Game Rules




INTRODUCTION

Based on the video game Not Not — A Brain-Buster
Created by Alt Shift

Developed by Igiari and Alt Shift

lllustrated by Mathias BAGLIONI

Translated by Abigail GILLEN

Not Not is a fast-paced game for 2 to 8 players, 14 years and up.
about 20 minutes.
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) OVERVIEW AND GOAL OF THE GAME

Not Not is a game of quick thinking that It's up to you to:

combines orientation, logic, and reflexes, & filter out irrelevant information that slows your reaction time;

based on two cognitive biases: 4 be the fastest to tap the card that meets the criteria given by
& multiple negations the dice.

4 incongruent words* The goal of the game is to have the most cards in front of you by the
end of the game in order to win.

' There are 4 levels of difficulty in this game:




FIRST GAME

Set aside the three Rule cards (Not Not, Arrow, Liar), along with the Negation die that goes with the Not Not card. The rule
cards are easy to tell apart from the others by the black backgrounds and cubes, and are used to mark the increasing
difficulty during your first game.

Not Not Card  Arrow Card Liar Card Negation Die

one at the bottom, one on the left, and one on the right. The space in the middle will be used to place the deck that you'll

@ Shuffle the Portal cards and arrange 4 of them in the shape of a cross, leaving a space in the center. Place one at the top,
make in the next step.

At any point during the game, there can only be one Void card
(card without a portal drawn on it) on the table. If a second Void
~card is drawn, replace it with the next card in the deck as many
times as needed so that there is only one Void card among the 4
cards around the central stack.




To form the central deck, shuffle and divide the remaining cards into 3 roughly equal stacks. Make sure to mix up the
direction of the arrows on the backs of the cards.
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Place the Liar card on one of these stacks. €Y Place a second stack, with the Arrow card on top, over this first. €
Lastly, shuffle the Not Not card into the third stack Q and place it on top of the other cards in the deck.

=




GAMEPLAY

During each round, roll the special dice. The first person to tap one of the cards that matches the criteria of the dice wins
that card then places it in front of them. If it's impossible to tell who tapped it first, either on the same or different cards,
each person in the tie takes their cards. If the tie concerns only one card, one person will take another card from the 4
surrounding the deck (must choose Void card first).

These cards represent the number of points won by each player.

Anyone who mistakenly taps a card that does not match the dice criteria has to give up one of their point cards. If
they don't have any cards, nothing happens.

Example: UP and RED, you must tap either the card
above the deck, or a card with a red portal.
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If one side has a direction and/or color and the other side is
“Nothing’, then only the direction and/or color is considered.
In this case, action wins over inaction, so you must tap a
card that meets these criteria.

Example: NOTHING and RED, you must only tap the card
with a red portal.

If both sides are “Nothing’, then nothing happens and you
don't tap on anything.

IMPORTANT

R 2 need t

NOTHING  +

RED




When the Not Not card is drawn, put it back in the box and pick up the Negation die that was set aside at the start
of the game. Now there are three special dice to roll each turn.

The Negation die applies to both Criteria dice.

@ fthe Negation die lands on a Nothing side, play as you would
in Discovery mode.

4 [f it lands on a NOT side, it's a simple negation and you must
do the opposite of what is shown on either of the Criteria
dice.

Example: NOT, LEFT and GREEN. You must NOT tap on
the card on the left or on the card with a green portal
(this means, you have to tap on a card that's above, to the
right, or below. You could also tap on a card with a red,
blue, yellow, or white portal).

If the card on the left has any color portal other than
green on it, you can tap it because you'd be respecting
the NOT + GREEN combination.

Reminder: at least 1 of the 2 criteria has to be met,
not necess e time!
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4 |f a NOT NOT side is showing, it's a double negative, which is

equivalent to the affirmative, so you play as normal. The
double negative is simply to add confusion.

NOT NOT

Example: NOT NOT, RED and NOTHING, you can only tap
a card with a red portal. NOT NOT RED = RED et NOT NOT +
NOTHING = NOTHING.

NOTHING RED

Reminder: action wins over inaction. L y

Example: NOT NOT NOT, DOWN et BLUE, lyou must NOT
tap on the bottom card or a card with a blue portal (so,
you have to tap on the card above, on the left or right, or
on a card with a red, green, yellow, or white portal).

If the card below has any color portal other than blue, you
can still tap it since the combination of NOT NOT NOT +
DOWN is respected.




ADDITIONAL RULES

When the arrow card is drawn, place it back in the box. From now on, the directional orientation will change with
each round of the gam

Use the arrow on top of the deck to determine the new "up" for this round. With this new direction (up), you can work
out the other 3 directions: left, right and down, relative to the central deck.
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@ If the card on top of the deck does not have the Liar symbol
(®) on the back, play the same way as the DIFFICULT level.

@ [f the card on top of the deck does have the Liar symbol Q)
on the back, do the opposite of what the criteria dice say.

Example: Q) , YELLOW and RIGHT, you CAN'T tap a
yellow card or the card to the right (so, you can tap a card
with a red, blue, green, or white portal on it, or on the card
above, to the left, or below).

If the card on the right has any color portal other than
yellow, you can still tap it because the combination of
Q + YELLOW is respected.

Example: &), NOT NOT NOT, DOWN and BLUE, you have
to tap either the bottom card or a card with a blue portal



END OF THE GAME

When there are no longer enough cards in the central deck to fill the 4 spots around it, the game is over.

Whoever has the most cards in front of them wins the game. In case of a tie, the tied players all win.

For your next games, depending on the skill level of the people around the table,
choose how difficult you want the game to be by applying the following constraints:

Negation die
Negation die + Arrow card
Negation die + Arrow card + Liar symbol
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