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Game that Sticks!
1. Milestone

Players: 1 or more Ages: 8 years oId and up Play time: 15 minutes

Game Overview

<Milestone> is a game in which players write numbers on a piece of tape pasted on a table.

Everyone works together to complete the game. You can also play alone.

Game Preparation

1) Stretch the tape vertically (from front to back) on the table.

*It is recommended to apply the tape directly on the table to make it

easier to write numbers.

For the first game, stretch the tape to a length of 10 areas.

*The tape is divided into several areas.
2) Stretch the tape again vertically and affix it.

The two tapes should be parallel and have the same length.

The two tapes should be about one fist length apart. e
3) Prepare the special pencil (Dicil, a portmanteau-word made f’f?

. . o One fist ' )
of Die and Pencil). %2;,,’ ;

If you do not have one, prepare a pencil and a die instead. %\j
)

Gx4
Zé
4) Write [1] in the square at the bottom of one of the tapes. ﬁﬁ{?

*Each section has a square or QR code written on it. T
5) Write [30] in the square at the top of the other tape.
6) Decide the turn order of rolling the Dicil in any appropriate way.

*This is not necessary if you are playing alone.

*The Dicil combines a pencil and a die.

-

How to play

Roll the Dicil from front to back so that it ends on both tapes.

*If you roll a pencil instead, roll the die at the same time.

Check the roll of the Dicil (or the die) and the area where it stopped.

*If the Dicil stopped across the boundary, please select the area on the far side.

You must change the roll in accordance with the effect of the area

where the Dicil stopped.

*You can use the effect on the left and right tapes once each.

*You may use only one of the effects or both effects.

Write the new number in the square next to the square that already )

has a number (the value on the die) written on it. ,

*If the square next to it is a QR code, write the number in the square next to 7 A square available
the QR code. . for your result
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<Effect Description>
...changes the value on the die to [the written value (2 or 5)].

g % z ...changes the roll to [the result of multiplying the value on the die by the written number]

If you do not wish to write the value in the square, you can freely choose one \ B
area with a QR code and put an "X" on it to pass. a\%
The effect of the area with an "x" cannot be used after this. S
If all the sections with QR codes are marked with an "X", any further passes will mean you lose
the game.

If the Dicil stops only on areas with an "X", you will be forced to pass.

*If all QR codes are marked with an "X" and the Dicil stops only in areas marked with an "X", you lose the
game.

If the Dicil stops on only one of the tapes, only one of the effects will be used to change the
value to write in the square.

*The square where the number will be written can be selected from both tapes, not just one.

*If the Dicil stops on a square marked with an "X", you must pass.

If the Dicil does not stop on either tape, you must roll again.
When a number is written on a square, the person's turn is over. Pass the Dicil to the next player.
*If you are playing alone, roll the Dicil again.

has been cleared
The game is completed when all the numbers in all the squares on both 5. e
.. . = 3 E
tapes are connected in increasing order from the bottom to the top. If = &= X*L

not, you lose the game.
Having same numbers in a row is still considered as losing the game.

Second and subsequent games

If you can clear the game, try your next game by extending the length
of the tape on the left and right by one additional area. As a final goal,
try to clear the game with a length of 15 areas!

Advice for clearing the game

* By rolling the Dicil diagonally, you can aim for two effects vertically
separated from each other.

» The effects of [=2] and [=5] are useful. Plan your paths carefully.

« If you are not sure which area to aim for, discuss with the other players.

If you have any questions or comments about the game, please contact us at info@fudacoma.jp
Game design: Yukiko Hono Artwork: Makoto Takami




