
The Story

Face the evil Torak with beastly force!

It is said that there is an infernal creature, the immoral and evil Torak, with bestial strength, and 
that he is capable of granting any wish, as long as he recovers the 7 Dragon Balls that he lost in 
his past adventures.

You are a young adventurer, determined to find these 7 Dragon Balls before anyone else. The only 
problem is that the terrible Red Ribbon Army is hot on your heels.

Fight against tons of monsters, train to increase your Ki, and refuel yourself so you don't run out 
of fuel in the desert!

An unforgettable adventure!


Necessary components

● 4 dice (ideally 2 red, 2 white)

● 1 game sheet per player for the competition modes, 1 common to all players for the

Modes of mourning and cooperation

1 pencil per player (different color for cooperative mode)


The objective of the game

Collect the 7 Dragon balls before the others and before being captured by the army.


Game Modes

All modes are played as the Solo mode, except for some variations. So first you must read the 
rules of Solo mode to learn how to play.


Solo Mode - Let's go on an adventure!

In this mode, you will have to find the 7 Dragon Balls in 20 rounds or less, and without being 
captured by the dreaded Red Ribbon Army chasing you. A difficult, but not impossible challenge.


The Game Sheet

A Torak's Balls play sheet consists of several elements:

1. Adventure map

That's where you'll move in and try to retrieve the Dragon Balls.

2. Beans for health

They represent your points in life. Mark a bean whenever you lose a fight with a monster. When 
you have to score one and you have none left, the game is over for you.

In the EASY MODE, you have 5 beans instead of 3.

3. Monster Gauge

Check a box at the bottom of the meter every time you defeat a monster.

4. Ki Gauge

Check a box each time you increase your KI, making you stronger against monsters.

5. Fuel gauge

Check a box from below, every time you choose to use a Turbo. When you need to check a fuel 
box and you run out of fuel, the game is over for you.

6. Reminder of the landscape elements

It shows you how to overcome any element of the landscape that blocks your path.

7. Finding Dragon Balls

Check the balls in order as you find them on your journey. The last marked ball will bring you the 
points indicated in the white bubble.

8. Red Ribbon Army

The army's been chasing you the whole time. After each turn, check one of the boxes in order and 
resolve the corresponding action. If a troop captures you, the game is over for you.

9. End of the game area

This is where you will enter your name, your score, and your desire.




Configuration

You will move along the white lines of your world map. When the rules say intersection, this is an 
area where two white lines intersect, allowing you to change direction.

Start by setting up the scene.

● You will need to put in order: 10 mountains, 5 rivers and 10 monsters. These elements will serve 
as obstacles during the game.

● Throw two dice and draw the element in question freely in the corresponding section, referring 
to the table opposite, and respecting the following elements:

○ No element may be superimposed on a Dragon Ball or any other element.

○ You can cross with an element on the edge of the section (represented by a black line in the 
front help) where you draw

● Once the 10 mountains have been placed, go to the 5 rivers, then to the 10 Monsters.

● Once the stage is set, roll the dice one last time and place the

the first army troop on the map.


On the game sheet, the dark dots serve as boundary markers to help better separate the areas.

Example of the placement of the elements :

 

Little trick, since army troops cannot be placed on a mountain, a river or a monster, remember to 
surround the Dragon balls with these elements. This will prevent a Dragon Ball from being 
completely surrounded by the army troops.

● Mountains occupy an intersection and require a 4 or more on a die to be crossed, or scratch a 
fuel level.

● Rivers occupy a line of 3 spaces and may be crossed perpendicularly, but not horizontally. They 
require a 2 or more on a die to be crossed, or cross out a fuel level.

● Monsters occupy an intersection and must be fought and defeated to be crossed, or a fuel level 
scratched.

fuel.

The troops of the Red Knot army occupy an intersection and cannot be fought. You must roll a 6 
on a die to escape them, on the turn start roll, or you will be captured.

Moving around the map

Once the world is created, you can start playing. Set aside one red and one white die (they will be 
used for combat and other movement bonuses) and roll the remaining two dice.

Starting with the red arrow in the center of the map, it will move, in straight lines, according to the 
outcome of the two dice.

You can..:

Move twice in the same direction by accumulating the two results.

Go in one direction with the value of the first die, and then in another direction with the value of 
the second die.

 Use all or part of the roll to move forward. For example, you can choose to advance only two 
intersections for a roll of 5, but any unused excess is lost.

 Choose a die with a value of 5 or + to assign it to your training (Ki) or a die with a value of 6 to fill 
a gas can. In either case, this die is not used for movement. You may do this for both dice instead 
of advancing, if your results allow.

 Spend a die with a value of 2 or + to cross a river or a die with a value of 4 or + to cross a 
mountain (as long as the value of the other die allows you to go to the other side). Then you move 
only with the other die.

 Cross your previously marked path, only perpendicularly.


You may not

 Going twice in the same line (it's too risky to go back, with the Army in the tail).

 Change direction while tracing the result of a die (e.g., make 2 up and 3 left, with a 5 on a single 
die)




Pick up a Dragon ball

When you pass a yellow dot, you must stop your movement (the excess is lost) to pick up the 
corresponding Dragon Ball. Mark the first available Gorak ball on your game sheet, in ascending 
order.

Congratulations, you are approaching the goal!


Meters and other game elements

Beans for health


Healthy beans represent your life points. At the beginning of the game, you have three.

Every time you lose a fight to a monster, it blackens a bean. If you lose one

fighting when your three beans are already blackened, the monster kills you and the game is over 
immediately for you. That's bad luck.

If you find the game too difficult, you can play in the easy mode and get 5 Health Beans.


Monsters

The Monster Meter allows you to follow the evolution of the creatures that populate the wonderful 
world of Torak's Balls. Every time you reach an intersection that contains a monster, you must 
either face it and defeat it, or flee using fuel, in order to leave the square. To do this, roll one white 
die and one red die. To defeat the monster, the result of the white die + its Ki level must be higher 
than the result of the red die + the danger level of the monster.


The first monsters have a danger level of 0 and only the red value of the die counts.

Every time you defeat a monster, check one of the boxes on the indicator, starting with the lowest 
one. Soon the monsters will become more dangerous and add a value (+x) to the red die roll. Your 
only way to defeat them is to increase your training Ki.


The value in the white circle of the last 4 monsters is a bonus point that is added to the final 
score, if the box corresponding to the monster has been checked.


When you hit a monster with your first move and defeat it, you can use the second die to finish 
your move.

If you don't beat it, your turn is over.


Ki (energy boost)

The Ki indicator allows you to keep track of your training and power increase.

At any time during the game, you can choose to assign an available die with a value of 5 or + to 
your training, instead of using it to move. Then check a box on the Ki indicator, starting at the 
bottom. As you train, you will get a strength bonus (+1 to +5), which will be added to the value of 
the white die when you face a monster. These values are not cumulative, and you only count the 
highest value you have checked.


Fuel

The fuel gauge contains two elements: Fuel (top) and Boost Jerrycans (bottom).

Moving around normally does not consume fuel. However, you can choose to consume a dose of 
fuel to escape from a monster, climb a mountain, cross a river, or escape from the Node Army.


Red Butterfly, instead of using the dice Then cross out a fuel box (from below). If all 4 fuel boxes 
are marked, you cannot use this feature for the rest of the game. Be careful how you use this 
feature!


Also, when you black out the last fuel box, you only use one die to move.

At any time during the game, you can choose to assign an available die of a value of 6 to fill a fuel 
can, to be used freely later. These 3 jerricans can only be used once each, but they can be used 
independently or at the same time. Each jerrycan gives you one more die on a scrolling roll.

Once used, it completely blackens the jerrycan line.




The Red Ribbon Army


The Red Ribbon Tie army will deploy its troops on the map, tirelessly, throughout the game, and 
faster and faster, until you are captured. You must find the 7 Dragon Balls before they get their 
hands on you, or it's over for you, and the rest of the world of Torak's Balls!


When you've completed your move, black out a space on the army marker, starting at the top left.

Then you must place the Red Ribbon Army troops on the map (1 troop in each of the first 5 turns, 
2 troops in each of the second 5 turns, 2 troops in each of the third 5 turns, and 2 troops in each 
of the fourth 5 turns).

of the next 5 turns, 3 troops in each of the next 5 turns, and 4 troops in each of the last 5 turns)


Roll 2 dice and place a troop of the Red Ribbon Army (Draw a small ribbon) in the corresponding 
section, following the rules below:

● With priority, if you're in the same section, the troop is placed directly above you and tries to 
capture you!

● A troop will always stand as close as possible to a Dragon Ball in this section, or, failing that, in 
an adjacent section.

● If a troop can stand on more than one side of a Dragon Ball, they will stand on the side closest 
to their current position.

A troop cannot be placed on top of another item or on a path it has already traveled.

If you run out of space on the section where you have to take your troop out, place it on an 
adjacent section, as close as possible to the section indicated by the dice.

Repeat this action as many times as necessary to place the troops in that turn.


Keep in mind that the Red Knot Army troops are trying to stop you at all costs and block your 
path as efficiently as possible. If you play when you have to place them on the map, the game will 
be even more exciting.


When you find yourself at the same intersection with a Red Knot Army troop, they will try to 
capture you!

To escape, you have two options:

Use a Fuel shot -or- get a 6 on a die when rolling for the move. This is where it can be useful to 
spend fuel jerricans to have more dice to roll, and therefore more chances to escape. If you 
manage to escape, throw the die, you cannot use it to move.


When you straddle two sections, you are considered to be in both. This is very dangerous 
because it makes things easier for the Red Knot army troops. Watch out!


The army captures you in two ways:

● Either a Troop is at the same junction as you and you can't get a 6 at the start of the turn or you 
have no more fuel to spend,

Either you didn't get the 7 Dragon Balls at the end of 20 rounds.


End of the game

The game ends in one of several ways:

● You have in your hands the 7 Dragon Balls: Congratulations, the game is over.

you win immediately! Count your points for glory, but above all, do

a wish and who knows, maybe it will come true!

● You lose all your health beans: Patras! It's the end, you lose the

life... and play for the same reason. That's not right!

● The Butterfly Knot Army is capturing you: We'd rather not tell you this

what they're going to do to you. But one thing's for sure, the game is over, and it's all over for you.




Co-op Mode - A true Shonen! (2-4 players)

This mode allows 2 to 4 players to go out together in search of the Dragon Balls of

Gorak.

Everyone will play simultaneously on the same sheet of paper, each playing with a different 
colored pencil.

You'll have to retrieve all seven Dragon Balls and put them all in the same section to win. So you'll 
have to coordinate your moves and strategy perfectly.

● Two players cannot go the same way and the rules of movement are the same as in single 
player mode.

However, there are some differences with the single player mode:


2 players

● Each player rolls 2 dice and moves as in Solo mode, then marks a box on the Red Bow Tie 
Army meter.

● So you only have 10 laps instead of 20 to finish. Optimize your every move and get organized!

If one of the two players is captured, the game is lost for both of them.


3-4 players

● When rolling the move dice, only one player rolls a die per player (3 for 3 players, 4 for 4 
players).

● Hand out the dice as you wish.

● Each die can only be taken once.

● A player can choose not to move, to assign the dice to another function,

or give two moves to another player.

● Then, check a box on the Army Red Ribbon meter.

● If a player is captured by the Red Knot Army, and he did not

without Crystal Ball, is eliminated and the game continues for the rest of the players.

Remove one die for each player captured.

● If a player is captured by the Red Knot Army, and had a

Dragon Ball, everyone has collectively lost the game.


All indicators are common to all players.


Once the 7 Dragon Balls have been collected collectively, they must all be at the same 
intersection.

If they don't make it before the end of the 20 turns, or because their previous moves have made it 
impossible, everyone loses the game collectively.


Competitive mode - It's every man for himself! (2+ players) 

In this mode, everyone will play on their own sheet.

When preparing, a player is designated to roll the dice for everyone. He will roll 2 dice for each 
element to be drawn, and all players will use the same result to prepare their game sheet, but by 
drawing the sheets.


On the sheet in front of you:

● Draw 5 of the 10 mountains on your paper...

● Then draw the remaining 5 mountains on the

the sheet you just recovered...

● Then draw the 5 rivers on the sheet of paper you just

just returned...

● Draw the first 5 monsters on the sheet of paper you have

just returned...

● Draw the last 5 monsters on the sheet of paper you have

just returned...


...and then passes it to the player on your left, who does the same.


● Then gather all the leaves in the center of the table, face down.

● One player mixes them all together and distributes them randomly. So you won't know

before you start to see what kind of card you're gonna get!




This draft is full of surprises, and you'll never know if it's better to be crafty in placing items in 
your favor if you get this sheet, or if it's better to be crafty if it falls into another player's hands!

Next, a player is designated as the Active Hero and rolls the movement dice. Everyone plays with 
the same values and you will run for the Dragon Balls.


In this mode, the Red Knot Army does not attack.


If a player has to face a monster, he takes the combat dice and rolls them. If there is more than 
one player in this case, start with the Active Hero and proceed clockwise.


At the end of each turn, the Active Hero passes the dice to the player to his left, who becomes the 
new Active Hero, and so on.


If only one player finds the seventh Dragon Ball on his turn, he automatically wins. However, if 
more than one player finds it in the same turn, you will have to add up your points.

The player with the most points wins.

In case of a tie, the Dragon Balls are scattered around the world again and no one wins.


Asymmetric Duel Mode - For the glory of the Empire! (2 players)


In this asymmetric 1-on-1 mode, one player will play as the heroes, while the other will play with 
the Red Ribbon Army. The rules of the player playing as the hero do not change, only the rules of 
the Red Knot Army are different.


Here, when the player playing the heroes has finished his turn and has marked a box on the Army 
indicator, it is the turn of the player playing the Army. He rolls two dice for each troop he has to 
place and chooses freely where to place them in the corresponding section, respecting the 
following rule :

A troop cannot be placed in another element or on a path that the hero has already travelled.


If the hero manages to find the 7 Dragon Balls before the end of the 20 turns, he wins the game.

If the player who plays the Army succeeds in capturing it or making the game last beyond 20 
turns, he wins the game!

	 	 	 	 	 	 *****


TORAK'S BALLS is a "tribute" (a game of homage) by Phil Vizcarro, with the work of Akira 
Toriyama.

This game is offered as a free download and cannot be subject to any monetary exchange. 
Basically, if you bought it or paid something for it, not only were you cheated, but you also paid 
someone else for a job that he (the thief) didn't do.

The mechanics of the game is ©Phil Vizcarro 2020. All rights reserved.





