
CoNNNect is an abstract roll-and-write game. 
The players try to write numbers in zones and 
claim  as  many  Connects  as they can to get 
points.  Whoever gets the most points wins 
the game.
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End game: Claim at least 5   

จบเกม: เคลม                          อยางนอย 5 ครั้ง 

End game: Claim at least 5   

จบเกม: เคลม                          อยางนอย 5 ครั้ง 

End game: Claim at least 2   

จบเกม: เคลม                          อยางนอย 2 ครั้ง จบเกม: มีเส้นเชื่อมวงกลมอย่างน้อย 3 เส้น

End game: Create at least 3 Connected Lines.   
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PREPARATIONPREPARATION

Each Player takes one pencil and one Player Sheet, 
writing their name in the Name Box (top-left).

Shuffle all Connect-5 Shape Cards, then randomly draw
four cards and place them face-up in the center of  the table. 
Return the rest of  Connect-5 Shape Cards to the game box. 

Stack the Connect-5 Score Cards and arrange them in  
descending order (16 is on the top and then 14, 13 and 12)  

Shuffle each deck of  Objective Cards (A,B,C) separately, then 
randomly draw one card from each deck and place them 
face-up in a row in the center of  table. Return the rest of  
Objective Cards to the game box.

Place the Dice Card in the center of  table where everyone can see.

Randomly choose the first player and give that player all three dice. 
Now you are ready to play!
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The first player rolls 3 dice; all players write the rolled numbers in the 
setup spaces. The first player rolls 3 dice again; all players write the rolled 
numbers in the remaining setup spaces. 

These numbers can be used for 
claiming  Connects normally.
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Roll PhaseRoll Phase

Claim PhaseFill PhaseRoll Phase
twelve roundsThe game is played in twelve rounds . Each round consists of   

three phases:  Roll Phase ,  Fill Phase  and  Claim Phase .

GAMEPLAYGAMEPLAY

The active player rolls all three dice and choose one of  those dice to be 
the Zone Die; the other two dice will be called Number Dice. 
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Place the Zone Die and the Number Dice 
on the Dice Card in the specific spaces.

4 2 5

The Zone die is chosen from one 
of  the three dice. It determines 
which zone is activated in this round. 
Each zone consists  of   two columns  
or rows, marked by the dice face. 
(Zones 1,  2,  and  3  consist of  two 
columns while zones  4,  5,  and  6 
consist of  two rows.)

Zone Die
3

1

4
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Each player writes down the Zone Die
and the Number Dice in the Round 
Tracker on the left side of  the 
Player Sheet.
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Fill PhaseFill Phase

Each player (including the active player) MUST simultaneously write 
each number from each Number Die in the selected zone. 
The numbers can be written in any order, and do not have to be 
adjacent to each other. A player can use Free Action, Change Zone 
Bonus, and Move Number Bonus (see on page 12) to make filling the 
numbers easier; cross out the used Free Action or Bonuses. 
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There are nine Circles in the play area. At any time, you write numbers 
in all spaces around a Circle; you fill that Circle. This will give you one point 
per Filled Circle at the end of  the game. 
If  three Filled Circles align in a straight line orthogonally or diagonally,  
it is called Connected Line. This will give you two points  per line at the 
end of  the game. (Each Filled Circle can be used for multiple lines.)
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Free Action

In the Fill Phase, a player can play a Free Action when:

A player cannot write a number in the selected zone due to all 
spaces being occupied.

When a Free Action is used, the player crosses the leftmost box on 
the Free Action track. At the end of  the game, the player gets minus 
points shown on the leftmost available box. 
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A player wants to write a different number from that on a 
Number Die.

5

52

3 1

2

2 3 3 3

326
22

5

52

3 1

2

2 3 3 3

32633

��
������������
�����������
��
��
�����
��
�
������	��
����
����
	�
���
��
������
����
��
­�����������
����������������
����������33

6



7

�����
���������������������������������
���	�����������������	���������
��������������������	�����	������������������������

Claim PhaseClaim Phase

Players simultaneously claim the Connects by drawing the shape outlines 
using numbers in the play area. The numbers used MUST: be adjacent to 
each other; be arranged in ascending or descending order; or all numbers 
are the same. The claimed shape can be rotated or mirrored. If  a player
claims ordered numbers, adjacent numbers MUST be in the correct order.  

You can claim a Connect immediately or claim it in later round. 
Each number can be used for claiming ONLY ONCE.

Choose a Bonus in Connect-3 bonuses section and circle it.
The chosen Bonus can be used immediately or be kept for
a later turn (except for a Bonus with     , which MUST be used 
immediately).

Draw a shape with 3 numbers.

There are 3 types of  Connect :
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Next choose a Bonus in the Connect-4 bonuses section and 
circle it. The chosen Bonus can be used immediately or be kept 
for a later turn (except for a Bonus with     ,  MUST be used 
immediately).

Draw a shape with 4 numbers.

If  the Connect-4 is claimed for the first time among all players,
fill       and cross out       under the claimed shape; other players
cross out       . If  multiple players claim the same Connect-4 in 
the same round, all of  them fill       and cross out       .  

If  the Connect-4 has been claimed and       has not been crossed 
out, fill        below the shape and will get 1 point at the end of  the 
game.

If  either       or       under the claimed Connect-4 is crossed out 
and another is filled, do nothing.
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Draw a shape with 5 numbers (in which shapes are depicted on 
the Connect-5 Shape Cards) (setup step 2).

As soon as a player claims a Connect-5, that 
player writes the claimed shape's letter (printed on each card) 
in the topmost availeble Connect-5 Box on the player sheet. 
The player then writes the point depicted on the top Connect-5 
Score card in the       next to the written claimed shape's letter. 
If  multiple players claim Connect-5s in the same round (can be 
the same or different shapes), those players get the same score 
depicted in the score card.

Flip all the claimed Connect-5 Shape cards facedown. These 
facedown cards cannot be claimed throughout the game. 
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Each player checks the requirements on each of  the Objective Cards. 
If  the equirement is fullfilled write the points in the scoring section. 

Then the active player
passes all the dice to 
the player on the left. 
That player becomes 
the new active player.
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END OF THE ROUNDEND OF THE ROUND

Total the points for Connect-3, Connect-4 
and Connect-5.

Total points for full Lines of  rows or columns
that have the arrow symbol 

The game ends after the twelfth round. All players tally their points. 
Whoever gets the most points wins! In case of  tie, the player with the 
fewest negative points wins! If  still tied, share the victory.

END OF THE GAMEEND OF THE GAME

If  one or more Connect 5s have been claimed in this round remove the 
top Connect 5 Score Card from the game.
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7 18 16 3 6 6 4 4 3- - 6161

Total points for Filled Circle (1 point each) 
and Connected Line (2 points each).

Total points for fullfilled Objective Cards.

Minus points depicted in the leftmost 
available box on the Free Action track.
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Credits

Effect
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Bonuses

Claim PhaseFill PhaseBonuses can be used in the Fill Phase and the Claim Phase . Whether 
the claimed bonuses are used or not, at the end of  the game, they will 
give you points indicated in       . 

When a claimed bonus is used, cross it out and apply its effect.  
The bonuses with        MUST be used immediately after it is claimed. 
All bonuses only apply to the player who uses them.
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