COINS

Each player starts with 1 coin filled in the coin zone

on the scoring sheet. When you gain more coins

during the game, fill them in as well.

® Gain 1 coin when you pick a card with a coin on it.

¢ Gain 2 coins when you discard a card instead of
using it.

¢ Gain 1 coin when you cover a coin in one of your
color zones.

USING COINS

You can use coins to perform special actions. Coins

can be used at any time during your turn. When

performing a special action, you must cross off the
number of coins required for that action in your coin
zone.

 For 1 coin, you may turn a shape into a wild (and
place it in a zone of your choice). This applies to
both a shape from a card or a bonus.

e For 2 coins, you may fill in two single wild blocks on
your playing field, which can be in different colour
zones. The rules for filling in the shape still apply.

e For 3 coins, you may fill in the card that remains at
the end of a turn. You can only do this after every
player has chosen a card. You do not take this card
away; every player can perform this action if they
also pay 3 coins. If there is a coin on that card, you
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When you use a
coin, cross it off; in
this example, there
are still 2 coins left.

may also fill it in your coin zone. You can only perform this action once per
turn. You can combine multiple coin actions. For example, you can use 4
coins to pick the last card and fill in this shape in a different colour.

END OF A TURN

Once all players have filled in their shapes, taken bonuses, and had the oppor-
tunity to use coins, all used cards are placed in the discard pile. The turn token
is passed clockwise to the next player, and a new turn begins by revealing
the same number of cards again. The new player with the turn token gets to
choose first. Once every player has been the first to choose a card, the round
is over. You can check off the round on your scoring sheet.

END OF THE GAME

After the final round, the game ends. Each player still has the opportunity to
use coins. Then, you tally up the points at the bottom of your scoring sheet.
The player with the highest score wins! In case of a tie, you can play an extra

round.

SCORING

This is an example of a final score in a game with 3 players.
This player has filled three rows in the yellow zone and receives (12+12+8) = 32
points for that.
Inthe purple zone, the most connected
bold squares are four, and the player ]

receives 24 points. The:ca,
In the red zone, the player has X XX
completely filled a shape and receives KX @g i
12 points. o XX
In the green zone, three endpoints ) [ el []
have been reached, earning 24 points. ra pe
And in the blue zone, the player has [[T& ©
passed the fourth point line, receiving
32 points for that. The lowest score 'S
was 12, and this player adds it in the ol @ &
grey square. The total score is then: 32 K4 ~mll &
+24+12+24 + 32 + 12 =136 points. 7l
L]

SOLO VARIANT L 2 am
You can play Locus as a solo game.
The goal is to score as many points
as possible.

& & s
32 +[24)+(12]+(24)+(32]+[12]=[13€

The rules are the same as in the base
game, with some exceptions:

At the beginning of each round, you
place a card with shapes face down
on the discard pile. This card cannot be chosen, not even with a special action.
Then, you reveal two cards, choose one of the two, and fill in that shape on your
scoring sheet. You may also fill in the unchosen card, but it costs 3 coins. After you
have done this or not, you discard the cards and start the next turn. This continues
until you have gone through the entire stack of cards exactly once. Then you tally

up your points. This is your final score.
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for children under 36 months. Choking hazard.
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QUICK GAME OVERVIEW 1

Players aim to score as many points as possible on [z
their own scoring sheet.

This is done by choosing a card with a shape each turn
and filling in that shape in one of the 5 zones.

The player who cleverly crosses off squares during the i o
game wins! o %
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® Take a pen or pencil for each player.
e Each player receives a scoring sheet and reference

& &) &

card.
¢ Shuffle the cards with the shapes on them and place e

them face down in a central location on the table. Scoring sheet

GAME FLOW

The number of rounds depends on the number of
players. The game lasts eight rounds with 2 players,
five rounds with 3 players, four rounds with 4 players, 3
and three rounds with 5 players. The person who is the 4
first to celebrate their birthday is the starting player, 5
receives the turn token (wooden star), and begins the
first round.

Number
of rounds

Number
of players

2
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Reference card Wildcard
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EXPLANATION OF THE SCORING SHEET FILLING IN SHAPES THE RED ZONE
This indi When fl”lng ina Shape, the fO”OWiI’lg rules apply In the red zone, you get points if you have
th:r:Zn:LC)Ztres 0O 7 n Fill in player’s . Yout m:tspt, us}e, the) entire shape (you cannot only fill in Zom'pl}?tely filled inI bIocI:)sI inkthis' zlonz. fYou
of rounds per = name. part ot the shape). on’t have to complete a block entirely betore
number ofpplayers. sHoN7 N s ‘ T * You may rotate a'md mirror the shape; see the reference filling in a shape in another block. In this
= Ol 1 card for the options. example, you'll get 26 points. @
Bonus: you may o %5 3 & ® The colour of the shape determines in which zone the
fill in 2 connected o —£ = R4 shape must be placed, so a red shape must be filled in THE GREEN ZONE The red zone.
blocks in the green @ ra - @ the red zone. n th . s if —
zone —a @ * The shape with rainbow colours is a wildcard and can n the green zone, you get points 1 you l:) X O
Lo & o & 5 be placed in any zone have filled in the squares from the centre to T
L © . TheP shape muzt not .overla with previously placed the ends. The ends are marked with a green { AR
= Colour zones. shapes P P P y P border. In this example, this is 3 x 8 points = :7‘
Colour zones. 1 o] =l If you pay 2 coins, * In the yellow, purple, green, and blue zones, a part 24 points. AX &
o L 1 L you may fill in 2 of the shape must be placed in the squares with bold v ]
S|l [® & blocks of your lining or touch a previously placed shape (horizontally/ THE BLUE ZONE
73 @ cf;fo:ce, eveln in vertically). TheY e oneIoeen e In the blue zone, you get points if you build —
) LI 1§ different ;gn";’ bold squares. upwards and reach or go over the rows marked € green zone. B
Coin zone 2|3 ‘ 4 ‘ > ‘ ° ‘ ! ‘ sfl @ : with a blue border. You don't have to fill in the
S — . o 1 0 @ X O [ | entire row. You only get the highest points. In The blue zone.
BRI CO";JS’ © ‘ k2 | | You may rotate this example, you would earn 24 points.
you may use t Z N &< - A DA < e or mirror this
. remaining car h
If you pay 1 coin, from the round. & P & A BONUS POINTS:
you may change <§§> & e reference card.x
5o @l af ene At the end of the game, your lowest-scoring 1BARA
shape. +[J+[ )+ 1+ J+[ e )= color zone will be counted twice. See T o
mm
THE PLAYING FIELD SCORING. o CERE S
Fill in the total score of Repeat lowest score. Total score The playing field i f five diff h
playing field consists of five different zones, eac ZAREN o
the colour zone. with its own way of scoring points. FILLING IN BONUSES 4 D mC
e If you cover a bonus (or multiple bonuses) 1T = i_w @
. : i
PLAY TURN A red shape can THE YELLOW ZONE 3 W|thha sh_?}[])e, you r(ka)celve the bonus;lndlfr- miimne n
only be filled in q . ©| neath it. These can be coins or extra blocks. e el
The player with the first-player token deals a number  the red zone. In the yellow zone, you get points for each row (et ra The following rules apply: J’\“Hﬂ H th SR Gaal
of shape cards face up. The number of cards equals zontal [lne) you comp}etely fill. (You can score higher & « Ifvou cover o coin. vou may colour in a coinin ®
the number of players +1. For example, with 4 players, LA JeL:lLt rows without completing the rows below them.) Once 1 th); e 'c):ur scor)gn T
5 shape cards are dealt face up. Starting with the first 2l /12 % A WERE you complete a row, you can circle the points next to it. [ y 9 0 PG (R
player and proceeding clockwise, each player picks fs-2 g i In this example, you would earn 10 points. The yellow zone e If you cover a double block, you may fill it in OO +C N
one card. Once you've chosen a card, you may fill " ﬁgﬁ i I on your scoring shegt. Th'ese cannot be sepa-
in the depicted shape (and possibly a coin) on your § el THE PURPLE ZONE pﬂ)l - rated and must be filled in together. 0
. 2 2 S ) & . . g
ow;: scoring sheet. Ilf yo;' candt or don tc\lzvan:cjto f|||- in | iw © In the purple zone, you get points for connecting the O P * The single rainbow-coloured blocks are wild-
& SE[RE, el e elEe eleelte] ey CElfel elnel {eesie L ! bold squares with each other. You only get points for \ 72 | cards.
2 coins. ummEmEn jgf—@ | the connection between the most bold squares. For X &I e If you cover one bonus with another bonus,
Jolollslels) o example, if you have a connection of 4 and one of 3, you ‘ H you also receive that bonus.
In all zones except the red zone only get points for the 4 connections. In this example, STaI6151615
you must start in a square that has bold lining. &-Sfo0 00 you would earn 24 points. @“H
SO+ L+ LD

The purple zone.
_2- -3- 4.





