LUDIMINO game rule

1°) Players collect 12 ludiminos from inside the bag. They
supplement them with the 4 interactive ludiminos: 2 "JOKERS",
1 "BAN/PROHIBIT" and 1 "HAND".

That's 16 ludiminos which must not be hidden.

2°) one of them draws from the bag the starting Ludimino, and
puts it in the center of the table.

3°) in turn, players then connect their ludiminos around it
according to the following rules:

- Letters and numbers follow or precede each other.

- Symbols are opposite each other.

The player who has the ludimino displaying the smallest number
starts.

4°) during the game, players may find themselves unable to
connect their ludiminos.

Four solutions are then offered to them:

1. use the "HAND" to steal another player's ludimino. This is only
possible if this "stolen" ludimino is connected immediately! Players
must exchange them for a ludimino from their game, they don't
want.

2. put one of their ludiminos back into the bag and draw another.
But it could be used (or not) only on the next turn.

3. simply and purely skip your turn.

4. finally, they can place one of their "JOKERS" and connect any of
their ludiminos to it.

(WARNING: all players can use this ‘joker"! Therefore, it's
recommended to wedge it between other ludiminos to avoid that
some have the benefit of one of its virgin sides!)

5°) when they have the hand, players can deposit 2 ludiminos
simultaneously if they connect between themselves and a ludimino
already played on the table.

Warning: with the "joker", it is forbidden to place 2 ludiminos
simultaneously.

6°) the first player who connects ALL its ludiminos (including the 4
interactive ones) wins the game.

7°) ..but players can use their "PROHIBIT" ludiminos to block the
possible connection of a player who is about to finish, for instance
with 1 or 2 ludiminos left.

Reminder: ludiminos are visible to everyone since they are not
hidden!

PS. If the game s played by two players only, there will be 2 starting
ludiminos. They will be connected to each other by a "PROHIBIT"
ludimino (example on next page). Then, It's still the player whose
ludimino displays the lowest number who starts.

SOME CLARIFICATIONS about connections

1. Letters must follow or precede

the O with P (the ludimino has been rotated,
so that the connection could be made)

each other. j e
In the example opposite, the player connects é}ﬁ]QP °©§

(which go from O to 107). '
On the right, a player has connected 2] @ _ﬂ A

the 104 ludimino with the 105. ;
3. Symbols connect themselves with

their opposite icons of direction, meanings
or colors).

Right illustration shows the connection
between 2 icons which are similar but
opposed, as one is black and the other white.
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Regarding the readability of numbers

They must be read in letter reading direction.
Next release will have a small line under the numbers.
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® The ludimino with the V displays the 99
® The ludimino with the O displays the 66 -

o The ludimino with the G displays the 6 8 "
® The ludimino with the J displays the 9 od "@@ ®J J
e The ludimino with the R displays the 69 e 4
o The ludimino with the S displays the 96~ 5% R |‘s
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About ludiminos rotation

Some must be rotated on themselves to be able to be connected
to those already played.

How to use the "HAND" ludimino?

It's your turn, and your ludiminos don't offer any connection?
No problem: use your "HAND" to steal from another's player game,
a Ludimino (excluding "JOKER" and "PROHIBITION") displaying a

possible connection. You must connect it right away, completed it,
if possible, with one of your own ludiminos. Then, you give to the
player from whom you stole, a ludimino, from your own game.
Warning: the "HAND" must not be at the end of the game, the
ludimino that players connect at last.

Below, a player has stolen ludimino 76 fo connect it with its opposite:
ludimino 105, showing the triangle full black.

Can a ludimino touch one of the sides of an already
placed interactive ludimino?

With the “"HAND" ludimino :

Yes, if the ludimino to be played also connects to one of the sides
of a ludimino already played. In the example above, a player can
connect the symbol on ludimino 104 (the dotted arrow) with its
opposite, present on ludimino 29 (see the picture in the right-hand
corner). The latter will so see one of its sides touch one of the
"HAND" ludimino.

With the “JOKER" ludimino :

Yes, another player can use the JOKER's sides to connect
any of its own ludiminos. Therefore, it's advisable to
position it so that itcannot be used by other players.

With the “BAN / PROHIBIT” ludimino :

It blocks the connection of another player.
Therefore, NO other ludimino (including the joker)
can connect to its other free sides.
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