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Board at the beginning of the game

Example of a card

game rules 
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2 Goal of the game

.

Combos and scoring

Preparation

The player's turn
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Game progress



SURI: Gain a Card. 

HYPNO:  Swap a Card. 

PAPO: Gain Extra Points. 

 
CROC: Drown 2 Cards. 

VULT: Revive a Card. 

GIFFE: Shift a Card. 

KONG: Redraw your Hand. 

CHAO: Mimic Color.  

When the board is full Game tips

and the king of jungle:    
www.nerogames.sk 
nero@nerogames.sk

Kombo Afrika
The game was consulted and 
published by the pack of

www.lorisgames.cz   
hry@lorisgames.cz  

www.facebook.com/LorisGames
www.facebook.com/nerogames.sk
www.instagram.com/lorisgames_czsk
www.instagram.com/nerogames.sk

CARD EFFECTS

End of the Game

Wanna hear the tam-tams?
Watch us on the socials media!

#KomboAfrika

Pack Building (combos) — FAQ

When the draw deck runs out of cards

When a player reaches 


