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The trick-taking roll-and-w
rite gam

e!

Can you w
in the target num

ber of rounds for each suit?  W
inning a round is determ

ined
by the die you choose and the suit you assign it to.  You have to follow

 that round’s suit
if you can otherw

ise you are free to assign it to a different suit.  Be careful - once you
assign a num

ber to a suit you cannot use those tw
o together again!

Com
ponents

Pad of sheets,  (5) Pencils,  (1) w
hite d6 die,  (6) purple d6 dice
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Setup

Give each player a sheet and a pencil.

Each player crosses out a num
ber of their choice in each of the five m

ain suit row
s

(Sun, Palm
 Tree, Drink, Sunglasses, W

ater).

Each player determ
ines how

 m
any rounds they w

ill try to w
in of each of the five

m
ain suits and w

rites dow
n this “bid” for each in the appropriate box.

Random
ly determ

ine the start player for the first round.  Give them
 the one w

hite
die and a quantity of purple dice equal to the num

ber of players plus one.  Return
the rest of the dice to the box.  Exam

ple: U
se 5 purple dice in a 4-player gam

e.

How
 To Play

The start player rolls the dice and, after seeing the results, declares one of the five
m

ain suits for the round.  This is know
n as the lead suit.  The starfish suit can N

O
T

be declared as the lead suit.

Beginning w
ith the player to the left of the start player and continuing clockw

ise,
each player claim

s one of the purple dice and m
arks the m

atching num
ber on

their sheet.  O
nce a die has been claim

ed in a round, no other players can claim
 it.

 The type of m
ark and the suit row

 in w
hich the num

ber is m
arked are determ

ined
as follow

s:

1)  FO
LLO

W
 SU

IT:  Check the lead suit row
.  If the num

ber chosen is not m
arked,

you m
ust m

ark that num
ber in the lead suit row

.  Check if you w
on the round.  If

the num
ber is equal to or greater than the num

ber on the w
hite die, circle the

How
 To Play cont'd

num
ber – this is a w

in for that suit.  If the num
ber is less than the num

ber on the
w

hite die, cross out the num
ber – this is a loss for that suit.

2)  ALTERN
ATE SU

IT:  If the num
ber chosen is already m

arked in the lead suit row
,

you m
ust m

ark that num
ber in a different suit’s row

.  If you choose the starfish
suit, circle the num

ber (regardless of the w
hite die value).  W

rite the lead suit in
the box above the num

ber circled – this is a w
in for that suit.  If you choose a

different suit, cross out the num
ber (regardless of the w

hite die value) – this is a
loss for that suit.

3)  PEN
ALTY:  If the num

ber chosen is m
arked in every row

 of your sheet, cross out
a “PEN

ALY” box on your sheet.

The start player w
ill be the last player to claim

 a die in a round.  Then the next
round begins and the new

 start player is the player to the left of the current start
player.

N
O

TE:  W
inning or losing a round is determ

ined on an individual basis versus the
w

hite die and not versus each other.  M
ore than one player m

ay w
in a round or

no one m
ay w

in a round!

IM
PO

RTAN
T: O

nce a num
ber is m

arked, you cannot use that num
ber for that

suit for the rem
ainder of the gam

e!

End of Gam
e

The gam
e ends w

hen a player has m
arked all num

bers in any three of the six row
s

or w
hen a player takes a third penalty.  Finish the round in w

hich either of these
conditions occurs.

Scoring &
 W

inning

Count up how
 m

any rounds you w
on (circled num

bers) for each of the five m
ain

suits.  Be sure to allocate the w
ins using the starfish suit to the w

in total of the
appropriate m

ain suit.  For suits w
here you got your bid exactly, you get points

according to the chart on the player sheet.  For suits w
here you are under your

bid, you get one point for every round w
on.  For suits w

here you are over your
bid, you lose one point for every round you w

on that is over your bid.  For each
“PEN

ALTY”, you lose 2 points.

The player w
ith the m

ost points w
ins!

Q
w

iply (v1.1)
is designed by Ted Heidersdorf

(Icons from
 the TheN

ounProject.com
)

aktheodore@
m

ail.com
Tw

itter:  @
aktheodore

N
O

TE:  For your first few
 gam

es, it is recom
m

ended that the total of your five
bids should equal approxim

ately 15. 
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PENALTY:

SUIT:
SCORING

For Each Suit
If Wins < Bid,

1 point per win

If Wins = Bid,
points as follows

Bid  :  Points 
0  :  20 
1  :  12 
2  :  7 
3  :  4 
4  :  7 
5  :  12 

6 or more  :  20 

If Wins > Bid,
-1 point per win
that is over bid

Penalty
-2 points each

SCORE:
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