COMPONENTS

s

Courl:yard Tower
(4 Pillars, 1 Bottom Level Board,
2 Midd]e/Top Level Boards)
52 Color Cards
(13 Cards x 4 Colors)

OVERVIEW

Every spﬁ'ng, celebrants
ga’ther to spreacl color and
cheer cluﬂ'ng one of India’s
most vibrant festivals. With
your friends, move around
the festival ground.s Hu*owing
colored “gu]aa]" powcler onto

each other and the crowd. Aim

hi gher and let your color fall

from above on as many peop]e
100 Color Tokens
(25 x 4 Colors)

as you can. For Holi is a time
for p]ayfu] mischief and a little
fﬁencﬂy riva]ry is just what the
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In Holi [hoh-leel], p]ayers gain AN

]'oy (as poin’cs) by throwing color 4 P]ayer Markers
on the boards (hi gher levels v

are worth more poin’cs), get’cing
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festival calls for...
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color on others, and from
coﬂec‘cing sweets. The p]ayer
with the most points after each

p]ayer can no ]Oﬂ.gET H’LTOW CO]OT

wins the game.

LEARN TO PLAY Score Track &

We'll teach you how to pl ay: 4 Score Markers e o
FLOODGATE.GAMES/HOLI

First P]ayer Marker




COURTYARD ASSEMBLY

Prepare the Boards (first time): Each board has 4
ed_ge pieces (2 with number gria. labels, 2 with letters)
that snap into the ed_ges. Choose whichever side is

prefere& face—up - gri& labels (keeping numbered

sides on opposi’ce sides, etc.) or no labels. Snap the 4
ieces with crowd texture into the top ed_ges of one

board. The other boards are identical, snap 4 ea.ge

pieces with roof texture into each. ‘ 57 W %A

Assemble the Courtyard (every time):
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After inserting the final piﬂar, stand the Cour’tyara.
Tower upri gh’c and continue setup.



GAME SETUP
1. Place 1 Sweets Token in each of the 8 spaces

shaﬁ'ng a side with the corner spaces on the

Middle Level.
2. Place 2 Sweets Tokens in each of the 8 spaces

shaﬁng a side with the corner spaces on the

Ground Level.
3. Reveal upto3 Riva]ry Cards face—up so all p]ayers

can see them. We recommend 2 Riva]ry Cards,
but this step is oph'ona] and can be s]dppe& for
a simp] er gamep] ay experience. Cards can be

selected at random or ham&—pi cked.

4. Whoever is wearing the most colorful c]ot]u'ng
is the 1st P]ayer. Give that p]ayer the 1st P]ayer
Marker.

PLAYER SETUP

Give each p]ayer all components of their chosen color:

5. Their P]ayer Marker, p1acea. n amy open cormner
space of the Ground Level.

6. Their 25 Color Tokens. These form their Color
Supp]y.

7. Their 13 Color Cards, shuffled toget}ter and p]aced.
face-down to form their deck. Each p] ayer should
draw 1 Color Card from their deck to form their
Hand.

8 1 He]per Card
GAMEPLAY SUMMARY

Pl ayers take turns perfoming actions, includin
Throw Color, Move, and Climb Up. After ’caking their
actions, the p] ayer draws from their deck until they
have a hand of 3 Color Cards. The game ends after
each p] ayer can mno ]onger Throw Color (’chey're out
of their Color Tokens or out of Color Cards). Pl ayers
score points for their color on each level (1, 2, and 3
poin’cs, respech‘ve]y, for each level going up). They also
score 2 points for each of their Color Tokens on other
p]ayers, from coﬂech'ng more Sweets Tokens than
others, and accorch'ng to any Riva]ry Cards.

GAMEPLAY
Beginm'ng with the 1st P]ayer and proceea.ing

clockwise, each p] ayer perfom’ns one or more actions,
then fills their hand until ’chey have 3 cards. Actions
may be performed in any order but may not be
repeate& cluring a turn.



ACTIONS

THROW COLOR (MANDATORY)

Throw your colored powa.er, water balloons, and
buckets of colored water in the air, gaining joy for
getting your color on the crowd (p] aced on the
boards) and other p]ayers.

Color Cards are p] ayed. to p] ace Color Tokens onto the
board and other p] ayers, but cm]y if the pattern fits.
This action is mand_a‘cory; ifa p] ayer cannot Throw
Color on their turn, H’Ley proceea_ to END GAME.

PLAY A CARD FACE-UP
Color Cards show the pattern of spaces that Color

Tokens will land in.

1. When p] aying a Color Card face—up, your marker
must rep] ace one of the filled-in spaces in the
pattern. For the other filled-in spaces in the
pattern, p]ace Color Tokens of your color from

your supp]y onto the board into each of the empty

spaces (or spaces with Sweets Tokens).
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The remaining filled-in spaces must not have a
Color Token a]ready in them on the board (spaces
with a P]ayer Marker or Sweets Token are just
fine).

|

o, P]ayers may rotate the card to choose any of the

four orientations of the pattern.

4. After p] acing Color Tokens, p] ace the card face—up

near your deck to form your Discard Pile.
Some Color Cards have a %7 in the pattern. When

p] aying these cards, your marker must rep] ace the i’
in the pattern instead of one of the filled-in spaces.
Note: These cards drop more Color Tokens, but are less

flexible.

Note:

e Fach space will only ever have at most one Color
Token.

o Color Tokens may be placecl on Sweets Tokens.

. P]ayers do not collect any Sweets Tokens when
Color Tokens are p]aced on them.

o Ifa player does not have enough Color Tokens in
their supply, they p]ace as mamny as possib]e.

o While filled-in spaces in a Color Cardss gricl
must all be a]igned over the boards gricl, empfy
spaces do not need to be a]igned over the gricl.

o Ifa player runs out of Color Tokens, fhey are
done faking actions for the rest of the game.

DIRECT HIT

If a Color Token would be p]acea. in a space with
another p] ayer's Marker (5), instead p] ace that Color
Token in the Color Supp]y of the p] ayer who was hit.
Award 1 poin’c to the p] ayer who hit them, moving
their Score Marker up by 1 on the Score Track.

Note:

e The bonus point is on]y awarded if a p]ayer hits
another player on their same level.

e Each Color Token in another playerfs supply
gives its owner 2 points at the end of the game.



DIRECT HIT EXAMPLE

MIDDLE & TOP LEVELS

Throwing color on the Middle and Top Levels may
cause tokens to fa” to the level below, more on this
below in the FALLING COLOR section.

MOVE (OPTIONAL)

Move and dance H'Lrough festival groun&s,

=g

coﬂec’cing any sweets and ge’c‘dng color on you
from the crowd in the space you move to.

#* A p] ayer may move their Pl ayer Marker to any

> L 1POINT
FOR BLUE

space on the Tevel they are currenﬂy on, except to

a space con’cau'm'ng another Pl ayer Marker (emp’cy

PLAY A CARD FACE-DOWN spaces, spaces with Sweets Tokens, or with any
p] ayer’s Color Token are just fine.

A p]ayer may instead p]ay a Color Card face-down
from their hand to p] ace a sing]e Color Token.

T p]ayer moves to a space with Sweets Tokens
(6), that p]ayer collects those Sweets Tokens,
p] acing them in their Color Supp]y @A)

* Ifa p]ayer moves to a space with a Color Token,

* When P]a)”‘“g a Color Card face-down, you may that p]a.yer collects the Color Token, p]acing itm
p] ace one Color Token in a space on your level (am/ their Color SuPP]Y'
distance away).

# This token can be p]ayecl in an empty space or a Note: '
space with Sweets Tokens (not in a space with a o Pl ayers may collect fhen‘,own Color Tokens.
Color Token or Pl ayer Marker). These may be P laced dgdimn as normal.

e Color Tokens from another p]ayer in a Color
Supp]y cannot be playecl and will give the other
player 2 points each at the end of the game.

. Players gain 5 points for each player with fewer
Sweets Tokens than them at the end of the

# After p] acing the Color Token, p] ace the card face- game.

down into your Discard Pile.

#* You may on]y p]ay a Color Card face-down if you
did not p] ay one face-down on your previous turn
(the top card of your Discard Pile must not be

face-down).



CLIMB UP (OPTIONAL)

Hei gh‘cen the celebration, c]imbing up in the
cour’tyard_, au'ming hi gher in the sky, and ]ayering

YOLLT CO] oron ’the CT‘OWd_.

When surrounded by Color Tokens, a p] ayer may
choose to climb upa level and aim hi gher in the sky.

# IfaPl ayer Marker is surrounded on 4 sides

(or’chogonaﬂy, not di agonany) ]oy spaces with
Color Tokens (of amny p] ayer's color), that p] ayer
may move to the corresponding space on the next

hi gher level.

* A p] ayer may not Climb Up if another p] ayer's
Marker is in the correspon&ing space on the next

hi gher level.
# Omncea p]ayer has Climbed Up, they may not

return back down to a lower level.

Note:

o Players may never C limb Up from the eclge or
corner spaces.

° Players do not collect any tokens from levels
below as they move.

FALLING COLOR

When throwing color on the Middle and Top Levels,
thereisa possﬂoﬂity the Color Tokens will fall to the
boards below.

# Omnce a Color Token is p]acea,, check the

correspon&ing space on the level below.

# If there is no Color Token on the correspon&ing
space on the level below, the token faﬂs and is
p] aced in that space on the level below.

# If at any time a p]ayer has a Color Token in the
correspon&ing space above them, p] ace that Color
Token in their Color Supp]y instead of on the
board. This does not award the bonus point fora
Direct Hit.

# If the Color Token fell from the Top to the Middle
Level, check the Ground Level—if there is no
Color Token in the correspondjng space below on

the Ground Level, the token falls again.
00000

1. Tokens will not fall if there is a token d_irec’t]y below.
2. Tokens can fall 1 level, then stop.
3. Tokens can fall 2 levels.

4. Faﬂing tokens hit p]ayers instead of faning again.

5 When a p]ayer moves to a space with tokens above

it (5a) those tokens fall onto them (5b).
6. Color Tokens can fall ’chrough Sweets Tokens.

Note: Sweets Tokens never fall -- they're sh'cky.’



ENO OF TURN

After performing their actions, the current pl ayer
draws cards from their Color Deck until they have

3 Color Cards in hand (usuaﬂy this is just &rawing 1
card), if able.

If the current p] ayeris either out of their Color Tokens
in their Color Supp]y or out of Color Cards in their
hand, they procee& to the END OF GAME.

The next p] ayer clockwise ]:)egins their turn. If ’chey
have reached the end of their game, p] ay continues to
the next p]ayer clockwise, and so on.

ENO OF GAME

The game ends for a p] ayer when ‘chey cannot Throw
Color, or at the end of their turn if ﬂtey are either out
of their Color Tokens in their Color Supp]y or out of
Color Cards in their hand.

When all p] ayers have reached the end of their game,
procee& to SCORING.

SCORING

Score for each p] ayer, award_ing points ]:)y moving
their score marker al ong the score track,

based on the chart to the ri ght.
The p]ayer with the most points wins!
Ties are broken ]:»y the p] ayer with the most of

their color on other p]ayers, then By most sweets

collected, then ]oy p]ayer order.

Reminder: P]ayers may have gainecl points cluring
the game from Direct Hits.

CELEBRATE!

Spread_ joy by sharing a pho’co of your # HoliGame
board—be sure to tag us @F]oodga’ceGames.

SCORING

P]ayers gain Joy for their achievements.

EACH COLOR TOKEN
ON A COURTYARD LEVEL:

3 POINTS
2 POINTS
1 POINT

FOR EACH COLOR
TOKEN IN ALL OTHER
PLAYER’S COLOR SUPPLY

FOR EACH PLAYER WITH
FEWER SWEETS TOKENS




RIVALRY CARDS
Ramp up the fri en&]y ﬁva]ry of the festival by

a&&ing Riva]ry Cards, giving more varie’cy and
strategic choices each time you p] ay by a&c]jng

ru]e chamges an& new ways to score.

Duﬁng setup, choose up to 3 cards to use—more
cards will add more changes. These can either be
selected by choice or at random. It's recommended to
have at most one card labelled "Rules”

Pl ayers should familiarize themselves with the
changes these cards make, as they &ras’dcaﬂy alter
each games strategy. Set up and p] ay as normal
(unless indicated otherwise), paying attention to the
effects of these cards.

ABOUT THE HOLI FESTIVAL

Holi or the “Festival of Color” is an ancient Hindu
festival cel e]orah'ng spﬂ'ng, ]'oy, p] ayfu]ness. and color.
While different regions of India and Asia celebrate

in their own ways, a hallmark of the festival is the
profusi on of color, be it bri gh’c “rango]i" patterns on
floors, or the ]'oyous “color battles” held &uﬁ'ng the clay
of the fesh'va]. where fOHQS of all ages smear, spray, pour,
and throw a rainbow of powclers and ]iqui&s—amcl m
more modern times, water balloons—onto each other.
Mess and a profusion of color reign.

The ori gin of the festival can be attributed to many
different stories (the defeat of an evil king ‘chrough
guﬂe and magic ]oy Lord Vishnu, in the form of

a Man-Lion; and the attempt of Lord Krishna to
color his beloved Radha’s skin to match his own
blue comp]exion are two of the most popu]ar ones)
and modern Indians treat Holi as a time for joyous
celebration of the return of spring.

NOTE FROM THE PUBLISHER

Our intention for this game s to sprea.a. the joy that
comes with the Holi festival, and allow more peop]e to
connect with this ancient Indian tradition ’chrough a
different lens. We hope it ]:m'ngs joy to your friends
and famﬂy all year ]ong. To learn more about our
devel opment process for this game, p]ease visit our
website: FLooDGATE.GAMES/HoOLI
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