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INTRODUCTION: THE PURR-
FECTLY FUN MEMORY GAME

In the world of family card games, few
manage  to  strike  the  perfect  balance
between  luck,  strategy,  and  sheer
entertainment quite like the Rat A Tat
Cat  Card  Game.  This  delightful  and
deceptively simple game has clawed its
way into the hearts of players young and
old,  offering  a  unique  blend  of  memory,
risk-taking, and playful deduction. If you
are looking for a game that is easy to
learn but offers layers of strategic depth,
this  is  a  title  that  deserves a spot  on
your shelf. Unlike many modern games
that  require  lengthy  rulebooks  and
complex setup, Rat A Tat Cat invites you
to  jump  right  in.  Its  core  concept  is
intuitive: you want the lowest score, but
you cannot always see what you have.
This  central  mystery  is  what  makes
every  round  a  thrilling  experience.
Whether  you  are  a  seasoned  board
gamer  or  a  family  looking  for  a  new
Friday night tradition, understanding the
nuances of this game can turn a casual
p lay  sess ion  in to  a  memorab le
competition.  This  article  will  explore
everything you need to know about the
Rat A Tat Cat Card Game, from its basic
mechanics  and  winning  strategies  to
why it has become a modern classic in
the  genre  of  "shedding"  and  memory
games.

WHAT IS THE RAT A TAT CAT

CARD GAME?

At its heart,  the Rat A Tat Cat Card
Game is a card game for 2 to 4 players,
designed  by  the  prolific  game  designer
Ell iot  S.  Rudell  and  published  by
Educational Insights. It is often described
as a mix between poker and the classic
card game "Golf," but with a whimsical,
feline-inspired  twist.  The  game  is
typically recommended for ages 6 and
up,  making  it  an  excellent  choice  for
intergenerational  play.  The  primary
objective is to have the lowest number
of points in your hand when the game
ends.  However,  you  do  not  have
complete knowledge of your own hand.
Players hold their cards in a rack so that
they face away from them, meaning you
can see the cards of your opponents, but
you can only see the front and back of
your own cards. This mechanic creates a
constant  state  of  partial  information,
forcing  you  to  rely  on  memory  and
deduction.

The Components
and Setup
Before diving into strategy, it is essential
to understand what comes in the box.
The standard edition of the Rat A Tat
Cat Card Game includes:

88 cards: This includes number
cards (0-9) and special power
cards.
4 card racks: These plastic racks
are used to hold your hand of
cards facing away from you.
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Rules sheet: Explaining the basic
gameplay and special card
functions.

Setting up the game is straightforward.
Each player receives a rack and places it
in  front  of  them.  The  deck  is  shuffled,
and four cards are dealt to each player.
Players then place their four cards into
their rack in a single row without looking
at the faces. The remaining cards form a
draw pile in the center of the table, with
one  card  turned  face-up  next  to  it  to
start  a  discard pile.  The game is  now
ready to begin.

HOW TO PLAY: A STEP-BY-STEP
GUIDE

The  gameplay  of  the  Rat  A  Tat  Cat
Card Game is driven by a simple turn
structure,  but  the  decisions  you  make
are surprisingly impactful. On your turn,
you have three possible actions: Draw,
Take the Discard, or Peek.

Drawing a Card
You can draw the top card from the face-
down draw pile.  You look at  the card,
and then you must  decide whether  to
swap it with one of the four cards in your
rack,  or  to  discard  it  into  the  face-up
discard pile. If you swap it, you place the
new card into the slot and push the old
card into the discard pile. The key here
is that you are only seeing one of your
own cards at a time.

Taking the
Discard
Alternatively, you can take the top card
from the face-up discard pile. Again, you
look at it and decide to swap it with a

card  in  your  rack  or  discard  it.  This
action is risky because everyone knows
what card is available, but it can be a
fast way to acquire a low number or a
powerful special card.

Peeking
This is the most strategic action. Instead
of  drawing a card,  you can choose to
peek at two of your own cards. You can
look  at  the  front  of  two  of  your  four
cards, memorizing them, and then place
them back in their slots.  Peeking does
not change your hand, but it gives you
information. This is crucial because the
game ends when a player believes they
have the lowest score and calls out "Rat
A Tat Cat," triggering a final round.

THE POWER OF SPECIAL CARDS

What elevates the Rat A Tat Cat Card
Game above a simple number game are
its special cards. These cards add a layer
of  chaos  and  s t rategy  that  can
completely  flip  the  outcome  of  a  round.
Understanding when to use them is the
key to mastering the game.

The Rat Card
(Value: 1 Point)
The Rat is a good card to have, as it is
worth only one point. However, it has no
special  power.  It  is  simply a low-score
card you want to acquire.

The Cat Card
(Value: 0 Points)
The Cat is the best card in the deck. It
has a value of zero, and it  also has a
special power: when you draw a Cat or
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take  it  from  the  discard,  you  can
immediately  peek at  any two cards in
your hand. This double peek is incredibly
powerful,  as  it  allows  you  to  gather
information without spending a turn.

The Power Peek
Card
This card has a value of 5 points, but it is
valuable because it allows you to peek at
any two cards in your hand when you
acquire  it.  It  is  a  risk-reward decision:
take a high-value card for the sake of
information.

The Switch Card
Worth 5 points, the Switch card allows
you to swap one of your cards with one
of an opponent's cards. You must look at
both cards before making the swap. This
is a fantastic tool for sabotage. If you see
an opponent has a low number like a 0
or 1, you can give them a high card from
your hand and take their low one.

The Double
Switch Card
This is the most chaotic card, also worth
5 points. You can force two opponents to
swap one card each. You do not get to
see their cards, you simply point at the
two players  and  the  positions  in  their
racks they must swap. This is excellent
for creating confusion and breaking up a
player who is clearly building a low hand.

WINNING STRATEGIES FOR RAT A
TAT CAT

While luck plays a role in what cards you

draw, consistent winners of the Rat A
Tat  Cat  Card  Game  r e l y  o n  a
combination of memory and psychology.
Here are some key strategies to help you
dominate your next game night.

Master the Art of
Peeking
Do not underestimate the importance of
peeking. Many new players focus only on
drawing  cards,  hoping  to  get  lucky.
However, using a turn to peek at two of
your cards can be more valuable than
drawing. If you know what you have, you
can  make  informed  decisions  about
when to call "Rat A Tat Cat." A good rule
of thumb is to use your first turn to peek
if  you  have  no  special  cards  in  your
hand.

Track Your
Opponents
Since you can see all of your opponents'
cards,  you  must  pay  attention.  Try  to
track which slots they swap cards into. If
an  opponent  takes  a  card  from  the
discard pile and swaps it into slot 3, you
know that slot 3 now contains that card.
If you later acquire a Switch card, you
can target that specific slot to steal a low
number. This level of tracking separates
casual players from experts.

Know When to
Bail Out
Calling "Rat A Tat Cat" is a big decision.
You should only do this if you are fairly
certain you have the lowest total. If you
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call  too  early,  you  risk  losing  if  an
opponent  has  a  better  hand.  A  safe
threshold is to call if you know your total
is 10 or less, especially if you have a Cat
(0 points). If you are unsure, it is often
better  to  draw another  card  or  use  a
Peek to get more information.

Use Special
Cards
Aggressively
Do not  hoard your  Switch and Double

Switch  cards.  They  are  powerful,  but
they  are  also  worth  5  points  in  your
hand. If you draw a Switch card, use it
immediately to swap a high card from
your hand with a known low card from
an opponent. Holding onto a Switch card
for too long just adds 5 points to your
score. The only exception is if you are
about to call  "Rat A Tat Cat" and you
want  to  use  it  as  a  final  move  to
sabotage  the  leader.

WHY THE RAT A TAT CAT CARD
GAME IS SO POPULAR

The appeal of the Rat A Tat Cat Card
Game


