PICKOMINO
Setup: Place all the
worm tiles face up on table,
in ascending order.

1. Roll the dice.
If this is your first roll
this turn, skip to step 3.

5. If a worm is not

among your collected

dice, your roll has failed.
Go to “Failed Roll.”

stacks, your roll
has failed.
Go to “Failed Roll.”

all matching dice, adding
them to your collection.

2. If the result doesn't include |\ 4. Push your luck? Choose
anything you haven't already |either: (a) return to step 1 to re-
collected, your roll has failed. roll remaining (uncollected)

Go to “Failed Roll.” dice; or (b) proceed to step 5.

7. Take a worm from either the
table or the top of a player’s
stack. To take from a player,

your sum must equal the

value of the player’s tile.

From the table, you can

take the matching

Goal: Have tiles with the most

6. If the sum of your collected
worms.

dice (worms are worth 5) is <
the value of every face up tile
on the grill, and is not equal
to any of the tiles on top
of other players'

Turn summary:
Roll Dice, Lock ‘em in,
Repeat:

3. Select one number/

Take a tile if you can
symbol from the

value, or any
available value lower
than your sum. The taken
tile is placed on top of your
stack and your turn ends
(in success).

place it back on the
table; then flip over the

again and didn’t
collect a worm; you can’
highest valued tile on the roll again and your sum is
table, unless it is the tile just \ Alower than all tiles on the table
eturned. The flipped over tile is| and doesn’t match any tile on
out of the game. the top of another player’s

stacks.

includes at least
1 worm, you may:
a) take the number 24 tile
from another player, if it is at ame end: When there are no
he top of their stack (ie, the lastf more face up tiles on the table.
one they took).
b) take the number 24 or any
lower tile from the pool.
c¢) continue rolling, in an
effort to get a higher
numbered tile, but

also risking
complete failure.

Winner is player with highest

Failed roll: Your turn ends number of worms on his tiles.

immediately. You must take
the top tile from your
stack (if any) and

Summary of the 3 ways to fail:
our roll doesn’t contain any,
uncollected symbols;
you can't roll

Turn example: If your
current sum of collected
dice equals 24 and

Tie breaker: highest
value tile.

Foldable English translation of rules for mini Heck Meck (Pickonimo) in tin case:

1. Cut each row of circles separately into rectangular strips

2. Glue the two strips back-to-back (using a gluestick or rubber cement)

being sure to align the circles. It helps to do this on a light table or with

backlight of some kind. Note the First ‘page’ and the ‘last’ page will be back-to-back.

3. Cut out all the way around around the resulting circles. However, do NOT cut such that you separate
the circles; be sure there is some material left between each pair of neighboring circles. | usually cut
across a tiny bit before just before the meeting point of the circles.

4. Fold the instructions accordian style, back and forth so that the final instructions form a circle shape
that should fit neatly into the Heck Meck tin case.



