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CONTENTS
:II(L?:ouble-sided cards. m

@ 1 Rollbox (box to fold, to keep die results secret).
@ 1 scorepad.
@ 1 rulebook.

OVERVIEW
& GOAL OF THE GAME

Palm Reader is a cooperative game in which one player, who knows a symbol,
must get everyone else to guess it. By using your index finger, you draw this
symbol in your left neighbor’s palm, who draws it in their neighbor’s palm, and
soon... but no one ever sees what is drawn. Each of them must divine the symbol
entirely by what they felt in their hand. Together, everyone tries to achieve the
highest score possible.
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A game from Sit Down! published by Megalopole.
©Megalopole (2019). All rights reserved. This game
can only be used for private recreational purposes.
Not suitable for children under 3 years
of age. This game contains small parts which can be
ingested or inhaled. Retain this information. Visuals
are non-binding. Shapes and colors may change. Any
reproduction of this game, in whole or in part, in any
medium, physical or electronic, is strictly forbidden
without written permission from Megalopole.




SETUP

There are 4 difficulty levels, indicated by the background color of the cards:
® Blue = beginner

® Green = standard

() Red = complicated

® Mauve = expert

Choose the colors you wish to use, and then shuffle them together to form a
face-down deck (the side facing up will not be used during this game).

You will use only the first 10 cards during the game, so you can discard the rest.

Fold the Rollbox according to the diagram
opposite, then put the die in it (you only
need to do this the first time you play; after
that, you can store the Rollbox in the box
without unfolding it).




PLAYING THE GAME

A game is divided into 10 rounds.

Randomly select a first player, who receives the Rollbox (with the die in it).

PLAYING A ROUND

Unless this is the first round, pass the Rollbox to the next player clockwise,
who becomes the new first player.

The first player now does the following: Shake the Rollbox (cover the opening
so the die doesn’t come out), then drop it on the table. Then draw the first card
from the deck and secretly look at the side that was hidden (that was facing
the table). The die result (which only you can see through the window in the
Rollbox) tells you which symbol you must get the others to divine this round
(the symbols are numbered 1 - 5). If the die resultis a question mark, you choose
which symbol you wish to draw by turning the die with your fingertip — in the
Rollbox — to show your choice.

The player to your left holds out the palm of their right hand. Now use your index
finger to draw the symbol in their palm.

Now this player does the same for in the third player’s palm, and so on, until the
last player, who must also draw the symbol in your palm.

At this stage, you will know whether transmission of the initial symbol was
a success or failure. It's OK, you get a second chance: You can choose to try
the same symbol one more time, but 1+ will be deducted from the final score.

If you decide to try again, it goes exactly like the first attempt: Draw the symbol
in the second player’s palm, who draws it in the third player’s, etc. This time,
however, the final player does not need to draw in your palm.



IMPORTANT

As the first player, you must draw the symbol in its entirety, which is to say

that you must draw all of its features; you cannot deliberately omit anything.
You must always draw to the best of your ability!

YOU CANNOT

)" Discuss anything about the current round.

)" Use codes (for example, drawing the number 1 to indicate that the answer
is symbol number 1); you can only draw the symbol... or at least what, in all
honesty, you think the symbol is.

)" Watch another player draw in anyone’s palm. Only the player who is drawing

can look at what they are drawing.
) Stop and restart your drawing once you have begun to draw (for example,
if you realize you've made a mistake, or are drawing badly).




RESOLVING THE ROUND

Without saying anything, reveal the face of the card that shows the symbols,
so everyone can see all 5 symbols on the card, and thus try to identify which
symbol was drawn in their hand.

At this stage, communicating about the round in progress is still forbidden.
Now everyone extends a closed fist toward the middle of the table and counts
down, “3, 2, 1...” then simultaneously reveals a number of fingers that indicates

the symbol number they think was drawn in their hand.

Now you finally say the number of the symbol you rolled (which can be verified
by looking into the Rollbox).

Starting with you, and going clockwise, count the number of consecutive players
(including you) that correctly communicated the symbol to the next player. Each
consecutive player that successfully drew earns the group 1+,

If you decided to do a second attempt at drawing, subtract 1 from the result.

The last player never counts for successfully drawing, because the next
player is you, and you already knew what the symbol was!
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Score the round clockwise (gray arrows).

1. The first three players (first player and players 2 and 3) have correctly
drawn the symbol for their next player. This earns the group 3*.

2. Player 4 guessed the right symbol, and thus enabled player 3
to earn T+...

3. ...but player 4 does not earn a *, because player 5 (4’s next player)
got it wrong.

4. Surprisingly, player 5 somehow communicated the correct symbol
to player 6, but this earns no *, because the chain of correct answers
was already broken.

5. Finally, player 6 does not earn a *, either, because the last player
never earns a point: The first player already knows the answer!

Because the first player chose to retry this round, the group loses 1+. Final

score: 2. The maximum possible would have been 5+ (on the first try).



END OF THE GAME
I
VICTORY

The magnitude of your collective victory is defined by the total number of *
scored over the 10 rounds. It varies according to the number of players. Use the
scorepad to keep track of your achievements!

NUMBER NUMBER

OF PLAYERS, MX'GCJIC;'EI‘LE OF PLAYERS, MX'GCJ 3‘;‘;5
AND % SCORED AND % SCORED
4 players:0-3 4 players: 22 - 27
5players: 0 - 4 5 players: 29 - 36
6 players: 0 -5 . 6 players: 36 - 45
7 players: 0 -6 Pa'shetlc 7 players: 43 - 54 At the i
failure of glory
8 players: 0 -7 8 players: 50 - 63
9 players: 0 -8 9 players: 57 - 72
10 players: 0 - 9 10 players: 64 - 81
4 players: 4 -9 4 players: 28 - 30
5 players: 5-12 5 players: 37 - 40
6 players: 6 - 15 Good, 6 players: 46 - 50 Your names
7 players: 7 - 18 you understand 7players:55-60  will be engraved
8 players: 8 - 21 the game 8 players: 64 - 70 in gold
9 players: 9 - 24 9 players: 73 - 80
10 players: 10 - 27 10 players: 82 - 90

4 players: 10 - 21
5 players: 13 - 28
6 players: 16 - 35
7 players: 19 - 42
8 players: 22 - 49
9 players: 25 - 56
10 players: 28 - 63

Beautiful
success



