your turn: 
1. Take all the cards you played, including the centre row cards you played them on, and put them in the discard pile.
1. If there are now fewer than two cards in the centre row, refill it with cards from the deck until there are two cards in the centre row.
1. Next, if you earned any colour match bonuses during that turn, don’t forget to add one card from your hand to the centre row for each colour match bonus you earned. 

Special cards
Wild DOS Card. 
This card counts as a 2 of any colour, making it especially useful in forming a double match. You decide what colour the wild DOS card is when you play it. If the Wild DOS card is face up in the centre row, you decide what colour it is when you match to it. 

Example: if the centre row has a red 7 and you have a red 5 and a Wild DOS card in your hand, you may combine those cards to make a double colour match on the red 7. If the 5 in your hand is not a red, you can still combine it with the Wild DOS card to make a double number match. 

Wild # card. 
The wild # card counts as any number from 1-10 in that card’s colour. You decide what number the wild # card is when you play it. If the wild # card is face up in the centre row, you decide what number it is when you match to it.  

Example: if the centre row has a red 7, you can designate your wild # card a 7 and make a single number match. If your wild # card is red, you can make a single colour match as well. If you have a blue 3 card and a yellow wild # card in your hand, you can combine the two by designating the yellow wild # card as a 4 and playing them on the red seven making a double number match. If the 3 card and the wild # card are both red, you can make a double colour match as well. 

DOS Rule
If you ever have exactly two cards in your hand, you must shout out DOS (meaning two). If you forget to do so and another player calls out DOS before you, you must immediately draw two cards as a penalty. If this happens during your turn, do not add the penalty cards to your hand until the end of your turn. 

Ending the round
The round ends when one player goes out by getting rid of all the cards in their hand. That player earns points for the cards left in the other players’ hands. Note: If the player earned double colour match bonuses on the turn they went out, remember to have the other players draw cards before scoring. 

Scoring 
All number cards (1, 3-10) = face value 
Wild DOS = 20 points 
Wild # = 40 points 

Record each player’s score on a piece of paper (not included). The winner of the previous round becomes the dealer for the next round. 

Winning the game
The first player to reach 200 points wins the game.

[bookmark: _Toc378689218]How to contact RNIB 
Phone: 0303 123 9999
Email: shop@rnib.org.uk
Address: RNIB, Northminster House, Northminster, Peterborough PE1 1YN
Online Shop: shop.rnib.org.uk
Email for international customers: exports@rnib.org.uk 

[bookmark: _Toc378689219]Terms and conditions of sale 
This product is guaranteed from manufacturing faults for 12 months from the date of purchase.  If you have any issues with the product and you did not purchase directly from RNIB then please contact your retailer in the first instance. 

For all returns and repairs contact RNIB first to get a returns authorisation number to help us deal efficiently with your product return. 

You can request full terms and conditions from RNIB or view them online.

RNIB Enterprises Limited (with registered number 0887094) is a wholly owned trading subsidiary of the Royal National Institute of Blind People ("RNIB"), a charity registered in England and Wales (226227), Scotland (SC039316) and Isle of Man (1226). RNIB Enterprises Limited covenants all of its taxable profits to RNIB.

Date: August 2023.
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