


SOLO VARIANT

CONTENTS

10 blocks, 60 Pattern cards: difficulty levels are indicated by the cards’ border
colors and by the number of lines on the borders of each card.

QUICK-PLAY GAME

Be the fastest to recreate with your blocks the pattern shown on a card
to win the card (fig. A). The player with the most cards at the end of the
game is the winner.

SET UP

Each player receives a set of 5 blocks numbered 1to 5 (fig. B).

After shuffling the deck of pattern cards, players determine how many
rounds they wish to play and take the same number of pattern cards from
the top of the deck. These cards are then used to form a new playing
deck and are placed face down in the center of the table.

GAME PLAY

The top card from the playing deck is flipped revealing a pattern. All
players scramble to match, with their blocks, the pattern shown on the
card. The first player to successfully match the pattern grabs the card
and shows their opponent that the configuration of their blocks matches
the pattern on the card. If the player is correct, they keep the card. A new
card is flipped over and another round begins (fig. C).

MAKING AN ERROR

If a player is caught making an error (their blocks configuration does not
correctly match the pattern shown on the card (fig. D)), the opponent
wins the card.

END OF GAME

The game ends when all the cards have been collected by the players.
The player with the most cards wins (fig. E). In the case of a tie, the player
with the most level 3 cards wins (if players have the same number of level
3 cards, then level 2 cards are counted).

Shuffle the cards and make a face down pile. Set a timer for a predetermined length of time (e.g. 5 minutes). Start the timer, flip a card, and
try to match the pattern as fast as possible. Flip a new card each time you make a correct match and try to match the next pattern. When
time is up, score your points based on the difficulty level of each card (level 3 cards are worth 3 pts, level 2 - 2 pts, level 1 - 1pt). Play again

and try to beat your own score!
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