Tintenherz – Das Wurfelspiel

For 2 to 4 players from age 7.

Components

10 positive character cards with values between 1 and 10

6 negative character cards with values between -1 and -6

4 castle cards

2 red dice

1 rules booklet

Preparation

The 16 character cards are shuffled and laid on the table face down as a draw pile. The top-most four cards are turned over and laid face up in the middle of the table. Each player takes a castle card and places it heart side up in front of him/her. If there are fewer than four players in the game, any remaining castle cards are not used and returned to the box. The youngest player takes the two dice and starts the game.

How to play

Each player takes turns in clockwise order around the table. On their turn, the player rolls both dice and chooses from the following two actions or opts to re-roll the dice:

1. Take a Character Card and put it in front of them

2. Make a positive Character Card safe

Take a Character Card and put it in front of them

To do this, either one of the dice must show the same value as the card to be taken or the sum of both dice equals the card to be taken.

If the Character Card shows a positive value, it is placed face up next to the player’s Castle Card.

If the Character Card shows a negative value, it is slid underneath the Castle Card.

Then the card taken is replaced by the top card of the draw pile so that there are again four face-up cards in the centre of the table.

Important: Instead of taking a Character Card from the middle of the table, the player can take one of the Character Cards of an opponent that is still in front of them (not underneath their Castle Card – see “Make a positive Character Card safe” below). This can be done if the value of one die or both dice matches the value of the card to be taken.

Make a positive Character Card safe

If the player has a positive Character Card in front of them (taken in a previous turn), instead of taking a card from the centre of the table, they can make one of their Character Cards safe. This can be done if the value of one die or both dice matches the value of the card to be made safe. To make the card safe, it is taken from in front of the player and slid under the player’s Castle Card.

Note: For both of the above actions, a player may only take / make safe one card even if their dice roll would allow further actions to be taken.

Re-roll the dice

If a player is unable to, or chooses not to, take an action with their first dice roll, they can decide to re-roll one or both of the dice. After re-rolling, they must, if possible, take one of the two actions detailed above.

After the player has taken an action, the dice are passed to the next player in clockwise order and he/she takes a turn.

Example on page 3 of German rules

It is Player A’s turn and he rolls 6 and 3. He may only take the Basta card with this roll and would put a –3 point card under his Castle Card. Instead, he rolls both dice again, this time rolling a 4 and a 1. Now he could take the Staubfinger (+5) card from the centre of the table and place it in next to his Castle Card. Or he could take his opponent’s Darius (+1) card and place it next to his Castle Card. Or he could make his Farid (+4) card safe and slide it under his Castle Card.

Game End and Scoring

The game ends when a card cannot be replaced in the middle of the table because the draw pile is empty. The cards in the middle of the table and unsafe Character Cards left open in front of the players are removed and do not count in the scoring.

Each player takes the cards from under their Castle Card and totals the points of the cards they have collected. The dark cards with negative values count as negative points.

The total shown on the Character Cards is then multiplied by the number of hearts shown on all of that player’s cards, including the heart shown on their Castle Card. The player who has the highest total points is the winner.

Castle Card

Instead of including the heart shown on the Castle Card in the hearts used for scoring, a player can discard their Castle Card together with all negative Character Cards that they have collected. These discarded cards are not then counted in the scoring.

Example of scoring

At the end of the game, a player has collected the cards Fenoglio (+6), Farid (+4) and Capricorn (-6 and a heart). They have 10 positive points, 6 negative points and 2 hearts (one for Capricorn and one for their Castle Card). Their total score is then 8 points i.e. (10 – 6) x 2 = 8

If the player had chosen to discard their Castle Card to remove the negative Character Card (Capricorn), they would have finished with a score of zero points, as their 10 positive points would have been multiplied by zero hearts.
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