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COMPONENTS

36 Starting Action Cards
(6 for each player)

12 lily Pad Cards
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6 Frog Meeples
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78 Gnat To|<ens
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12 Hat Tokens

9 HOt Coupons 13 FOI‘ltOSY Fl‘Og

Aloility Cards

6 Reference Guide Cards

12 Hat Displcly Cards
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4 Wl’\irlpool Tokens




' OVERVIEW

One clay, a costume supply truck crashed into the Pond, scattering various wardrobes and
silly hats into the water. The frogs dressed upin their favorite attire, forming deep frienclsl\ips
with frogs of similar taste. With all this new founcl fasl\ion, the frogs have decided to organize
a fasl\ion show, but tlmey are lwaving trouble gathering contestants. This is where you come in!
Whichever player gatl\ers a lineup of frogs with the most fancy, fantast'lcal, freslm, and flasl\y
attire will be named Top Frog!

You will be catcl\ing and stacl(ing stylisl'\ frogs on top of each other to score the most points
at the end of the game. |.eap around the Pond and catch Frogs to add to your stacks. But
pay attention to their weigl'\ts (‘)' Only a Frog of equal or less @ can be placeol on top
ofanother Frog, and you can only have up to 3 stacks. Build up the ideal stack of Frogs and
score loig points loy placing the appropriate hat on topl

However, one must be wary of other players' choices. The actions in Top Frog are
simultaneous, with each player clecicling where tl'1ey leap to and what tlmey will catch at the
same time. Efficient use of your Action Cards is ideal, but it gets complicated when other
players want the same cards as youl |f2 or more players want the same Frog at the same

time, neither player gets it. Declucing other playersI intentions can save you valuable time.




SETup '
|f there are 2-4 players, remove all Frogs with a “+” symlool (12 total) from the game and leave
them in the box. lf there are 5-6 players, include all Frogs with the “+” symlool
. Createand sl'\uﬂle the Pond Deck (consisting of only Frogs)

2. Ranclomly draw and place cards from the Pond Deck face-up in the middle of the play area as
shown on page 5 accorcling to the number of players:
Resolve any L abilities now (see pages 14 &16 for more info on this al)ility)
This gricl of cards is called the Pond and forms the "spaces" the meeples will be navigating

4. Place tl'ne NOI’tl1, SOUtl‘I, EGSt, ancl West Wl'lll’lpOOl tol(ens as sl'\own on page 5

5. Give each player a frog meeple anda matclﬁng reference card
All players place their meeple on the red outlined card as shown in the image on page 5

Each player should l(eep the reference card in front of them to show which meeple is theirs

— e

6. Shuffle the Hat Display Cards and display a number them face-up as shown in the table on
’ page 5 according to the number of players. Leave the unused cards in the box.

Place the appropriate Hat Tokens on top of the Hat Display Cards
7. Shuffle a number of Hat Coupons as shown in the table on page 5 into the Pond Deck

8. Draw 3-4 cards (clepencling on the number of players) from the Pond Deck and display them
face—up to the rigl\t of the Pond Deck to create The River, as shown on page 5
The River shows the incoming cards to The Pond

9. Form a supply of ® (Gnat Tokens) near The River (or wherever convenient) ’ ‘

10. Give each player their set of Start'lng Action Cards (tlwe color matches their meeple)
These cards are 1 Catch, 1Rest, and the l.eap North/South/East/West cards
This makes up your hand of cards and should be l<ept hidden from other players

1. Place the Fantasy Frog Al)ility Cardsin a deck face-up somewhere near the Hat Display

12. Everyone must start with their Catch card in their discard pile in front of them

Your discard pile must remain face up on the table, and any player may look tl\rougl'l it

13. Sl\uﬂ:le the Lily Pad cards and deal 2 to each player, leav'lng the rest in the box
These are hidden goals based on the # of Frogs in their stack to score at the end of the game

14. Each player chooses 1and places it face-clown in front of them to form a stack
Discard the other l.ily Pad card face-clown to the game box S

You may peel< at your l.ily Pad card anytime, but you may never move it to a cliﬂerent stack



@3-9 cu;;ﬁs uccc;ﬁ“iing to'

Hat Displuy

Tl’\e POl’ld
(2 players)

Jf.%he tﬂble‘ below o~

Tl'ne Pond
(3-4 players)

Each Player’s Setup

Stack 1

Fantasy Frog

Al:ility Cards

Gnﬂt TO'(en
Supply

Stack 2 Stack 3
Hand
PLAYERS HAT COUPONS | HAT DISPLAY | RIVER CARDS | “+” CARDS?
2 3 3 3 no
3 5 5 3 no
4 6 6 3 no
5 8 8 4
6 9 9 4




PHASLS

You will be playing tl1rougl1 4 plmses within repeating rounds until a Game End condition
is met. Actions are selected and resolved simultaneously. Your goal is to earn the most
points l:>y catcl1ing and stacl(ing Frogs, and hopefully putting a stylisl1, higl\-scoring Hat
on your most appropriate stack. Once the game ends, players add up the values of their

Frogs, Hats, l.ily Pads, and remaining Gnat Tokens to determine the winner.
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N 1) ACTION SELECTION PHASE _ -
REFRESH

« Youmay spend Tof your @ (Gnat Tokens) to picl( up 1 card from your discard pile and
additto your hand (return the spent @ to the supply)
’ «  Youcan only do this once per round, even if you have multiple Gto spencl

«  Youmust announce you are Refresl'\ing and which card you are picl(ing up

Gnat Tol<ens

@ can be gainecl tlwrouglw Frog Abilities, loy catcliing Frogs with @ on them, and with the
Rest Action. Unspent @ you gain are worth 1value each at the end of the game.

ACTION SELECTION

Choose ONE Action Card to ploy, and hold it in your hand, as well as any Bonus Action
Cards you want to play. You may never reveal any selected cards to other players, but you

may say whatever you want about the cards you plan to play.

Tip: Unsure if someone is going to catch or move onto a Frog you want? Try asl<ing them.

Mayl)e you can work sometlﬁng out with them, or mayloe they'lljust lie about it.

Bonus Actions

< You may end up gaining Bonus Action Cards from some 8 abilities (see pages 18-19)

« You may select as many Bonus Action Cards as you want from your hand along with
your selected Action Card

«  Bonus Action Cards typically moclify the chosen Action Card

. Players dO not neecl to and should not disclose l’10W many COI"CJS tl'\ey are selecting




Reapy Up

Onceall plqyers are ready, move onto the Reveal Phase
We recommend announcing when you are ready, but csl(ing the table if everyone is
ready l)efore moving on, to avoid any players l)eing missed

|f a player decides to Refresh |oy spending a 7@ but you already said you were ready, you

are allowed to change your selection in response
Technically, anytime a Gis spent to Refresh, all other players are assumed to not be

ready anymore

Spends Gnat
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Secretly selects ‘

Rest in response

Returns Cutclm

from discard
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The Green player really wants the Planet Frog they are on, but the Pink player is on the

same space! Greens Catch card is discarded, so they spend 1@ to Refresh and pick up
their Catch. Pink was going to Catch as well, but when they see Green Refresh, they

decide to ploy Rest instead to avoid a Squoncler and gain @ instead (see pages 8—9).
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Actions

|.eap North/South/East/West
« Move your meeple 1 ac]jacent space in the direction indicated
< The Whirlpool Tokens show you which way is which!
«  Then return a Catch and a Rest card from your discard pile to your hand
«  You can not Leop out of the play area

® If you acciclenta“y try to CJO tl’flS, you dO not move and dO NOT return a CCltCh or Rest
CGI’d to your |'\onc|

T'lp: |f this is your first time playing, remind players to picl( up their Catch and Rest cards
when they leap if you see them forget.

leaping ontoa Whirlpool token
«  Youcan Leqp onto adjacent Whirlpool tokens on the eclges
of the Pond, as ifthey are a space
’ «  Assoonas you move onto a Whirlpool token, move your
meeple onto the space cdjacent to the opposite Whirlpool @
token e

. North is opposite of Soutl’\, Eastis opposite of West
(qnd vice Versa) Pink leaps North onto the

North Whirlpool Token

Catch

«  Take the card that your meeple is currently on, and all Gonit (see pages 10-11)
« Unless there is a Squander (see page 9)

Rest

L I lCI( u Gll Oof your ot|'1er discarded action CGFCJS (excluding tl\i.S one) cmd return them to
P y
your hand

. If there isat leQSt one Otl'\er playerls meeple on your space gain 1 @ (g)
- Ifatleast one other player plays Catch () on your space gain 1 additional @ (2 total)

PICIY a Held Fl‘Og

. |f you decided to hold a Frog you gained on a previous turn, you can play itas if itisan
Action Card to place itin one of your Stacks

«  Youcannot play an Action Card in addition to the Frog




2) REIVIAL PUASE

All players simultaneously reveal their chosen Action Cards (ancl Bonus Action Carcls)

. We recommencl a simple "3...2...1...Reveall"

3) RESOLUTION PHASE

First, all players who played a Leap resolve their movement simultaneously

. Aftel' resolving a leap, rememl)er to return a COtCl’\ and a Rest carcl to your l1ancl

Then, all players who played Rest or Catch resolve their actions, but look out for these
actions when t|'1ey happen on the same space as other players. Resolve them in this

orcler:

1. K you play Rest when at least one other player is on the same space as you, gain | (o]

and picl< up all your other discarded cards (excluding this one)

2. |f you play Rest when at least 1 other player plays Catch on the same space as you,
gain 1 additional @ (2 total)

. ltdoes not matter if their Catch is successful or not

3. If you play Catch when another player on the same space as you also plays Catch,

you are involved in a Squancler:

Squander (3-6 player game) w
|f one or more other players playecl Catch on the same space as you, no one gains the
card. Also add 1@ to all ortlwogonally acljacent spaces (not cliagonal, not the space of
the Squancler itself). |ftl1e spaceisa Hat Coupon, discard the card to the bottom of the
Pond Deck. A new card will l:lll this space in the Cleanup Phase. Otherwise, the Frog will

stay there, and the played Catch cards will be discarded as usual in the Cleanup Phase.

Squander (2 player game)
In a 2 player game, Frogs are also discarded to the bottom of the Pond Deck like Hat

COUpOI’\S wlwen a Squancler happens on tlwem.

4. |f you are the only player that played Catchon your space, gain the card you are on
. |fany @ are on the card, gain them now
«  Place theseina pile near you
. Leaveall meeples in the space

. The space will be fllled with the rightmost card in The River during the next pl\ase



Gaining a Frog
When gaining a Frog, you may either Place It, Hold It, or Discard |t:

Place It: As soon as you gain a Frog, you may place it onto one of your Frog Stacks or
start a new Stack with it. You can never have more than 3 Frog Stacks. These placement
rules must be followed:
. Thedd of the Frog must be equal to or less than the a of the Frog directly below it
+ You can not place a Frog on top of a Stack with a Hat

«  Place the new Frog on top of the previous card and slide it up so all frogs are visible!

Hold It: You may hold up to 1 Frog in your hand to be added to one of your stacks later.
You may choose to play a held Frog during a future Action Selection phase.

« Hat Coupons can never be held

Ifyou already have a held Frog, you may replace your currently held Frog with it,
# placing the previously held Frog on the bottom of The Pond Deck

Discard It: You may discard your new Frog, placing it at the bottom of the Pond Deck

U i
Frog placed in this stack Too heavy for Stack 3

immediately after gaining it

[lVTRAP % 0

- Bmoﬁ“

Wile
o Groom ora Bride s
placed directlyon this Frog,
ein3

o ¢ )
Stack 1 Stack 2 Stack 3

This playerjust gained a Unicorn Frog and wants to pluce itinto a Stack. T|1ey can't place

g

Move all @ from adjacent
cards

it in Stack 3 because the weig|'1t oftl\e Unicorn is greater than the Flytrclp on top of Stack
3 They rather not plqce itin Stack 2, because tl\ey want to stqc|< a Groom on their Bride
instead! So tl\ey choose to place itin Stack 1. The Unlcorns Ol)lllty triggers (see page 14)
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Gaining a Hat Coupon
When gaining a Hat Coupon, you must select a Hat Display Coard from the disploy

Can you place aHat?
«  There must be a Stack with at least 1 Frog in order to ploce aHat
«  You can not place more than 1Hat on a Stack
. |f itis not possible to place a Hat, do not select a Hat Display Card and you must
discard the Hat Coupon l)y placing it on the bottom of the Pond Deck

Placing a Hat
. Discard the Hat Coupon you goined to the game box
«  Place the Hat Token on the top Frogina Stack in the best way you see fit!
«  Take the Hat Display Card and tuck it under that Frog, with the title showing

Who chooses first?

|f two or more ployers gaina Hat Coupon in the same round, the ployer with the least
Hats goes {'irst. |f thereisa tie, then the pluyer with less Frogs in their tallest stack goes
first. |f there is still a tie, then the player with the least total Frogs in all their stacks goes

first. |f there is still a tie, ﬂip a coin or something.

i T foLT o g

e WON
[Asulomm [y
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Hat plcced on this stack

| &7
3,

immediately after gaining a
Hat Coupon




4) CLEANUP PHASE '

. Al players discard their played Action and Bonus Action Cards into their discard piles

Pond Cleunup

1) |f there is a blank space in the Pond, in reoc]ing order (starting from the top row and
proceeding left to right in each row), ftll it with the rightmost card of The River

2) Slide the other River cards one space to the rig|1t

3) Draw one card from the Pond Deck and ploce it to the left ofthose cards in The River

4) Look out for cards with the - ablllty and resolve these lf added to the Pond

5) Repeat until every blank space is fllled

. |f there are any @ ona card in The River, they stay on the card and move with it.

. |f there are any @ on ablank space, they are ploced on top of the new card

J Meeples thClt were on thClt Space are placed on top O{: t|'\e new CGI’d

This is the last plwse ofcl round! |fo Game End condition was not met, a new round

begins starting with the Action Selection Phase.

There are 2 blank spaces at the start ofthis C|eanup Phase. The Dandelion, which alreody
hasa @oniit from a previous round, will be added {'irst. The Dandelions - c:loility activates,
aclcling 4 @ to the Pond! Next, the Hat Coupon will flll the bottom right space.
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Ties
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Scoring

GAME END

The game ends in any of the following 3 ways:

When the Pond needs to be refillecl but there are no cards in The River, the game
ends immediately

When all Hats on display are gainecl, the game ends after the current round is fully
resolved

Wl1en at least 1 player acquires 3 HOtS, tl1e game encls at tl’1€ encl oftl'-e next round

Add up all your values to determine your score
We recommend aolcling your Hat values, Frog values, Gnat Tokens, and |.ily Pad
scores separately, and then adoling those values togetl’mer
Scoring Hats
Hats are scored based on the quantity of all Frogs in the stack of particular Fashions
For example, X+ = 1" for S equals avalue of7 iftl'ie stack the Hat is on has 4 or
more ’ Frogs (that same Hat would NOT score additionally for Xl, X2, and X3 ’) ‘
Scoring |.ily Pads
Frogs like Mech and Tulip that have 2 olifferent & must be counted as either @ when
scoring the |.ily Pad, not both
There must be at least 3 Frogs stacked on the |.ily Pad to meet the scoring condition
for any |.ily Pad card

SCORING EXAMPLE -t w

TOTAL SCORE: 31 e | — T
W el ey @ ™ » 44+2=06value

M=ty

2) |.ily Pad scoring condition
met! (3 Frogs with @ 4 or less)

4 value

X2 =2

|| Score 4 thisstackhhas 3or more Frogs |3

with 880f 8 orless

|f there is a tie in total points, then the player with the most Hats wins. |f there is still @
tie, then the player with the l1igl1er Frog Stack wins. |f that is also tied, the tied players

share the victoryl



ABILITIES ‘
Each Frog has a unique aloility, but there are 5 diﬁerent types of abilities:

v When Placed: These abilities are triggered when they are placed into a Stack.

They are not triggered when the card is gained or held.

them. They are not triggered when a Hdt is placed on top Of them.

-’

V as long as no Frogs or Hat tokens are placed on top of them. These abilities modify basic

When Showing: These abilities are always active while in one of your Stacks

. |
When Stacked On: These abilities are triggered when a Frog is stacked on top of

actions and rules ofti\e game, so look out for this symlool in the stacks in front of you.

j&i When Added to Pond: These abilities are triggered when added to the Pond from
the River. Be sure to look out for these when {'illing in the Pond during the Clecnup Phase!

Q Specicll Placement: These aren't triggered like the other abilities, but they refer to ’ ‘
a unique quality about the Frog's A&




FROG FASHIONS

The frogs of the pond have taken a |i|<ing to certain styles, and have founo| like-minded frogs
to form the 4 Frog Fashion Clubs you'll seein the game.

Fashions are very important for scoring Hats. Find the highest scoring Hat for your Frog
Stack, and claim it before another ployer does! Frogs in the same Fashion typically have

similar abilities, giving each Fashion a diﬁerent impact on the game.

chcy Frogs
% Flower Frogs
@ Future Frogs

@ Fantasy Frogs

THE FROG CARD

+ Oney scov i 5-6 w
,_BUMBL[B[[ . PLAYER GAMES

= WY
ABILITY TYPE H

-\ FASHION & NAME &

A BI I_ITY |f pluced directly ona

Frog, gain 2@

FASHION |

VALUE /@

’ WEIGHT
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FANCY FROGS

Fancy Frogs have high values. Their abilities are activated “When Stacked On” (\L“ ) and
simply lead to more @. |f you are just looldng for the most value per Frog, look no further

than t|'1e Fancy FI’OgS!

& FLOWER FROGS <8

Flower Frogs have lighter ‘, and abilities that add @ to the Pond. The Flower Frogs are the
only Fashion with the “When Added to Pond” a|oility ( & ) These abilities add and shift ']
around the cards in the Pond, giving variable amounts of value to the aﬁected cards. That
card you didn't really want may suc]denly look more appealing when the Flower Frogs come

around to place a @ or two on top Of it.

Clarifications
Look out for the When Added to Pond abilities when these are added to the Pond from
the River, and be sure to resolve the aloility |oefore moving onto the next card in the
Cleanup Phase.
Ac]jacent means orthogonally ao|jacent spaces only, not o|iagona||y. Also, Whirlpool
tokens do NOT aﬁect adjacency. For example, if aspace is in the corner of the ponc|, it

only has 2 adjacent spaces.




%2 FUTURE FROGS 20

Future Frogs typically have l\eavy &, but almost all of them have “When Showing" ( T )
abilities. These are powerful passive abilities that enhance your actions as long as the card
and al)ility text is still "sl'\owing", meaning a Frog or Hat token is not placecl on top of it.

Because of their heavy A tl1ey are the perfect base for your Stacks, but if you Stack on top

of them, you lose access to their = abilities.

Clarifications

« When the Planets al:)ility is lost, you do not have to discard any excess held Frogs, but
you can not hold any new Frogs if you are alreacly at your hold limit.

. Some of the abilities can stack if you have 2 of the same al:aility sliowing. For example,
playing Rest and gaining 1@ when you have 2 Specimen abilities sliowing means you
will gain 2 additional ®.

« The Mechs Special Placement can be used to extend your stack. For example, placing a ‘
Mech ona Frog with 3 @ allows you to place a6 @ on top of the Mech in a later round.

Tl"liS can lead to some very tdll StdCl(Sl

1



& FANTASY FROGS &8 '

Fantasy Frogs may have lower point values than the other Fashions, but most of their abilities
grant the owner special Action Cards or Bonus Action Cards. These additional cards can
greotly enhance your aloility to navigate the Pond and catch Frogs. |f you want a large hand
of Action Cards to choose from, Fantasy Frogs are for you! When an al)ility instructs you to

gaina card, immediotely add the specific card to your hand from the pile of chtasy Frog

Aloility Cards.

Clariﬁcations

o The Gollop Bonus Action Card will have no eﬁect if the extra movement will put you
outside of the Pond. |f this happens, resolve the |.eap Action Card normqlly, put the
Go“op Bonus Action Card back into your hand, and stop Ioeing si“y!

. Ploying more than one Fly Bonus Action is the same as one Fly

’ . YOU can use Fly to lond ona Whirlpool tol(en

|
| Leap SoUTH |

Ao sy
Morespoce S
N Rema ™ and ¢ tohond [
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1Y
~

-
. P
k>0 °0e

oo O = B 4o

3@,

=)

o end
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Exumple ofo |.eap South combined with a Fly and
a Gu“op. Look at them go!



' & FANTASY FROGS &8

The Steal Bonus Action Card will not qﬁect a player
if they have no @ to be stolen. However, |<eep in mind
that Steal resolves at the very end of the round, c:fter
the players on the same space as you may have just
gainecl .

You can play 2 Steal Bonus Action Cards at once in
an attempt to steal 2 @ from the aﬁectecl plcyers.
You can play the Steal Bonus Action Card with any
Action Card, but you can also plcy it along with a
held Frog, since the Frog is acting as your Action ‘
Card

The Recrrange Action Card does NOT trigger “or
£ abilities. Any and every Frog can be moved to
form new stacks, as long as those Frogs arenotina
stack with a Hat. You can not move Frogs into a Stack
with a Hat. The rules of & sl apply.

The additional Catch Action Card from the Mermaid w
is identical in function to your Starting Catch Action
Card. Note that a |.eap Action speciﬁcally returns |

Catch Card to your hand. For example, if both your
starting Catch Card and your Catch Card from the

Mermaid are in your discard pile, a |.eap Action only

returns 1 Of them to your hand.
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MEIDIA

How to Ploy Video Playlist to set the mood
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