










PIP variant#1 (solo game)
(version 	
��

Components:
27 PIP cards
3 goal cards

Objective:
Complete all 12 goals before draw deck runs out.

Setup:
1. Shuffle the PIP cards. Randomly remove ! cards. Place

rema"n"ng cards as a draw p"le face down.
2. Place 3 goal cards "n a row w"th the red s"de face up# each

show"ng a dot at the top left. $he top patterns of each goal
card are the current goals.

3. $ake the top card from the draw p"le and place "t face up on
the play area.

Turn order:
$ake the top card from the draw p"le.
Play a card.

Playing a card:
Place your card on the play area based on the follow"ng rules%
& a card must touch one s"de of a card on the play area or

overlay one or more gray s'uares.
& a card cannot cover any colored s'uare.
& If the played card completes any of the 3 current goals# rotate

or fl"p the goal card to show the ne(t goal.

Completing goals:
$he order of goals to be completed "s as follows%

1st goal% red# dot top left
2nd goal% red# dot top r"ght
3rd goal% green# dot top left
)th goal% green# dot top r"ght

$o complete a goal# the played card must match the pattern "n the
goal card.
*ny color e(cept the empty s'uare can complete the goal.
*ny ad+acent or e(tra s'uares of the same color "sn,t allowed.
* match"ng pattern created w"thout us"ng the played card "sn,t
allowed.

Ending the game:
$he game ends when the last card from the draw p"le "s played.

Scoring:
2 po"nts for each completed goal -2) pts ma(..
1 po"nt for each s'uare of the largest group of connected s'uares.
-/1. po"nt for each separate group of s'uares.
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