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RULEBOOK

Build an engine, upgrade pieces, perfect your strategy.

32 white puzzles

20 black puzzles

90 pieces (10x each of the 9 shapes)
4 player mats

In Project L, you complete puzzles with
your pieces to earn as many points as you
can and win the game.

Points for completing
the puzzle

The recessed area
you have to fill

Pieces

Each player starts with just two pieces.
During the game, you build your supply of
pieces so you can complete increasingly

difficult puzzles and earn plenty of points.

Puzzles

A puzzle is completed when you fill its re-
cessed area with your pieces @9. After
that, take all your pieces back &3, place
the puzzle aside, and reap the rewards:
points &) and a new piece

Puzzles
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Level 4

Level 3

The piece you get
as a reward

Get your pieces back once you
complete the puzzle
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Take all the white puzzles and create Put both decks in the middle of the table Reserve of pieces
a white puzzle deck €9. Then create face down and place four puzzles from
a black puzzle deck according to the each deck face up in a row next to it
table below (:): Create a reserve of pieces in reach of all
EVES
Give every player a level-1 piece and
Black puzzles ‘ 12 ‘ 14 ‘ 16 a level-2 piece to start with.
Everyone picks a player mat at random.
One of the player mats has a first player
marker on it.

Number of players | 2 | 3 | 4

Row of white puzzles

White puzzle
deck

1

i L a

Row of black puzzles

Black puzzle
deck
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Starting with the first player, players take
turns in a clockwise order. On your turn, you
can do three actions (you can repeat acti-
ons until you do a total of three):
Take a puzzle from one of the rows and
place it in front of you. Then replace the
puzzle you took from the row with another
one from the corresponding puzzle deck.
You can have a maximum of 4 unfinished
puzzles in front of you at the same time.
Take a level-1 piece from the reserve
and place it into your supply.

Level 3

Level 2

Level 1

Upgrade a piece in your supply 1 level up
(return the original piece to the reserve and
take another piece that is 1 level higher).

- If there are no pieces in the reserve
that are 1 level higher (no matter what
shape), skip to the next available level.

- Instead of upgrading to a higher level
piece, you may exchange your piece for
one that is the same level (a different
shape) or lower.
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Place a piece on one of your puzzles. You
can flip or rotate the piece so it fits into
the recessed area and doesn't averlap with
other pieces. You cannat move or take back
a piece from a puzzle until you complete
that puzzle (see Completing Puzzles).
Master Action (once per turn) — Place

up to one piece on each puzzle in front of
you. All pieces you wish ta place must be
in your supply at the start of this action.
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A puzzle is completed once its recessed

area is filled with pieces. After you finish

the action that let you complete a puzzle:
Take all the pieces from the puzzle back
into your supply (you can use them again);
Place the puzzle face up, apart from your
unfinished puzzles, to create a victory point
pile shawing how many paints you have
earned.
Get the reward on the puzzle (a new
piece from the reserve into your supply).

Points for

The endgame triggers once the black puzzle
deck runs out (there will still be four black
puzzles available in the row when this hap-
pens). Finish the current round so that eve-
ryone has played the same number of turns.
After that, play one final round.

completing
the puzzle

The piece you get
as a reward

Get your pieces back
once you complete
the puzzle
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After the final round ends, all players may
perform Finishing Touches on the puzzles
in front of them that they didn't complete
during the game:
Place any number of pieces from your
supply on the puzzles in frant of you. For
each piece you place this way, deduct
1 point from your final score;
When you are done with all your Finishing
Touches, put the puzzles you have comp-
leted on your victory point pile (but do
not collect any additional rewards).

Count the points on all the puzzles in
your victory point pile and deduct points
for any Finishing Touches you made. The
player with the most points wins the
game.
In case of a tie, the player who has
completed more puzzles wins.
If there is still a tie, the player with mare
pieces wins.
If there is still a tie, all tied players share
the victory. You all are awesome!

There are more ways to play Project L - try
the gameplay variants that are either in
this box or online at:

www.boardcubator.com/
resources
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VARIANT

Do you have what it takes to challenge the artificial mastermind?

Create a puzzle deck ©." — select 15 ran-
dom white puzzles and 10 random black
puzzles. Place the white puzzles on top
of the black puzzles (all face down).
Place 9 puzzles from the top of the puz-
zle deck face up and arrange them in

a 3x3 grid (3. You and your opponent
will take puzzles from this area.

Create a reserve of all the pieces.

Take four level-1 pieces from the reserve
and place one above the Tst and 3rd co-
lumns and two above the 2nd column of
the puzzle grid (*'. The pieces represent

locks on the columns, preventing the op-

ponent from taking puzzles out of them.
Place 6, 3, or O level-1 pieces in the op-
ponent’s supply
ging, or unbeatable difficulty.

Take a level-1 piece and a level-2 piece
to start with.

Play your turn in the same way as in the
standard game with one exception — any-
time you take a puzzle from any of the co-
lumns of the puzzle grid, return one piece
from above the corresponding column into
the oppanent’s supply. Skip this step if
there are no pieces above that column.

for standard, challen-

The opponent always takes one puzzle
during their turn and places it in their
victory point pile (- as if they have
completed it.

They can't take puzzles from the locked
columns (those with at least one piece
above them).

They always take the puzzle with the
most points on it. If there are more puzz-
les tied for the highest amount of points,
the opponent takes the first one accor-
ding to the picture on the right.

After the opponent takes a puzzle:
Move pieces above the column the oppo-
nent took the puzzle from:
- All pieces in the opponent's supply;
- One piece from above the other columns

in the puzzle grid (if you can).

Replace the puzzle the opponent took
with a new one from the puzzle deck.

If the opponent can’t take a puzzle be-
cause all three columns are locked, re-
move one piece from above each of the

three columns and return it into the re-

serve (not in the opponent's supply).

Then it's your turn again.
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The endgame triggers once the puzzle
deck runs out. The game continues until
you play one more complete three-action
turn followed by the oppanent’s turn. After
that, you may do Finishing Touches.

You and the opponent count the points in
the victory point piles. Don't forget to de-
duct points for Finishing Touches. Unlike
in the standard game, also deduct points
for puzzles that remain unfinished in front
of you (deduct their total point reward)! In
case of a tie, the opponent wins.
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Locks above the columns

The opponent's supply

Puzzle deck

The opponent's
victory point pile

Puzzle grid
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JATEKSZABALY

Epits fel egy jol mikods rendszert, fejleszd az alkatrészeid, és tikéletesitsd a stratégiad!

32 fehér feladvany

20 fekete feladvany

90 alkatrész (10 db mind a 9 formabol)
4 jatékossegédlet

Feladvanyokat fogtok teljesiteni oly
madon, hogy az alkatrészeitekkel ponto-
san kitoltitek a feladvany altal megadott

teriletet. A célotok a feladvanyok teljesité-

sével a legtobb pontot szerezni.

A teljesitésert jaro
pontok.

A kitoltendo
sillyesztett rész.

Az alkatrészek
Minden jatékos csupan két alkatrésszel
kezdi a jatékot. A jaték soran tovabbi al-

katrészekhez juthattok, amelyek segitségé-

vel késdbb nehezebb feladvanyokat tudtok
megoldani, amikért tobb pontot kaphat-
tok majd.

A feladvanyok
Egy feladvany akkor tekintheté megoldott-

nak, ha a sillyesztett teriletet sikerilt tel-

. Ekkor az
, megka-
és egy Uj al-

jesen kitolteni alkatrészekkel

osszes alkatrészt visszaveszed
pod a jutalmat: pontokat
katrészt

A feladvanyok felépitése

.

3
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, majd félreteszed a feladvanyt.

4. szint

3. szint

2. szint

A teljesitésert
jaro alkatrész.

A feladvany teljesitésekor
visszakapod az alkatrészeidet.
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Az bsszes fehér feladvanybol allitsatok Tegyétek mindkét paklit képpel leforditva Kézos tartalék

ossze egy fehér feladvanypaklit 9. az asztal kozepére. Huzzatok mindkét

Ezutan allitsatok ossze a fekete felad- paklibol 4-4 feladvanyt, és tegyétek

vanypaklit a lenti tablazat alapjan (:): azokat képpel felfelé a paklijuk mellé
egy-egy sorba

Jatekosok 2| 3 | 4 Tegyetek az dsszes alkatrészt az asztalra,

szama: i i elé -

_ hogy mindenki elérhesse: ez lesz a tar-

Fekete feladvanyok ‘ 12 ‘ 14 ‘ 16 talék
Minden jatékos vegyen magahoz egy 1.
és egy 2. szintl alkatrészt a tartalékbol.
Mindenki magahoz vesz egy véletlen-
szer(en valasztott jatékossegédletet.
Az egyik jatékossegédleten egy kezdg-
jatékos jeldlés talalhato.

Fehér feladvanyok sora

Fehér
feladvanypakli

1

4 d Fekete

4 4
I ' I feladvanypakli

Fekete feladvanyok sora
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A kezdgjatékos kezd, majd a tobbiek
az Gramutato jarasanak iranyaban kerilnek
sorra. Amikor sorra kerilsz, 3 akciot hajt-
hatsz végre. A kdvetkezd akciok kozil
valaszthatsz (egy akciot akar tobbszor is
végrehajthatsz):
Elveszel egy feladvanyt a két sor vala-
melyikébdl, és magad elé teszed az asz-
talra. HUzz egy lapot a megfeleld paklibdl,
és tedd keéppel felfelé az elvett feladvany
helyére. Egyszerre legfeljebb 4 befejezet-
len feladvany lehet elétted.
Elveszel egy 1. szintii alkatrészt,
és a sajat készletedbe teszed.

Fejlesztesz egy alkatreszt egy szinttel.

Tedd vissza a készleted egyik sajat alkatreé-

szét a kozos tartalékba, és vegyél el helyette

egy eggyel magasabb szintl alkatrészt.

« Ha nincs a kozds tartalékban meg-
feleld szintd alkatrész, vedd el helyette
a kdvetkez6 rendelkezésre allo maga-
sabb szintlt (az alkatrész formaja nem
szamit).

» Fontos: ha akarsz, elvehetsz azonos
vagy alacsonyabb szint(, de mas
formaju alkatrészt is.

Egy alkatrészedet az egyik feladvanyodra
teszed a sajat készletedbdl. Tetszélegesen
forgathatod az alkatrészt, de az nem takar-
hat le mas alkatrészeket és nem loghat ki
a sillyesztett részbdl. A mar letett alkat-
részeket nem veheted vissza és nem moz-
dithatod el a helyukrdl, amig meg nem ol-
dottad a feladvanyt (Iasd a Feladvanyok
megoldasa részt).

Mesterakcio (koronként legfeljebb egy-
szer hajthato végre): tegyél legfeljebb
egy alkatrészt minden eltted Iévd, be-
fejezetlen feladvanyra. Minden alkat-
résznek a sajat készletedben kell lennie
ennek az akcidnak a megkezdésekor.
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Egy feladvany akkor tekintheté megoldott-
nak, ha a sillyesztett részét sikerilt telje-
sen kitolteni alkatrészekkel. Ha egy akciod
eredményeképp megoldottal egy felad-
vanyt, az akcio végrehajtasa utan a kovet-
kezéket kell tenned:

Tedd vissza a feladvanyrol az sszes alkat-

részt a sajat készletedbe (Ujra hasznal-

hatod dket).

Tedd félre a feladvanyt egy képpel felfelé

tartott kupacra, Ugy, hogy lathatdak marad-

janak a feladvanyok teljesitésével meg-

szerzett pontjaid.

Vedd el a kdzos tartalékbdl a feladvany

teljesitéseért jaro uj alkatrészt.

Amikor a fekete feladvanyok paklija elfogy,
a jaték a végehez kozeledik (ekkor még
marad 4 fekete feladvany a sorban).
Fejezzétek be a fordult, hogy minden
jatékos ugyanannyiszor kerdljon sorra, majd
jatsszatok le még egy utolso, teljes fordulét.

A teljesitésért
jaro pontok.

A teljesitéseért jaro
alkatrész.

A feladvany
teljesitésekor
visszakapod az
alkatrészeidet.

Az utols¢ forduld befejeztével minden-
kinek lehetésége nyilik még egy végsd
rendrakasra, melynek soran teljesithetitek
a még befejezetlen feladvanyaitokat:
Letehetsz a sajat készletedbdl annyi alkat-
részt a még teljesitetlen feladvanyaidra,
amennyit akarsz, de minden most letett
alkatrészért 1 pont levonas jar.
Ha végeztél a rendrakassal, tedd az 6sszes
igy teljesitett feladvanyt a teljesitett
feladvanyaid kupacara (a jutalom
alkatrészt ekkor mar nem kapod meg).

Add ossze a teljesitett feladvanyaid kupa-
canak pontjait, és vonj le beldle 1 pontot
minden, a végsd rendrakas soran letett al-
katrészért. Az lesz a jaték gydztese, aki a
legtobb pontot szerezte.
Dontetlen esetén az gydz, aki tobb felad-
vanyt teljesitett.
Ha még mindig dontetlen, az gydz,
akinek tobb alkatrésze van.
Ha még ez sem dont, az érintettek
osztoznak a gyézelemben. Gratulalunk!

Tovabbi jatékvaltozatokat talalsz angolul
a QR-kadot kdvetve vagy az alabbi
weboldalon:
www.boardcubator.com/resources
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Le tudod gydzni a mesterséges intelligenciat?

A feladvanypakli 6sszeallitasa (.0: huzz
véletlenszerlen 15 fehér és 10 fekete fel-
advanyt. Tedd képpel lefelé egy pakliba a
fekete feladvanyokat, és tedd a tetejikre
a fehéreket szintén képpel leforditva.
Huzz 9 feladvanyt a paklibdl, és tedd le
azokat képpel felfelé egy 3x3-as, négyzet
alaku jatékteret formalva (7. Te és az
.ellenfeled” errdl a jatéktérrdl fogtok
feladvanyokat huzni.

Tedd az dsszes alkatrészt egy kozos
tartalékba.

Vegyél el 4 db 1. szintl alkatrészt a
tartalékbal, és tegyél 1-1-et a jatéktér

1. és a 3. oszlopa félé, és 2-t a 2. oszlop
folé (. Ezek az alkatrészek zaroljak az
alattuk 1évé oszlopokat, igy az ellenfél
nem tud elvenni bel6luk feladvanyokat.
Tegyél 6, 3 vagy 0 db 1. szintl alkatrészt
az ellenfél készletébe (17, attol fuggden,
hogy normal, profi vagy verhetetlen
szinten szeretnél jatszani.

Vegyél el egy 1. szint{i és egy 2. szint{
alkatrészt a tartalékbdl, és tedd a sajat
készletedbe.

A korod az alapjatékban leirtak szerint
zajlik, egyetlen kivétellel: amikor elveszel

egy feladvanyt a jatéktérrdl, vegyél el ugyan-

arrdl az oszloprol egy alkatrészt, és tedd
az ellenfél sajat készletébe. Hagyd ki ezt a
|épést, ha nincs az oszlop folott alkatrész.

Az ellenfél minden kdrében elvesz egy
feladvanyt, és egyenesen a megol-
dott feladvanyainak kupacara teszi (-,
mintha meg is oldotta volna.

Az ellenfél nem vehet el feladvanyt za-
rolt oszlopokbol (melyek felett alkatrész
talalhato).

Az ellenfél a rendelkezésre allok kozil
mindig a legttbb pontot érd feladvanyt
veszi el a jatéktérrdl. Ha tobb ilyen van,
akkor mindig az els6t valasztja a jobb ol-
dali abran lathatd iranyban haladva

Miutan az ellenfél elvett egy feladvanyt:
Tegyél at alkatrészeket arra az oszlopra,
ahonnan az ellenfél elvette a feladvanyt:
- az ellenfél sajat készletének dsszes al-

katrészet (),
- egy-egy alkatrészt a masik két oszlop-
rél (ha van rajtuk)
Huzz egy 0j feladvanyt a paklibél annak
helyére, amit az ellenfél elvett.

Ha az ellenfél nem tud elvenni egy
feladvanyt sem, mert mindharom oszlop
zarolva van, vegyél el 1-1 alkatrészt mind-
harom oszlopral, és tedd a kozos tarta-
lekba (ne az ellenfél készletébe).

Ezutan Ujra te kerilsz sorra.
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Amikor a feladvanyok paklija elfogy, a jaték
végéhez kozeledik. A jaték addig folytato-
dik, mig lejatszol egy teljes, 3 akciobdl allo
kort, amit kovetéen még az ellenfél is sorra
kerul. Ezutan még végrehajthatsz egy
végsd rendrakast.

Add ossze a teljesitett feladvanyaid kupa-
canak pontjait, és vonj le beldle 1 pontot
minden, a végsd rendrakas soran letett al-
katrészért. Ezen fel(l vonj le annyi pon-
tot magadtdl, amennyi az elétted maradt
megoldatlan feladvanyokért jarna. Add
0ssze az ellenfél megoldott feladvanyai-
nak kupacan [évé pontokat is, és ha tobb
pontot szereztél, mint ellenfeled,

gy6ztél. Pontegyenldség esetén veszitettél.
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Az alkatrészek zaroljak az oszlopokat

Az ellenfél sajat készlete

Feladvanypakli

Az ellenfél megoldott
feladvanyai

Jatékter
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RULEBOOK

Build an engine, upgrade pieces, perfect your strategy.

32 white puzzles

20 black puzzles

90 pieces (10x each of the 9 shapes)
4 player mats

In Project L, you complete puzzles with
your pieces to earn as many points as you
can and win the game.

Points for completing
the puzzle

The recessed area
you have to fill

Pieces

Each player starts with just two pieces.
During the game, you build your supply of
pieces so you can complete increasingly

difficult puzzles and earn plenty of points.

Puzzles

A puzzle is completed when you fill its re-
cessed area with your pieces @9. After
that, take all your pieces back &3, place
the puzzle aside, and reap the rewards:
points &) and a new piece

Puzzles
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Level 4

Level 3

The piece you get
as a reward

Get your pieces back once you
complete the puzzle
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Take all the white puzzles and create Put both decks in the middle of the table Reserve of pieces
a white puzzle deck €9. Then create face down and place four puzzles from
a black puzzle deck according to the each deck face up in a row next to it
table below (:): Create a reserve of pieces in reach of all
EVES
Give every player a level-1 piece and
Black puzzles ‘ 12 ‘ 14 ‘ 16 a level-2 piece to start with.
Everyone picks a player mat at random.
One of the player mats has a first player
marker on it.

Number of players | 2 | 3 | 4

Row of white puzzles

White puzzle
deck

1

i L a

Row of black puzzles

Black puzzle
deck
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Starting with the first player, players take
turns in a clockwise order. On your turn, you
can do three actions (you can repeat acti-
ons until you do a total of three):
Take a puzzle from one of the rows and
place it in front of you. Then replace the
puzzle you took from the row with another
one from the corresponding puzzle deck.
You can have a maximum of 4 unfinished
puzzles in front of you at the same time.
Take a level-1 piece from the reserve
and place it into your supply.

Upgrade a piece in your supply 1 level up
(return the original piece to the reserve and
take another piece that is 1 level higher).

- If there are no pieces in the reserve
that are 1 level higher (no matter what
shape), skip to the next available level.

- Instead of upgrading to a higher level
piece, you may exchange your piece for
one that is the same level (a different
shape) or lower.
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Place a piece on one of your puzzles. You
can flip or rotate the piece so it fits into
the recessed area and doesn't averlap with
other pieces. You cannat move or take back
a piece from a puzzle until you complete
that puzzle (see Completing Puzzles).
Master Action (once per turn) — Place

up to one piece on each puzzle in front of
you. All pieces you wish ta place must be
in your supply at the start of this action.
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A puzzle is completed once its recessed

area is filled with pieces. After you finish

the action that let you complete a puzzle:
Take all the pieces from the puzzle back
into your supply (you can use them again);
Place the puzzle face up, apart from your
unfinished puzzles, to create a victory point
pile shawing how many paints you have
earned.
Get the reward on the puzzle (a new
piece from the reserve into your supply).

Points for

The endgame triggers once the black puzzle
deck runs out (there will still be four black
puzzles available in the row when this hap-
pens). Finish the current round so that eve-
ryone has played the same number of turns.
After that, play one final round.

completing
the puzzle

The piece you get
as a reward

Get your pieces back
once you complete
the puzzle
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After the final round ends, all players may
perform Finishing Touches on the puzzles
in front of them that they didn't complete
during the game:
Place any number of pieces from your
supply on the puzzles in frant of you. For
each piece you place this way, deduct
1 point from your final score;
When you are done with all your Finishing
Touches, put the puzzles you have comp-
leted on your victory point pile (but do
not collect any additional rewards).

Count the points on all the puzzles in
your victory point pile and deduct points
for any Finishing Touches you made. The
player with the most points wins the
game.
In case of a tie, the player who has
completed more puzzles wins.
If there is still a tie, the player with mare
pieces wins.
If there is still a tie, all tied players share
the victory. You all are awesome!

There are more ways to play Project L - try
the gameplay variants that are either in
this box or online at:

www.boardcubator.com/
resources
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VARIANT

Do you have what it takes to challenge the artificial mastermind?

Create a puzzle deck ©." — select 15 ran-
dom white puzzles and 10 random black
puzzles. Place the white puzzles on top
of the black puzzles (all face down).
Place 9 puzzles from the top of the puz-
zle deck face up and arrange them in

a 3x3 grid (3. You and your opponent
will take puzzles from this area.

Create a reserve of all the pieces.

Take four level-1 pieces from the reserve
and place one above the Tst and 3rd co-
lumns and two above the 2nd column of
the puzzle grid (*'. The pieces represent

locks on the columns, preventing the op-

ponent from taking puzzles out of them.
Place 6, 3, or O level-1 pieces in the op-
ponent’s supply
ging, or unbeatable difficulty.

Take a level-1 piece and a level-2 piece
to start with.

Play your turn in the same way as in the
standard game with one exception — any-
time you take a puzzle from any of the co-
lumns of the puzzle grid, return one piece
from above the corresponding column into
the oppanent’s supply. Skip this step if
there are no pieces above that column.

for standard, challen-

The opponent always takes one puzzle
during their turn and places it in their
victory point pile (- as if they have
completed it.

They can't take puzzles from the locked
columns (those with at least one piece
above them).

They always take the puzzle with the
most points on it. If there are more puzz-
les tied for the highest amount of points,
the opponent takes the first one accor-
ding to the picture on the right.

After the opponent takes a puzzle:
Move pieces above the column the oppo-
nent took the puzzle from:
- All pieces in the opponent's supply;
- One piece from above the other columns

in the puzzle grid (if you can).

Replace the puzzle the opponent took
with a new one from the puzzle deck.

If the opponent can’t take a puzzle be-
cause all three columns are locked, re-
move one piece from above each of the

three columns and return it into the re-

serve (not in the opponent's supply).

Then it's your turn again.
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The endgame triggers once the puzzle
deck runs out. The game continues until
you play one more complete three-action
turn followed by the oppanent’s turn. After
that, you may do Finishing Touches.

You and the opponent count the points in
the victory point piles. Don't forget to de-
duct points for Finishing Touches. Unlike
in the standard game, also deduct points
for puzzles that remain unfinished in front
of you (deduct their total point reward)! In
case of a tie, the opponent wins.

2020. 11. 19.




Locks above the columns

The opponent's supply

Puzzle deck

The opponent's
victory point pile

Puzzle grid
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RULEBOOK

Build an engine, upgrade pieces, perfect your strategy.

32 white puzzles

20 black puzzles

90 pieces (10x each of the 9 shapes)
4 player mats

In Project L, you complete puzzles with
your pieces to earn as many points as you
can and win the game.

Points for completing
the puzzle

The recessed area
you have to fill

Pieces

Each player starts with just two pieces.
During the game, you build your supply of
pieces so you can complete increasingly

difficult puzzles and earn plenty of points.

Puzzles

A puzzle is completed when you fill its re-
cessed area with your pieces @9. After
that, take all your pieces back &3, place
the puzzle aside, and reap the rewards:
points &) and a new piece

Puzzles
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Level 4

Level 3

The piece you get
as a reward

Get your pieces back once you
complete the puzzle
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Take all the white puzzles and create Put both decks in the middle of the table Reserve of pieces
a white puzzle deck €9. Then create face down and place four puzzles from
a black puzzle deck according to the each deck face up in a row next to it
table below (:): Create a reserve of pieces in reach of all
EVES
Give every player a level-1 piece and
Black puzzles ‘ 12 ‘ 14 ‘ 16 a level-2 piece to start with.
Everyone picks a player mat at random.
One of the player mats has a first player
marker on it.

Number of players | 2 | 3 | 4

Row of white puzzles

White puzzle
deck

1

i L a

Row of black puzzles

Black puzzle
deck
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Starting with the first player, players take
turns in a clockwise order. On your turn, you
can do three actions (you can repeat acti-
ons until you do a total of three):
Take a puzzle from one of the rows and
place it in front of you. Then replace the
puzzle you took from the row with another
one from the corresponding puzzle deck.
You can have a maximum of 4 unfinished
puzzles in front of you at the same time.
Take a level-1 piece from the reserve
and place it into your supply.

Upgrade a piece in your supply 1 level up
(return the original piece to the reserve and
take another piece that is 1 level higher).

- If there are no pieces in the reserve
that are 1 level higher (no matter what
shape), skip to the next available level.

- Instead of upgrading to a higher level
piece, you may exchange your piece for
one that is the same level (a different
shape) or lower.
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Place a piece on one of your puzzles. You
can flip or rotate the piece so it fits into
the recessed area and doesn't averlap with
other pieces. You cannat move or take back
a piece from a puzzle until you complete
that puzzle (see Completing Puzzles).
Master Action (once per turn) — Place

up to one piece on each puzzle in front of
you. All pieces you wish ta place must be
in your supply at the start of this action.
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A puzzle is completed once its recessed

area is filled with pieces. After you finish

the action that let you complete a puzzle:
Take all the pieces from the puzzle back
into your supply (you can use them again);
Place the puzzle face up, apart from your
unfinished puzzles, to create a victory point
pile shawing how many paints you have
earned.
Get the reward on the puzzle (a new
piece from the reserve into your supply).

Points for

The endgame triggers once the black puzzle
deck runs out (there will still be four black
puzzles available in the row when this hap-
pens). Finish the current round so that eve-
ryone has played the same number of turns.
After that, play one final round.

completing
the puzzle

The piece you get
as a reward

Get your pieces back
once you complete
the puzzle
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After the final round ends, all players may
perform Finishing Touches on the puzzles
in front of them that they didn't complete
during the game:
Place any number of pieces from your
supply on the puzzles in frant of you. For
each piece you place this way, deduct
1 point from your final score;
When you are done with all your Finishing
Touches, put the puzzles you have comp-
leted on your victory point pile (but do
not collect any additional rewards).

Count the points on all the puzzles in
your victory point pile and deduct points
for any Finishing Touches you made. The
player with the most points wins the
game.
In case of a tie, the player who has
completed more puzzles wins.
If there is still a tie, the player with mare
pieces wins.
If there is still a tie, all tied players share
the victory. You all are awesome!

There are more ways to play Project L - try
the gameplay variants that are either in
this box or online at:

www.boardcubator.com/
resources
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VARIANT

Do you have what it takes to challenge the artificial mastermind?

Create a puzzle deck ©." — select 15 ran-
dom white puzzles and 10 random black
puzzles. Place the white puzzles on top
of the black puzzles (all face down).
Place 9 puzzles from the top of the puz-
zle deck face up and arrange them in

a 3x3 grid (3. You and your opponent
will take puzzles from this area.

Create a reserve of all the pieces.

Take four level-1 pieces from the reserve
and place one above the Tst and 3rd co-
lumns and two above the 2nd column of
the puzzle grid (*'. The pieces represent

locks on the columns, preventing the op-

ponent from taking puzzles out of them.
Place 6, 3, or O level-1 pieces in the op-
ponent’s supply
ging, or unbeatable difficulty.

Take a level-1 piece and a level-2 piece
to start with.

Play your turn in the same way as in the
standard game with one exception — any-
time you take a puzzle from any of the co-
lumns of the puzzle grid, return one piece
from above the corresponding column into
the oppanent’s supply. Skip this step if
there are no pieces above that column.

for standard, challen-

The opponent always takes one puzzle
during their turn and places it in their
victory point pile (- as if they have
completed it.

They can't take puzzles from the locked
columns (those with at least one piece
above them).

They always take the puzzle with the
most points on it. If there are more puzz-
les tied for the highest amount of points,
the opponent takes the first one accor-
ding to the picture on the right.

After the opponent takes a puzzle:
Move pieces above the column the oppo-
nent took the puzzle from:
- All pieces in the opponent's supply;
- One piece from above the other columns

in the puzzle grid (if you can).

Replace the puzzle the opponent took
with a new one from the puzzle deck.

If the opponent can’t take a puzzle be-
cause all three columns are locked, re-
move one piece from above each of the

three columns and return it into the re-

serve (not in the opponent's supply).

Then it's your turn again.
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The endgame triggers once the puzzle
deck runs out. The game continues until
you play one more complete three-action
turn followed by the oppanent’s turn. After
that, you may do Finishing Touches.

You and the opponent count the points in
the victory point piles. Don't forget to de-
duct points for Finishing Touches. Unlike
in the standard game, also deduct points
for puzzles that remain unfinished in front
of you (deduct their total point reward)! In
case of a tie, the opponent wins.

2020. 11. 19.




Locks above the columns

The opponent's supply

Puzzle deck

The opponent's
victory point pile

Puzzle grid
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