Bai&S

cavele
Presents

Game Design: Joshua Howard

& Bruce Biskup

Play Testing: Eric Cooley
& Mark Gratkowski

© 1995, 1996 Joshua Howard
& Bruce Biskup v1.1 2/96

4]

Example A

AKX

Example B

ILES

Introduction Rules

Tiles is an abstract card game for two &ach turn is played the following way,
three players. Players play tiles to try tantil there are no more tiles left in the
close areas of their color to score draw deck. When all tiles have been
points. The larger the closed area the played or discarded the game is over.
more points scored. The player with th&he player with the highest number of
most points at the end of the game  points wins.

wins. 1) Draw a tile from the draw deck if
there are any tiles available.
Getting Started 2) Place atile on the board, if
Before a game can be played the tiles possible, keeping in mind the
need to be cut out. Copying the tiles placement rules. If a player cannot
onto firm paper makes them easier to place a tile then that player must
play with. The game consists of 45 tiles.  discard a tile. See Placing Tiles
Each tile is subdivided into four below.
triangular sections which may be 3) Score the player’s move, if any,
colored with either white, grey, or and add it to that player’s existing
black. Randomly select who goes first, score. See Scoring below.

and what color each player will be
playing. Play begins with the first Placing Tiles
player, then proceeds clockwise. Tiles may only be placed in such a way
Shuffle the deck of tiles and deal five as the colors on the tile’s quadrants
tiles (for a three player game) or sevemmatch the colors of the tile’s quadrants
tiles (for a two player game) face dowradjacent to the placed tile.
to each player. Lay one tile face up in Using this piece _X __ see the two
the center of play, then put the deck off : ,
. L examples in the left margin.
to the side. The remaining tiles now ) .
; : Example A — lllegal Move: the tile

become the draw deck. Tiles will be . :

) . . o .matches the tile to the right, but not the
discarded into a discard pile; once a til

oo o te|le below it.
is discarded it is out of the game. )
g Example B — Legal Move: the tile

matches the tile to the right and the tile
below it.
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Scoring Example

Scoring Please feel free to distribuides. Be
Players score points by forming closedn the watch for other games by
areas of their own cotoThe lager the BoneGames. Please let us know what
closed area the more points a player you think of our games, and of our
scores. Players may only score pointsunique distribution system.

on their own turn. The table below  Your comments are welcome at the
describes the scoring of a closed areafoflowing email address:

a given number of tiles: bonegames@bonegames.com
Visit the BoneGames website at:

Number http://www.bonegames.com

of Tiles  Points
2 1
3 3
4 6
5 10 Legal Notice
6 15 By playing or distributig Tiles you are
7 21 agreeing to the following:
8 28 Tiles, in its entirey, is copyright 1995,
9 36 1996 by Joshua Howard and Bruce
10 45 Biskup, all rights reserved. The logo for

BoneGames is copyright 1994 by
See the Scoring Example in the left Joshua HowardTiles, in any form, may
margin. The player plays this tle —  not be sold in any wa either directly or

V . If the player is playing the color through its_ distribution. The only
A

. . exception is the normal costs involved
grey then it would be a two tile closed

. with on-line computer accesEles, in
area worth one p0|_nt. If that player WerEs entirey, may be copied for personal
playing black then it would be a three use and distribution, as long as no
tile closed area worth three points. If . . : '
that olaver were olavina white then financial gain results from that

at player were playing white the distribution Tiles may not be modified
though areas would be closed, no playﬁr

would get any points for it IN"any manne
k P ' Contact BoneGames for licensing or

reprint information. Email all inquires

About BoneGames to the email address above.

BoneGames is dedicated to designing
and producing top quality games. Our
goal is to put the fun and simplicity
back into games of all typeBy

offering our games in the manner we
do, we allow everyone the opportunity
to enjoy what we ourselves have been
enjoying for some time.
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Number

of Tiles Points
1
3
6
10
15
21
28
36
45
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Number

of Tiles Points
1
3
6
10
15
21
28
36
45

Boo~wourwn

Number

of Tiles Points
1
3
6
10
15
21
28
36
45

Boo~wourwn

Number

of Tiles Points
1
3
6
10
15
21
28
36
45

Boo~wourwn

Tiles p.5
© 1995, 1996 by Joshua
Howard & Bruce Biskup
v1.1 2/96




