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Sting
0-5 players

(Best with 0)

Age 11+
(likely a significantly

higher number)


15‘

(Or until your better
judgment kicks in)

Dear reader,
My favorite kind of games
are cheerious games.
Cheerious is a combination
of cheery and curious.
Capable of inducing
inexplicable enjoyment.
Sadly, Sting is not one of
those games. Before you
begin your road down this
path, I beseech you to find
one of those cheerious
games. Because Sting is a
disastrophe. I’d dare say it
is awfspicable. But, if you
are still determined to press
on…
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Set-up: You will need three 8-sided dice and a
pencil for each player. Make sure it’s got a particularly
powerful eraser, so that you can erase any memory of

ever having played Sting.
Each player should receive a game sheet and

player aid. (There are 9 game sheets, and 5 player aids.
It is likely at least one of you won’t be here for the 2nd

game.)
Choose a player to roll the 3 dice. The player

after him clockwise becomes the start player.
Play (but only if your fight or flight

response hasn’t kicked in yet.)

Determine the round number, and mark this off
in the smaller series of hexes on the upper right of the
sheet. Note the section on Honey Pots for further
details.

On your turn, you will perform one of the
following actions:

1) Run away in terror. (It had to be said.)
2) Select one of the 3 dice to reroll.

 If you roll a value that is higher than the
previous value, score 3 points; circle a value* in
the bottom 3 rows of numbers that is 3 more
than your previous value. If this is your first turn,
circle the 3.

 If you roll an equal or smaller value, lose 2
points; circle a value* that is 2 less than your
previous value. If this is your first turn, circle the
-2.

Example: Hal selects a die valued at 6. He rolls a 2.
Hal loses 2 points. (As you, and likely Hal, will see,
there are advantages to losing points.)

3) Select any 2 dice to reroll. Total the dice
before you roll them.
 If you roll a value that is higher than the

previous value, score 2 points; circle a value*
that is 2 higher than the previous circled value in
the bottom 3 rows of numbers. If this is your
first turn, circle the 2.

 If you roll the precise total previously rolled,
score 5 points; circle a value* that is 5 higher
than the previous circled value. If this is your
first turn, circle the 5.

 If you roll a smaller value than previously rolled,
lose 1 point; circle a value* that is 1 lower than
the previous circled value. If this is your first turn,
circle the -1.
4) Pass. Total the current value of the dice. Mark

the total in the top hex corresponding to the round
number. When your turn comes again, you will
compare the total of the dice against the value in the
hex; if the total of the dice is smaller, score points
equal to the difference. If the total of the dice is larger,
deduct points equal to the difference. If you pass, the
next player must roll dice.

* Whenever you circle a new value after the first time,
X out the previous value. Refer to Honey Pots.

A round ends when each player has taken one
action. The game ends in 7 rounds, provided you
make it that far.
Honey Pots
Your Honey Pots are marked off when one of the
following happens:
1) Whenever an opponent rolls a die value equal to
the round number, all other players, mark off one of
their 5 honey pots. (It is possible to lose 2 honey pots
this way if your opponent rolls doubles equal to the
round number when rolling 2 dice.)
2) Whenever you would need to circle a value that is
equal to a previously circled value. Also circle the next
higher uncircled value.
3) Keep in mind, if you would need to mark off a 6th

honey pot, circle the skull. You are eliminated. (As you
were forewarned, this is a truly horrible game.)
Elimination (Nope, Decidedly not a very

nice game at all)

You will be eliminated if…
1) Your total exceeds 10 or falls below -5. Circle the
skull, but do not cross off the previously circled value.
2) You circle a skull as a result of running out of
honey pots.
End Game (congratulations on making it

this far; I’m very sorry.)

If you take the pass action in the 7th round,
compare with the last roll. (If you are the last player
and chose this option, you do not circle a honey jar.)

If more than one player has made it through 7
rounds without being eliminated, the player with the
highest score wins.

If only one player has not been eliminated, this
player wins by default.

If tied, the tied player with the fewest circled
honey jars wins. If still tied, the tied player who passed
most often wins.

But does anyone really win a game of Sting?



SOLITAIRE /
CO-OP RULES
(Not as pleasant as it

sounds.)

Play by the same
rules as above.

If playing solitaire,
use 3 of the 9 sheets.
Otherwise, use 1 sheet per
player.

If anyone is elimin-
ated during play, everyone
else gets to escape early.
(This counts as a loss.)

At the end of the game:
1) Total the number of marked honey pots.

Divide by the number of players (sheets used). If the
result is 2 or higher, continue to step 2.

2) Determine A & B below.
A) Double the number of filled hexes from all
sheets. Count the number of circled or X’d
values on all sheets. (This is usually 7.) Add this
number to the result from hexes.

Example: You’ve circled 21 numbers, and filled 4
hexes. 21+8=29.

B) Total your last circled values, adding each
marked honey pot.

Example: Players scored 7, 9, and 4 points. They
marked 7 honey pots. The total is 27.

3) Subtract A from B. If the result is positive,
players win. Otherwise, you are defeated.

Example: 27-29=-2. Players lose.
(See, not very pleasant at all, was it?)


