Salty Rules

Age: 10+
Number of Player: 3-4
Game Duration: 20-30

"Condiments" that are indispensable for finishing dishes.

Skillfully acquire the "just right" number of seasonings that match your chosen dish. However,
the "salinity (number)" that can win tricks will change, so be careful...!

1 Game overview

e |tis a "trick-taking game" in which the winner is determined by the strength of the card
played (a trick is won).

e "Bid format" to predict the number of tricks (cubes) won at the start of the round.

® [tis anirregular "must follow" in that players must play a card of the same seasoning
(color) as the "previous player", not the first player.

e Once everyone has played one card, the trick winner will be determined.

e The winning player gets a cube of the same color as the card that won the trick.

e A round ends when all the cards in your hand are used up. Calculate the score based on
the acquired cubes and write it down in a memo.

e The game ends when a number of rounds, same as the number off player, has been
completed. The player with the highest total score wins.

2 Game content

A) seasoning cubes... 20 pieces (4 types x 5 pieces each)
white: salt
black: sauce
red: ketchup
yellow: mayonnaise

B) Seasoning bag ... 1 piece

C) Seasoning rank card... 1 sheet 91Tmm*128mm

D) Seasoning cards: 48 cards (4 types x 12 cards each: 1 card for each number from 0 to 5.5)
63mm *88mm

E) Cooking card - - - 6 sheets (1 type x 1 sheet each: back side is common "0 cube prediction")
F) Summary card- - -4 sheets *1 sheet per person: printed on both sides 91Tmm * 128mm

G) manual... 1 sheet (main sheet)



1 Game Preparation: Seasoning Cubes

Distribute one F "summary card" to each player.

@ Put A "seasoning cube" into B "seasoning bag" and mix well.
% Put all cubes (4 colors x 5 each = 20).

@ Randomly take out the number of “Seasoning Cubes” according to the number of players and
arrange them on the G “Seasoning Rank Card".

4 players: 10 cubes

3 players: 12 cubes

Leave the remaining seasoning cubes in the seasoning bag aside
Chose your favorite side of the "Seasoning rank card"

2 Game Preparation: Seasoning Cards
Shuffle the "seasoning cards" and distribute them to each player as a hand.
>> 4 players: Use all cards (48 cards) - - - Distribute "12 cards".
>> 3 Players: Remove "5.5" cards (4 cards)... Distribute "14 cards".
% Place the remaining 2 cards face up on the edge.

Each player checks the cards they have been dealt. Sorting is OK! Confirm by yourself!
4 players: 12 cards
3 players: 14 cards

When playing with 3 players: Exclude the "5.5" for each seasoning.
When playing with 3 players: Place the remaining 2 seasoning cards face up on the edge.

3 Game Preparation: Cooking Cards

The person who recently bought salt becomes the last player. Or decide the "Last Player" by
any suitable method.

@ Arrange 6 E "Cooking Cards" on the board with them facing up. (The reverse side is
commonly "0 cube prediction"). From the "last player (last turn)", select and acquire E "cooking
cards" one by one counterclockwise.

After every players choose a card, each player decides which face to use and all reveal it at
the same time. Keep the revealed E "cooking card" at hand. * Place the remaining E "cooking
cards" aside.

4 Game Preparation: Before the Round Begins

Before the round starts, choose 2 cards from his D "Seasoning Cards" in his hand and discard



them. Discard cards are placed face down aside with all other players' discard cards.
x Cards that have been discarded cannot be checked during the game.

@ Start the first trick with the “Start Player” who is the player to the left of the “Last Player”,
The turn proceeds "clockwise" from the "Start Player".

Look at the number of "cooking cards (expected number of acquisitions)" and "seasoning
cubes" and decide carefully which "seasoning cards" to be thrown away!

1 How to play the game
The Start Player chooses one card from his hand and plays it. (You can play any card)

@ The second player must play a card of the same seasoning as the one played by the previous
player (here, the Start Player). If you don't have it, you can play any seasoning card from your
hand.

@The 3rd (4th) player, not the Start Player, must play a card of the same seasoning as the
previous player. If you don't have one, play any seasoning card from your hand.
% You can also play cards of the type that have already appeared during this trick.

2 Determining Trick Winner

Once all players have played one card, the trick winner is determined.

[1] Determining the winning seasoning(s): Among the cards in play, the “majority” seasoning
wins. If the number of cards is the same (2:2,1:1:1:1), it is a draw. Proceed to the next judgment.

[2] Among the winning seasoning(s): The card with the "salinity (number) closest to the number
of salt cubes" on the "seasoning rank card" wins. If there are multiple cards with the same
salinity, the one with the lower salinity (number) wins.

[3] If the remaining cards have the same saltinity (number), the player who plays the card with
the higher "strength of seasoning (salinity concentration)” wins.

% Strength (salinity concentration) The strength is in descending order of the amount of sodium
contained when measuring with the same amount.

[Example] When there are 4 salt cubes
"Salt cube is "4" The salinity (number) that is the standard for trick judgment is "4"

Strength of seasoning itself (salinity concentration)

@ Look at the number (majority) of each seasoning on the table.



<< Since it was all 1 piece, the judgment of @ is a draw. Proceed to salt content
(number) determination.

@ Look at the salinity (number) that is closest (smallest difference) to the number of “salt
cubes”.

<< If the number of salt cubes is "4", the closest value is "4" (0 difference). If there is no
"4" the next closest values (0.5) "3.5" and "4.5" remain.

When there are multiple closest values, the lowest salinity (number) wins.
<< In the case of “3.5" and "4.5" "3.5" with low salinity remains.

@ If the same salinity (number) remains, judge by the strength of the seasoning itself
(salinity concentration).
<< "Sauce (3.5)" with higher salinity wins!

3 Acquisition of Seasoning Cube
The player who wins the trick receives one "Seasoning Cube" that matches the "Seasoning

Card" he or she played from the top of the "Seasoning Rank Card" and places it on the plate of
his "Cooking Card".

Notes

>> You receiving nothing when there is no corresponding cube.

>> Place the acquired cubes on the plate of the "cooking card" immediately after receiving
them. If the plate is full, place it next to the "cooking card". (Cube placement cannot be
changed)

>> |f you get a "salt cube", the "salinity (number)" for trick winner determination will change, so
be careful!

The player who won the trick collects the "seasoning cards" used in this round and puts them
in a face-down pile at hand. You can only check the number of used cards that you have on
hand. (You cannot check the cards in the hands of other players)

The player who wins the trick becomes the Start Player of the next trick. Choose any card
from your hand and play it to start the next trick. (There is no need to follow the card played by
the last player of the previous trick)

4 Scoring

M When all the cards in your hand are used up, one round ends. Check the "Seasoning Cube"
you have acquired and calculate your score.

[1] Seasoning cubes on the plate = 10 points each



[2] Condiment cubes that overrun the plate = Minus 10 points per piece
[3] Acquired the exact number of dishes = "Perfect bonus" for each dish (Scores vary depending
on the dish. Add the additional points listed on the card x the number of cubes)
Example: 4 dishes were perfect... 10 bonus points x 4 cubes = 40 points
[4] Cooking cards with 2 to 4 dishes = 20 points of "type bonus" for each type (color) of
seasoning cubes on the plate (can be obtained even if the number of dishes is not exactly not
included in 1 type)
[5] Get 100 points for the number of people who showed a 0 side with a successful O cube
prediction

1 person: 100 points

2 people: 200 points

3 people: 300 points

4 people: 400 points
x |f you get a cube with a O cube prediction, the number of cubes you got x minus 10 points.
Negative points will be carried over to the next round as points, so be careful!

% The maximum score you can get with this card... Let's use it as a reference when choosing a
cooking card!

Scoring example: When the dish card is "French fries (4 dishes)"

[7] Number of cubes on plate 10 points x 4 = 40 points

[2] Number of cubes over the plate 10 points x 0 = 0 points

[3] Perfect bonus (for 4 dishes) 4 pieces x 10 points added = 40 points

[4] Type bonus (for 4 dishes) 4 types (color) x 20 points added = 80 points
Total score of [1]~[4]: 160 points

[7] Number of cubes on plate 10 points x 4 = 40 points

[2] Number of cubes over the plate 10 points x 1 = -10 points

[3] Perfect bonus (for 4 dishes) No bonus = 0 points

[4] Type bonus (for 4 plates) 3 types (colors) x 20 points added = 60 points *Only refer to the
cube on the plate

Total score of [1]~[4]: 90 points

5 End of Round

After making a note of the score, prepare for the next round.

@) The “Last Player"” for the next round will be the player with the lowest current total score. In
case of a tie, the player with the lower score from the previous round becomes the "Last Player"
and starts collecting cooking cards counterclockwise from that player.

5 Game End



The game ends when a number of rounds as the number of players is completed.

@ The player with the highest total score wins.

In case of a tie, the player with the higher score in the final round wins. If it's still a tie, share the
win!

Remarks: How to use the seasoning rack card

The "seasoning rack card" has A side and B side, but there is no change in the rules regardless
of which one is used. Side A is a normal pattern, side B is a list of salt content (numbers)
strengths and weaknesses, with numbers close to the number of salt cubes lined up from the
top.

x The summary also lists the order of salt content and seasonings as well as the B side.

A side
Number of salt cubes = measure of salinity (number) strength
Salinity concentration (final judgment), Stronger from left

B side

Number of salt cubes = measure of salinity (number) strength
Quick reference table for strength of salinity (number)

Salt concentration (final judgment)

% Numbers are in order of strength, The strongest is "salt"

If you have any questions, feel free to contact us via Twitter email.
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