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Players place the tiles on the board so that they form as many sums of 10, || and 12 as possible, because only these will
score them points. The player with the highest score at the end of the game wins.

Descrintion

The player whose turn it is draws two tiles out of the bag and places them on the board according to the rules given
below.You will often receive points for the tiles you place, and must make note of them on the scoring pad. The player with
the highest score at the end of the game wins.

Place the board in the middle of the table. Put the tiles in the cloth bag, mix them well and place the bag next to the board.
Each player gets a sheet from the scoring pad and a pencil.

The game begins

In order to determine the first player, each player draws a tile out of the bag. The player with the highest number of dots
begins. If more than one player draws an equally high number, each of these players continues drawing tiles out of the bag
until one player has a clear advantage and can begin.

The first player receives his (highest) tile, all the other tiles are put back into the bag. He draws two more tiles out of the
bag and places all three tiles on the board.

Note: The first player must cover the red square during his first move.
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The turn to play passes clockwise. The player whose turn it is draws two tiles out of the bag and places them on the board.
He should try to form horizontal or vertical lines of tiles that add up to a total value of 10, | | or 12, because only these
lines will score points.You always count all the dots of the tiles that form a connected line. For a total of 10, you get |
point; for | 1, you get 2 points;and for 12, you get 4 points.You may also mark the “x2” column if you place a tile on a light-
coloured square. (See page 7 for more details.)

How to place a tile on the ZATRE hoard

While placing the tiles on the board, the following rules apply:

I. You must place one of the three starting tiles on the starting square (red square).

Andrew draws the highest number B and may

start. He then draws L] and . He places the ZATBE Andrew

E on the red square and uses the two tiles with x2 10(1) 11(2) 12(4) Bonus Total
5 dots to form a 10 and an | |. He can then X 1 2 3
mark the “x2” column twice. X 1 3

2. All subsequent tiles must be placed adjacent to tiles already on the board.

3. You may not form lines with a total of 13 or more points.

ZATRE v

She places the ﬁ so that she can n note a 10 and x2 10(1) 11(2) 12 (4) Bonus Total

Betty draws B and Z

an | |. She then cannot place the .- , because the | 1 2 3

total of the rows would come to |3 or more. She

3
keeps the T and places the tile for her next turn ‘ V\/"‘/\\\_\ \/\/3/»-/
in front of her on the table, face down.

4. You may form lines with a total of 9 or less points, but they do not score any points.
5. If possible, you must place both tiles on the board (even if you do not get any points; exception — see below).

6. You may place either both tiles in the same line or one tile each in different lines.

7. You may only place a tile on a light-coloured square if you are able to form a 10, an
I'l ora 12 with this tile or with both tiles together.

Exception: If you are not able to place a tile on a black square, you must place it on a
light-coloured square, even if this does not earn you any points. In this case, you may
not mark a cross on your scoring sheet.
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Exception to rule no. 5:

If a player can only place one of his two tiles or neither of them, he places the tiles that he has not used in front of him

on the table, face down, and saves them for his next turn. If he has two or more tiles in front of him on the table at the
beginning of his next turn, he checks if he can place one or more of them on the board. If this is the case, he may not draw
a new tile, but must use the tiles left over from the last turn instead. But if he only has a single tile in front of him on the
table, or if he cannot place any of the two or more tiles, he draws one tile out of the bag. If he is now able to place a tile

on the board, he may use all his tiles (even if there are more than two).

Betty only draws one tile —

uses both tiles but does not earn any points,
because the total of the line is only 9.

Andrew draws a < |and a : i. He now has several options.

Option A: He places
the tiles so that he can Or option B:
note an || and a He places the tiles so
cross in the “x2” that he earns a 10
column. He does not and a 12 as well as a
earn any points for cross in the “x2”.

the \7 ¢ tile.

two : tiles that she can place o.n. tf;e board. She zn.l.nE Betly
| B
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There are nearly always several ways of putting the tiles on the board. It depends on the
course of the game which option is the better one.

Since it is always preferable to note points evenly, option B would be the better one for
Andrew. So he notes:

Please observe the following rules for scoring:

2. Fill in your scoring sheet from top to bottom. Do not miss any lines!

4. Note the achieved points on the scoring sheet in the corresponding column.

beneath the other.

if you form a line with at least 10 points.

ZRTRE sndrew

x2 10(1) 11(2) 12 (4) Bonus Totall
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5. ltis possible to form lines with a total of less than 10, but they do not score any points.

I. Each player notes the score for the tiles he has just placed on the board on his own sheet.

3. For aline with a total of 10, you get | point; for |1, you get 2 points; and for 12, you get 4 points.

6. If a player places a tile on a light-coloured square on the board (= double score), he must form a line of 10, I | or 12,
either with the tile placed on the light-coloured square or both tiles together. On the pad, he notes a cross in the
next free box of the “x2” column. It is possible to note two “x2” crosses in a single turn — these are noted one

Note: At the beginning, you place a tile on the red square. In this case, you may also note a cross in the “x2” column
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7. If a player earns more than one lot of the same total of points during his turn (for example two |2s), he notes all
these points (for example, 2 x 4 points = 8 points) in the next free box in the corresponding column “12 (4)”.

8. For rows on the scoring sheet in which all three columns — the 10s, | I's and |2s — are filled in, the player
receives the bonus points indicated on the sheet. If there is any entry missing, he does not get a bonus.

9. If the row also contains a cross in the “x2” column, all the points noted in this row count double — regardless of
whether the row is completed or not.

10. If,at the end of the game, a player still has tiles in front of him on the table, the total of all of their dots are noted as
negative points. Fill the number in the “Minus” box at the bottom of the scoring sheet.

Hint: Adding up the points, you will recognize that it is not that important to earn as many |2s as you can, but rather to
complete the rows from the top to the bottom — that means to note points evenly (because of the bonus points) and to
get as many crosses in the “x2” column as possible.

The game is over when a player draws the last tile out of the bag. He finishes his turn as usual (even if he only has drawn
one tile so that he only can place this one on the table).You then add up all the points noted on your scoring sheet (and
deduct negative points, if necessary). The player with the highest score wins the game.

In rare cases, the game may have to end prematurely if no more tiles can be placed. In this case, players must draw the
remaining tiles out of the bag in turns, one after another, until the bag is empty. All tiles that cannot be placed on the board
count as negative points.

Example for a final scoring. Andrew still has a tile in front of him on the table. His scoring sheet contains the following entries:

znTn E —Andrew Variant for advanced players
x2 10(1) 11(2) 12(4) Bonus Total
X1 MR 128 (Sl = 248 i+ 2)-362 = 28) If you want to play ZATRE with 4 or 6
k1112143 01| (S A 24 30wl =.20) players, you may also form pairs in
K|1112163)20 order to compete against the other
Xl2 218 3 3 team(s). This variant requires a com-
K| 114,642 pletely different strategy:
KX 1128430 Players sit next to each other in their
Xi1,28 L4 30 teams.When it is their turn, both play-
X1 | 2 4, 4 22 ers simultaneously draw two tiles each
X 1,245 2 out of the bag. They may then discuss
£ 1 | 2. 4 5 |2 how to best place the tiles.
X 12 4 5 2 Afterwards, the results are noted on a
ki1 21452 common scoring sheet, one after the
X 1 446’“ 10 (=(1+4)x2=10) other.
1 .4_,8’&5 (=1+4=35)
‘ AR AR
BT AN
Minus\-ﬁ:
GrandTotal 324 |

This product has been manufactured to the highest quality standards. Should you be

dissatisfied, please contact us directly.
Do you have any questions? We would be delighted to help you.
AMIGO Spiel + Freizeit GmbH, WaldstraBe 23-D5, D-63128 Dietzenbach

www.amigo-spiele.de, E-Mail: redaktion@amigo-spiele.de
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