CODINCA

Print & Play

Contained in this document are the files needed to print out
and make the following game components:

1 Playing Board
16 Playing Tiles
24 Key Discs
24 Trap Cards
4 Luck Action Cards
4 Luck Action Guides
1 Codinca Rule Book

In addition to the printed contents of this document you will require
the following items to play Codinca

1 small pawn or playing piece to act use a LOCK TOTEM.

25 small counters or coins to use as LUCK TOKENS
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PLAYING TILES

To create the playing
tiles you will need 16
pieces of thick card
cut into 26 x 26mm
squares.

Printing:

This sheet should be
printed out (ideally
on self adhesive
paper) and then each
symbol tile cut out
and affixed/glued on
to either side of the
26mm card squares.

NOTE:

Each finished playing
tile should have a gold
symbol on one side
and the same symbol
in white on the
reverse.

Example: a red ‘fire
tile’ should have a gold
sun symbol on one
side and a white sun
symbol on the reverse.

There should be 4 of
each type of tile (Fire,
Earth, Air ¢ Water) in
the finished set.
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LUCK ACTIONS

A player may choose to spend one or more Luck Tokens on any turn and take one of the
following actions for each token spent. These actions are taken in addition to a player's
normal turn. The player should place the spent token on the relevant icon on their Luck
Action Card. Players may use their Luck Tokens to take the same additional action more
than once in a game with the exception of the Rewind Action which may only be used once
by each player in any game.

REVEAL TRAP
A player may pick up and look at their trap card. They may then to decide to
play the Trap Card on that turn or keep it and play it on any following turn.

LINE PUSH.

Lift either end tile of any vertical or horizontal row of tiles and place it at the
opposite end of the same row. Then move all tiles in that row up/across one
space, until all tiles in the line are within the playing grid again.

SWITCH PAIR

Switch the positions of any vertical or horizontal pair of tiles with any adjacent
pair of tiles. Tiles may be moved vertically or horizontally but not diagonally in
this action.

ROTATE BLOCK
Any 2 x 2 block of 4 adjacent tiles anywhere on the board may be rotated by 902
or 1802 (clockwise or anti-clockwise).

LINE LOCK

Move the Lock Totem from the centre of the board onto any Red Crystal
situated at the end of a vertical or horizontal row to lock that row for one full
round. The locked tiles may not be moved or flipped by any player until the Lock
Totem is removed and returned to the centre of the board at the beginning of
your next turn.

BLOCK LOCK

Move the Lock Totem from the centre of the board onto any Blue Crystal on
the board to lock the four surrounding tiles for one full round. The locked tiles
may not be moved or flipped by any player until the Lock Totem is removed and
returned to the centre of the board at the beginning of your next turn.

BLOCK FLIP
Turn over any 2 x 2 block of 4 adjacent tiles anywhere on the board.

LINE FLIP
Turn over any vertical or horizontal row of 4 tiles anywhere on the board.

EXTRA MOVE
Add an additional ‘Switch' or an additional ‘Flip’ at the end of your turn.

REWIND
Undo a ‘Switch’ made by the preceding player on this round.
This action may be used only once by each player for the duration of a game.
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A strategy game for 2-4 players  Age 8+ Playing Time: 15 - 30 minutes

by Leonard Boyd & David Brashaw
© 2012 Backspindle Games Ltd.

Key Discs

CONTENTS
1

Playing Board
24 Key Discs
16 Double-sided Symbol Tiles

4 Luck Action Cards

2 Luck Action Guides

1 Lock Totem

20 Luck Tokens (Red counters)

24 Trap Cards

INTRODUCTION

Deep within the rain forests of the Yucatan,
rival teams of treasure hunters have recently
discovered the lost city of Codinca. In the
centre of the once great citadel stands a
stone temple. Local legends tell of great
treasures that lie buried beneath the temple
but, despite many weeks of searching no
doorway has been found.

On the top of the temple stands a square
stone altar. A small totem stands in the
centre of this surrounded by a pattern of 16
carved tiles. Examining them closely you
discover an intricate series of mechanisms
which allow the tiles to switch places and
turn over revealing a stone side and a gold
side to each. Carvings on each side of the
pillar indicate that a sequence of 4 key
patterns must be made with the tiles to open
the temple.

Can you be the first to unlock the secrets of Codinca? Luck Action Guide

GAME OBJECTIVES

Each player will have control of a set of 4 matching Symbol Tiles.
To win players must move their tiles into a series of specific key patterns on the
board (indicated on the Key Discs drawn at the beginning of the game)

Players may match the required patterns in any order.



SET UP

* Set out the playing board.

* Place the Lock Totem in the centre spot.

* Set out the 16 symbol tiles on the board in the pattern shown below.
Use the small symbols printed on each square of the board as a guide) This starting
pattern must be matched exactly in order to give each player an equal and fair starting
position.

Place the Lock Totem here.
The Lock Totem should be returned to
this position each time a Lock has ended.

IMPORTANT: This is a neutral postition.
No tiles are locked while the Lock Totem
is on this central spot.

Which Tiles do | control?
The symbols printed at the edge of the
board, tell players which tiles they
control depending on how they are
seated around the board .

The player sitting on this side of the
board would control the Farth tiles
marked with this symbol

The symbols represent Earth Air Fire Water

* Separate the 24 Key Discs into their four pattern groups
0o 0

line of four LILJCJ  block of four %% four corners 00 diagonal four DDD

Place the groups separately, face down so the patterns cannot be seen. Each player then draws
one disc from each of the four groups, keeping them hidden from the other players.

* Once all players have selected one from each group, each player may look at their
four chosen discs to see the key patterns they must achieve to win the game. Players
should keep their Key Discs hidden from their opponents and only show them when they
have successfully matched the key pattern shown on each. (see Matching Key Patterns’ overleaf)
Set the remaining Key Discs to one side.

* Shuffle the Trap Cards then deal one face down beside each player.
(Players MUST NOT look at this card)

* Give each player their Luck Tokens: This depends on the number of players in a game.
2 player game — 4 tokens; 3 player game — 4 Luck tokens; 4 player game - 5 tokens.

* Give each player a Luck Action Card. (used to mark any additional actions taken)



PLAYING CODINCA

BEGINNING THE GAME.

The player controlling the tiles marked with the ‘Fire’ Symbol begins the game.
(If no player has selected to play as ‘Fire’ then the player controlling the ‘Earth
begins)

A PLAYER'S TURN
On each turn a player must: SWITCH a tile and then FLIP a tile.
A player must complete BOTH of these actions on every turn.

THE SWITCH - SWITCHING A TILE
When Switching, a player can swap the
position of any one ‘of their own’ four
Symbol Tiles with any adjacent tile
(including diagonally). They lift the tile
they wish to move, then slide the
adjacent tile into the empty square and
place their tile back on the board in its
new position.

A Switch must always include at least
one of the switching player’s own Symbol
Tiles.

THE FLIP - FLIPPING A TILE

Once a player has made a switch they
can then turn over one tile. The tile does
not move position but just flips over,

Switching a tile. turning from stone to gold or vice versa.

The player controlling the ‘Air' Symbol Tile in the This can be either one of the two tiles
above illustration may ‘Switch” its position with any just switched, or any other tile (including
of the highlighted adjacent tiles. opponent's tiles) anywhere on the board.

Once a Player’s turn has ended (including taking any additional Luck Actions if they
choose to do so) play passes on to the player on their left.

NO REWIND RULE A player may not immediately ‘un-switch’ two tiles which have
been switched by the previous player during this round. They can however un-flip a
tile flipped by the same player if they wish.

The No Rewind Rule only applies to the next player to take their turn after a switch
has been made. Any other players in the game are free to undo the switch if they
choose to do so on that round

This rule can be overridden once per game by each player by using the ‘Rewind’ Luck
action. (see Luck Actions.)
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KEY DISCS

Each Key Disc carries one of the four ‘key patterns’ needed to unlock the temple.

Each player must match the four patterns shown on their discs with their allotted Symbol
Tiles. The Discs show players whether each pattern should be formed in Stone (with all
their tiles displaying the stone coloured symbol up), in Gold (with all their tiles displaying
the Gold coloured symbol up) or in a mixture of both in order to achieve the match.

They may be achieved in any order. (Key Patterns may be rotated to achieve a match)

THE 4 BASIC KEY PATTERNS ARE:

Line of four Players must move their Symbol Tiles to form any vertical or
horizontal line of four tiles anywhere on the board.

Diagonal Four Players must move their Symbol Tiles to form any diagonal line of
four tiles on the board.

Block of Four  Players must move their Symbol Tiles to form a 2 x 2 block of four
tiles anywhere on the board.

Four Corners Players must move their four tiles into either the four corner spaces
on the board or on to the four corners of any 3x3 block of 9 tiles
anywhere on the board. (see below)
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MATCHING KEY PATTERNS

Players can only claim a key pattern at the end of their turn.

They must complete a Switch and a Flip, (and take any additional Luck Actions if they
choose to do so) before they claim the pattern. A players turn ends when they claim a
key pattern: they may take no further actions on that turn.

When a player successfully matches the pattern shown on one of their Key Discs, they
must turn it over and show it to the other players. Once the other players have
verified that the pattern on the Disc matches what has been achieved on the board the
player then places that disc face down in front of them, beside the board.

Remember, players can match the key patterns in any order.



TRAP CARDS . \

Players must keep their Trap Card face down at all times.
Players are not permitted to look at their Trap Card until
they decide to bring it into play unless they choose to spend a
luck token in order to do so. (See Luck Actions Guide opposite.)

Playing a Trap Card

A player may play their Trap Card at any time during their
turn. The effects of a Trap Card must be made to the board
instantly when the card is turned over.

The card should be placed face up in front of the player with
the red arrow pointing towards the playing board. The player
should then flip the tiles on the board as required in order to
match the overall pattern shown on the Trap Card.

Traps make tiles flip from Stone to Gold or vice versa; but do
not switch the positions of any tiles.

IMPORTANT: A Trap will cause any Lock in play to fail
immediately (Return the Lock Totem to its central spot on

the board).
LUCK TOKENS

Spending a Luck Token allows a player to take an extra action in addition to their
normal turn. The additional actions available are shown as icons on the Luck Action
card and are explained on the Luck Action Guides. The additional action

can be taken either before or after a player’'s normal turn.

When a player spends a Luck Token they should place the spent token on top of the
relevant icon on the Luck Action Card. Players may spend their Luck Tokens to buy the
same additional action more than once in a game. (with the exception of the ‘Rewind’
action which can only be used once by each player in a game)

Players may spend more than one Luck Token and take more than one additional
action on a turn if they wish. Players should be aware that it may be critical to winning
the game that they save one or more Luck Tokens to help achieve their last Key Disc.

THE WINNER

Beginers Game The winner is the first person to successfully match any three of
the four key patterns shown on their Key Discs.

Full Game The winner is the first person to successfully match all four of the key
patterns shown on their Key Discs.

Once a player matches the last of their 4 required key patterns, they turn over their
final Key Disc and are declared the winner. They have unlocked the temple of Codinca
and the treasures of the ancients are theirs to plunder.



