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ALL IN THE KINGDOM WERE SCARED OF THE KING, BUT

SHAHRAZAD HAD A PLAN. “I’LL TELL HIM SOME STORIES”,

SHE SAID WITH A SMILE, AND SO OUR TALE BEGAN...

habrazad is a game where one player will work alone, or

two players will work together, to tell the best stories and
impress the King! There are twenty-two story tiles in the game,
representing twenty-two different folk tales from around the
world, and two scoring tiles. On their turn, each player will add
one of the two story tiles in their hand to the pattern of tiles
on the table. Once all of the tiles have been placed, the round
is over and you calculate your score. You then play a second
round and add both scores to give you your final total!

The stories must be in the right order, meaning lower-
numbered tiles should be on the left, and higher-numbered tiles
should be on the right. The King also prefers it if the same types
of stories are told together, meaning that tiles of the same colour
are touching.

Be careful though, as it is possible to take too many risks in
your storytelling, and tell a story which makes no sense. This will
earn the ire of the King! First you must survive, and then you
can worry about your score. You will need to achieve a balance
between these two competing aims to do well in the game.

TIE STORY FIELS

Each story tile has a colour and a number between zero and
twenty-one, along with the title and artwork. There are four tile
colours: red, blue, black and yellow. Each type has a different
number of tiles in the set.



A.The tile’s number

B. The tile’s colour, with
matching symbol

C. The other numbers which
share this tile-colour

HOW TO PLAY

Put the two scoring tiles to one side, and shuffle the story tiles (it
may be easier to shuffle half of the tiles at a time, then mix the
two stacks). Place one face-up in the middle of the table, deal
two tiles to each player (which they must keep secret from one
another), then place the rest of the tiles in a face-down stack.

Starting with the player who dealt the tiles, each player will
take turns to either place a new tile or replace an existing tile.
No matter which action they choose, players will draw a new
tile from the stack at the end of their turn.

If playing solo, simply take every turn.

The tiles in your hand must be kept secret, and you must
choose which tile to play on your own. Once you’ve chosen,
you may discuss with the other player where it should be
placed, but the final decision is yours. Once all of the tiles have
been placed, work out your score, and then set up round two.
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PEACING A TILE

Think of each tile on the table as part of a column, with space
above and below it, and to the left and right. A new tile can be
placed anywhere on the table, according to the following rules:
e It must touch at least one existing tile.
e [f placing to the left or right, the new tile is offset half-way
up or down the existing tiles.

® There is a maximum of three tiles allowed in a single
column in the two-player game.
If playing solo, up to four tiles per column are allowed.

e There is no limit to the number of columns allowed.

With one tile on the table, there are six With two tiles on the table, there are
possible spaces to place a new tile. eight possible spaces to place a new tile.
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Instead of placing a tile, you may swap any tile on the table
with one from your hand. You must put the new tile in the same
space the replaced tile just came from. You still draw a new tile;
bringing the number of tiles you hold up to three.

If you have replaced a tile on your turn, then on your next
turn you must place two tiles, and cannot replace any. You
cannot take the ‘replace’ action if the face-down stack of tiles
has run out.



SCORING

Before you can score your tiles, you need to see if your stories
made sense! Check two things, in this order:

1. Check each column from left to right. If any tile is touching
a lower-numbered tile in the column to its right, flip the
higher-numbered tile face down.
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2. Each face-up tile should now be part of a path from left
to right, starting from the left-most column, and touching
a face-up tile in the next column until you end in the
right-most column. Face-down tiles or gaps between tiles
do not count. If any tile cannot form part of a valid path,
flip it face down. This means that if any entire column is
face-down, no points can be scored.
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The 12 and 13 cannot form a valid path as the next tile is face down.As a result,
the 8,7 and 2 will all flip face down.



Now you’re ready to score! For each colour, identify the
largest group of connected tiles. You will score one point for
each tile in that group. If a colour has multiple groups of
the same size, you will only score for one of them.

Subtract one point for each face-down tile, and subtract one
point for each empty space in the middle of a column.

"a Max red area = 4

"W Max blue area = 3

D Max yellow area = 2

-] Max black area = 2

Facedown cards = -5

Gaps = -1
Score this round =5

ROUND TWEO SETUE

Remove all face-down tiles from the game,
and put them back in the box. They

. @ cannot be checked during round two.

i Choose one column of tiles to remain
on the table, pushing them together if
there is a gap between them. This becomes
the starting setup for the new round.
Shuffle the remaining tiles together to
form a new draw stack, and deal two
tiles to each player.
Play continues as before. Add your

score for both rounds to get your final

result!



TEE SCORING TILES

Use the two scoring tiles to keep track of your score, by placing
one on top of the other as shown. There are two sides, one for
solo play, and one for two players. The bottom row contains
numbers between zero and nine, while the column on the side
contains the tens. If your score is above zero at the end of round
one, continue to round two! If not, the king will be quite angry,
and perhaps it’s best to start again.
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CHCK YOUR SCORE AFTER
TWO ROUNDS TO REVEAL
THE KING'S VERDICT.

SOLO

VERDICT

That didn’t make any sense!

A little clichéd.

Not bad, but I preferred the movie.
1 like this story a lot.

Truly wonderful!

This shows a score of 32 at the end of the game giving a result of “/ like this story a lot.”
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