=
A mutton-minding dice game to get @

the best cards for 2 to 6 sheep connoisseurs, |0 years and up

Since [acques, the sheep-shearing commissioner of the herd, has been given a present of new scissors, the “Snips 2010”, the
sheep fear him more than ever. He constantly wants to get to their wool. For this reason, the head ram, Roger, announces

that from today on, all sheep may defend their coats. Who performs well can keep covered.The one who gambles
unsuccessfully does not escape unshorn.Wool rules! Let the wool times roll....

Materials and Preparation

Back Front

60 playing cards "

i -. g ) P dhou 6 bidding tables
8 sheep dogs one sheep car j/ are shuffled face up. Each player gets

-~ one of them ...
- ) y i.-. ;B\h
are shuffled together and put in the middle of the <t .7 _ -
table face down as a draw pile. y . \ ... and takes, in addition, one of the

_ 6 miniature clips. Put the remaining
o 25 wool chips P g bidding tables and clips baclc in the
4\~ Each player takes two of them and & e

\'u‘;t.}c; places them in front of him. Put the D10 D8

~ remaining W"':;' th'P; """"tlt"h,the 3 dice — One [2-sided die, one 10-sided die and
-::Iramf]g pile as+the stoci Eaciwool ctilp counts: Q2 one 8-sided die await their entrance. The total
one victory point S als? b e to maximum amount of the dice roll is 30.
improve the outcome of the dice roll.
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Object of the Game

You roll the dice for the most valuable sheep cards.The player who believes he is capable of getting the optimum
outcome from his dice roll may start. If he succeeds, he may choose from the best cards. If he shoots below the
goal he has set for himself, the other players with lower dice roll results may “‘graze” these cards. Whoever goes
last hopes that all the others before him have overextended themselves; he does not roll the dice, but just takes
all that's left.

In the end of the game, you may count sheep (points). In addition, you get points if a sheep dog guards your herd,
If you have more than one dog, you should supply them with a bone.The player who has the most points wins.

The rules for 3 to 6 players are explained here.
You'll find VOLLE WOLLE for 2 players at the end of these instructions on page 8.

The Course of the Game

In each round you do these 3 actions in the following order:
I) Lay out cards

2) Make bids

3) Roll the dice

1) Laying out cards
From the draw pile, pick one more card than the number of players and lay the cards face up on the table.
(For the last round in the 6-player game, the remaining four cards are put in the middle of the table.)

lllus. In @ 5-player game, put é cards face up in the middle of the table.
2) Making bids

Each player, by means of his miniature clip, secretly marks a bid on his
bidding table. After that, players reveal their bidding tables at the same time

and loudly declare their bid. Later, you have to match your bid by rolling llus.
the dice. The rank of the bids determines the order of play of the dice rolls Katherine’s
that follow; players with higher bids go before players with lower bids. bid is 20.
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What happens if the bids are tied?

If more than one player has made the same bid, the number of sheep decides the order of the turn: players with
a lower number of sheep roll the dice before players with a higher number of sheep.

lllus.As long as you have not yet gotten any sheep card(s) from
the middle of the table, you'll find your number of sheep on the
back of your bidding table.As soon as you have collected your

: === first sheep card, the number of sheep shown on the top card of
Back of the Sheep herd your sheep herd collecting pile applies. (See “What you do with
bidding table (collecting pile) the cards”, page 5.)

What does the bid 26+ mean?

The player who bid 26+ puts a wool chip in the stock, and goes first.A player who doesn't have any wool chip

cannot bid 26+.

If more than one player bids 26+, each of them first puts a wool chip in the stock.Then, also in this case, the

number of sheep determines the order of play.

3) Rolling the dice

The player who made the highest bid starts. After that, the player with the second highest bid follows, and so
on.The object of rolling the dice is to match or exceed your bid. If you succeed, you get cards from the middle
of the table. (This applies also for the bid 26+ — as for the bid 26: If you achieve a result of 26 or more, you get

cards from the middle of the table.)
To do so, each player, except for the last one, has three chances to roll the dice:

st try

You roll all three dice.Then you find out your result (see page 4). If, in doing
50, you at least reach your bid, you get any three cards from the middle of the
table. This ends your turn.

279 iry (takes place only if you didn't get any cards in the first try)

You leave one of the dice from the first roll and roll the other two dice again.
If you at least reach your bid now, you get any two cards from the middle of
the table. This ends your turn.

Illus. Steven needs a second
attempt to roll the dice. He leaves
the 8 and re-rolls the two
remaining dice.




379 try (takes place only if you didn’t get any
cards in the second try)

You leave also one of the two dice from the
second roll and re-roll the third die for the last
time. If you at least reach your bid now, you get
any one card.This ends your turn.

Nllus. Steven puts aside
the 9 after his second
atternpt. Now he rolls
the yellow die for the
third time.

If you don’t reach your bid after three dice rolls, you don't get any cards but, instead, you get a wool chip from
the stoclk.This ends your turn.

If you go last, you don’t roll the dice and don’t get a wool chip either. Instead, you immediately get all
the remaining cards on display. If there are none left, you miss out.

How you find out your result

* You always add up all three dice.
* After each of your dice rolls, your results can be altered
by means of your top sheep card and the use of your
wool chips.
= In case you have a plus on the top sheep card of your
sheep herd, you may add this to your dice result.

= Besides this, you may always improve your results by
means of your wool chips. Each wool chip that you put
into the stock increases your result by one point.

* If you have a minus on the top sheep card of your sheep
herd, you have to subtract this from your result.

ATTENTION! If your result after the third dice roll is below |4, you have to take all black sheep from
the middle of the table, provided there are any. In this case also, you get a wool chip. Of course, you may
use a bonus and wool chips to reach 4.
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What you do with the cards

You build a collecting pile in front of you of all sheep cards you get in the course of the game.This pile is your
sheep herd.Whenever you get sheep cards from the middle of the table during a round, you sort them
immediately in any way you like and put them on top of your sheep herd. If you want to know whether you
already own certain sheep cards, only your memory can help you,

because: It is not allowed to check your sheep herd later.

When you get sheep dogs, you place them next to the pile of your sheep herd, singly and visible to all players.
When you get the bone, you place it face up next to your sheep herd as well.

lllus. Sheep herd, sheep dogs, bone
A sheep card of your sheep herd might show a plus, a minus, or a bone symbol in the upper right hand corner.

* Only the plus or minus on the top card of your sheep herd counts.

« If you get a sheep card with a bone symbol from the
middle of the table, however, you may immediately —
and only once — take away the "bone” from its
current owner (only, of course, if another player
already has the bone). If your top sheep card shows
a bone symbol in the upper right hand corner, this
has no meaning at all. P sr

lllus. Steven’s top sheep card shows a
+2 bonus. He can take advantage of
the bonus as long as this card is lying on
top of his sheep herd.

lllus. Connie takes the sheep card with the bone symbol, along with
other cards, from the middle of the table, and immediately grabs
the bone from Steven.
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