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Summary

A fun Valentine's Day board game for couples in love.
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10.80 hrs 9 pcs 0.20 mm 0.40 mm PLA 121 g Prusa MINI /
MINI+

Toys & Games Board Games

P ame valentinesday
happyvalentine

[EN]

Valentine's Day themed board game. The aim of the game is to get your
pieces from the starting field into the "house", just like in "Man, Don't Be
Angry". However, during the game you collect tokens which can later
influence the course of the game and perform various tasks (and washing
dishes is definitely not one of them :D).

The game is designed to be printed on smaller printers like the Mini
without MMU. Except for the figures and token racks which are one-color,
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all pieces are printed as two-color by changing the color layer by layer (for
example, using the M600 command, or manually changing the filament).

MANUAL:

Game content :

1x Centre board

2x Side board

2x Token holder

4x Figure (2 pieces for each player)
9x "Remove" token

18x "go on" token

18x "go back" token

16x "task" token

1x Playing dice (to be added)
1x Task inventory

Game preparation:

First, you need to assemble the game board, consisting of the center
board and the adjacent side board. To keep the boards together during the
game, they are equipped with locks in the form of hearts on the edges.
Next, the pieces are arranged in a starting position (hexagonal holes in the
outer heart). If you intend to play the variant with challenges, now is the
time to invent them and write them down on the prepared board. If you
are playing the variant without tasks or if you do not use all 8 tasks, you
need to remove the unnecessary task tokens (they are marked with a
number and a question mark).

Start of the game:

The queen always has priority, so she starts first. From the starting
position, you go to the "S" (Start) square and then proceed clockwise. The
number of steps is always determined by the roll of the dice. If the die rolls
a "6", the player repeats the roll and moves for the full sum of the rolls. If
there is an opposing player in the target square, the player is "thrown out”
and is forced to start again from the starting position. A player may only
start with a new figure if he/she does not already have another figure on
the track (it is not allowed to ride two figures at the same time).



Progress of the game:

Players alternate turns by rolling the dice first and then dragging the piece
a given number of squares. If a player reaches a square marked with a
token, he/her continues as instructed on that token. If a given token sends
him/her to a square marked with another token, he/she again follows the
instructions on the token. (see Game Tokens). If the players own a "lucky
card" (a Token marked with an "X"), they can use this card to remove an
already placed Token from the square on which they stopped. If the player
stops on a space occupied by another figure, he/she "discards" it and
takes its position. The discarded figure must start again from the starting
position.

End of game:

The game ends when either player succeeds in getting both figures into
the house.

A figure can get into the house by stopping exactly on the square marked
“F" (Finish) next to its own "house". It is also possible to play a longer, but
much more fun variant, in which in addition to stopping on "F", it is
necessary to roll a "1" to enter the house, otherwise the piece continues in
the game. If the player crosses the "F" square, or in the case of the longer
version of the game does not roll a "1", the player continues to the next
round.

Game Tokens:

This game contains a total of 4 types of game tokens. Two are used for
movement and are marked with a sign and a number. The sign indicates
the direction of movement (+ forward and - backward) and the number
indicates how many spaces to move. These tokens can be used, for
example, to make it more difficult for the opponent to enter the house, or
to make it easier for the opponent to enter the house (for example, by
pointing several adjacent squares at the target square "F". Another type of
token is the "Lucky Card" (a token with an "X"). If a player owns this token,
he can use it to remove a token from the square he is currently standing
on. In doing so, he returns both the removed token and the used "Lucky
Card" to the free tokens. The last and most interesting type of token is the
task token (marked with a number and a question mark). This card is tied
to the task table (if the players choose to do the tasks, they write them
down before the game begins in a table that is placed in a box in the
center of the game board), where the number of the token indicates the
number of the task to be performed by the player who steps on it. If the
game is played without tasks, these tokens are put aside before the game
starts.



Acquiring game tokens:

Game tokens are acquired in two ways. First, a player takes one token for
each pass of his/her start (clockwise only, including the deployment of a
new figure). Next, a player can take one token if he/she stops on the
square marked with a question mark. Each player may carry a maximum
of 4 free tokens, regardless of their type (filled token holder). If a player
has 4 tokens, he/she cannot add more tokens until he/she has placed
some of them on the game board or, in the case of a "Lucky Card", used
them to remove tokens already placed.

Depositing Tokens:

Players may only place their tokens on the squares on which they are
currently standing, provided that there is no other token already on those
squares and they are not squares marked with an (S, F, 7). A newly placed
token cannot be used immediately after placing it, but the marked square
must be re-entered.

Discarding pieces:

An opponent's figure can be discarded either by ending the player's turn
on the square where the opponent is currently located. Alternatively, a
figure (both the opponent's and your own!) can be discarded by "trapping"
it. This is done by locking the figure using the shift tokens. An example of
this is placing a "-1" token right after a "+1" token, where stepping on
either of these squares would put the figure in an infinite loop.
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Stolni hra s Valentynskou tématikou. Cilem hry je podobné jako v ,Clovéce,
nezlob se” dostat své figurky z ze startovniho pole do ,,domecku”. V
pribéhu hry se vsak sbiraji Zetony které posléze mohou ovlivnit priibéh
hry a pini rGzné Ukoly (a myti nddobi mezi né urcité nepatfi :D).

Hra je navrzena tak aby se dala vytisknou i na mensich tiskarnach jako
Mini bez MMU. Kromé figurek a stojank( na zetony které jsou jednobarevné
se vsechny dilky tisknou jako dvoubarevné pomoci zmény barvy po
vrstvach (napfiklad pomoci prikazu M600, nebo rucni vymeny filamentu).

NAVOD:
Obsah hry :
1x Stredovéa deska

2x Boc¢ni deska



2x Drzak Zeton(

4x Figurka (2ks na hrace)

9x Zeton ,odebrat”

18x Zeton ,jdi dale”

18x Zeton ,,jdi zpét“

16x Zeton ,,ukol“

1x Hraci kostka (nutno dodat)
1x Soupis Ukold

Priprava hry:

Nejprve je potreba slozit herni plochu, sestavajici ze stfedové desky a na ni
navazujici bo¢ni desky. Aby desky u sebe v pribéhu hry drzely, jsou
vybaveny zamky v podobé srdci na krajich. Dale se rozestavi figurky do
startovni pozice (Sestihranné otvory ve vnéjsim srdci). Pokud hodlate hrat
variantu s Ukoly je nyni ten pravy Cas na jejich vymysleni a sepisovani na
pripravenou tabulku. Pokud se hraje varianta bez ukold, ¢i se nevyuzije
vsech 8 Ukoll, je potreba jesté odebrat nepotrebné Zetony UGkoll (jsou
oznacené cislem a otaznikem).

Zacatek hry:

Dama ma vzdy prednost, proto zacina prvni. Ze startovni pozice se vyjizdi
na policko ,S* (Start) a déle se pokracuje po sméru hodinovych rucicek.
Pocet krok( urci vzdy hod kostkou. Pokud padne na kostce ,,6“, hrac¢ hod
opakuje a popojede o cely soucet hodl. Pokud se na cilovém policku
nachazi protihrac tak jej ,vyhodi“, zGstane na jeho misté a ten je nucen
posléze vyjizdét opét ze startovni pozice. Hra¢ smi s novou figurkou vyjit
ze startu pouze pokud jiz nema jinou figurku na draze (neni dovoleno jet
dvéma figurkami najednou).

Prubéh hry:

Hradi se pribézné stridaji v tazich, kdy si vzdy nejprve hodi kostkou a
posléze tahnou figurkou o dany pocet poli. Pokud se hra¢ dostane na
policko opatrené Zzetonem, pokracuje dle instrukci na daném zetonu. Pokud
jej dany zeton posSle na poli¢ko oznacené dalSim zetonem fidi se opét
instrukci na Zetonu. (viz Herni zetony). Pokud hrac vlastni ,Stastnou kartu“
(Zeton oznadeny ,X“) mlze za pomoci této karty odstranit jiz poloZzeny
Zzeton z policka na némz se zastavil. Pokud se hrac zastavi na policku
obsazeném jinou figurkou, ,vyhodi ji“ a obsadi jeji pozici. Vyhozena figurka
musi zacinat opét ze startovni pozice.



Konec hry:

Hra konci v okamziku, kdy se nékterému z hracd podari dostat obé figurky
do domecku. Do domecku se figurka mUze dostat tak ,Ze se zastavi presné
na policku oznaceném ,F“ (Finish) umisténém u vlastniho ,domecku*“. Je
taktéz mozné hrat delsi, avSak mnohem zabavnéjsi variantu, pri které je
pro vstup do domecku kromé zastaveni na ,F“ nutné hodit , 1“ pro vstup
do domecku, jinak figurka pokracuje ve hre. Pokud hrac policko , F“
prejede, nebo v pripadé delsi varianty hry nehodi ,1“, pokracuje dalsi kolo.

Herni zetony:

Tato hra obsahuje celkem 4 druhy hernich Zeton(. Dva slouzi pro pohyb a
jsou oznaceny znaménkem a cCislem. Znaménko urcuje smeér pohybu (+
dopredu a - dozadu) a cislo o kolik poli ma byt presun vykonan. Pomoci
téchto zetonl Ize protihraci napriklad ztizit vstup do domecku, nebo si
naopak usnadnit svij (napriklad nasmérovanim nékolika sousednich
poli¢ek na cilové poli¢ko ,F“. Dalsim typem Zetonu je ,Stastnéa karta“
(zeton se znakem ,X“). Pokud hrac¢ vlastni tento zeton méze jej pouzit na
odebrani Zetonu z policka na némz pravé stoji. Pri tom vrati mezi volné
Zetony jak odebrany Zeton, tak i pouzitou ,Stastnou kartu“. Poslednim a
nejzajimavejsim druhem zetonu je Ukol (oznacen Cislem a otaznikem). Tato
karta je svazana s tabulkou Ukold (pokud se hraci rozhodnou pro jejich
plnéni, sepisi je pred zacatkem hry do tabulky, ktera se vklada do rémecku
ve stfedu herni plochy. Pokud se hraje bez Ukol(, odlozi se tyto Zetony pred
zaCatkem hry bokem) ,kde cislo Zetonu znaci Cislo Ukolu, ktery ma hrac
,jenz na ngj slapne vykonat.

Ziskavani hernich zetonu:

Herni Zetony se ziskavaji dvéma zplsoby. Za prve si hra¢ vezme jeden
Zeton za kazdy prdchod svého startu (pouze po sméru hodinovych rucicek,
vcetné nasazeni nové figurky). Déle si hra¢ mize vzit jeden Zeton, pokud
zastavi na poli¢cku oznaceném otaznikem. Kazdy hra¢ mdze myt u sebe
maximalné 4 volné zetony, nezavisle na jejich druhu (naplnény drzak
zeton(). Pokud ma hrac u sebe 4 Zetony, nemUze si pribirat dalsi, dokud
nékteré z nich nepoloZi na herni plochu, nebo je v pfipadé ,Stastné karty*
nepouzije k odstranéni jiz polozenych zetond.

Pokladani zetonu:

Hra¢ mize pokladat své Zetony pouze na poli¢ko na kterém aktualné stoji
za predpokladu, Ze se na daném policku jiz nenachazi jiny zeton a nejde o
pole oznacené znakem (S, F, ?). Nové polozeny Zeton nelze vyuzit ihned po
polozeni, nybrz je nutné na takto oznacené policko znova vstoupit.

Vyhazovani figurek:



Protihracovu figurku Ize vyhodit budto tak, ze hrac¢ ukondi svij tah na
policku, kde se protihrdc prave naléza. Déle Ize figurku (jak protihracovu
tak i svou!) vyhodit ,,chycenim do pasti“. K tomu dojde zacyklenim figurky
pomoci Zetonl pro posun. Ukdzkovym prikladem je napriklad polozeni
zetonu ,-1“ hned za zeton ,+1“, kdy by se po slapnuti na kterékoliv z
téchto poli dostala figurka do nekonecné smycky.

Model files

game_all.stl

game_board_l.stl

game_center.stl

game_board_p.stl

game_zeton_a.stl
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game_zeton_b.stl

§

game_zeton_c.stl
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game_zeton_d.stl

game_figurka.stl

game_holder_2ks.stl

game_holder.stl

game.scad

Print files

game_board_p_2color 02mm_pla_mini_2h19m.gcode

* ®PLA &040mm =020mm ©231hrs &629g & Prusa MINI/MINI+

game_center_2color_02mm_pla_mini_2h20m.gcode

@— & PLA &040mm =020mm ©234hrs &629g B Prusa MINI/ MINI+

game_board_| 2color_ 02mm_pla_mini_2h19m.gcode

* ®PLA &040mm =020mm ©231hrs &629g & Prusa MINI/MINI+



game_zeton__2color_02mm_pla_mini_46m.gcode

<2 ®PLA &040mm =020mm ©0.77hrs &89 [5 Prusa MINI/ MINI+

game_zeton__2color_02mm_pla_mini_50m.gcode

< S PLA & 040mm =020mm ©0.83hrs &89g & Prusa MINI/MINI+

game_zeton_-_2color_02mm_pla_mini_46m.gcode

o & PLA &040mm =020mm ©0.77hrs &68g & Prusa MINI/ MINI+

game_zeton_x_2color_02mm_pla_mini_29m.gcode

)

- S PLA & 040mm =020mm ©0.49hrs &&59g & Prusa MINI/ MINI+

game_figurka2_2x_lcolor_ 02mm_pla_mini_29m.gcode

X & PLA &040mm =020mm ©0.49hrs &62g B Prusa MINI/ MINI+

game_figurkal_2x_lcolor_ 02mm_pla_mini_29m.gcode

X & PLA &040mm =0.20mm ©0.49hrs &62g B Prusa MINI/ MINI+

Other files

cedulky.pdf

manual.pdf

navod.pdf



cedulky.svg

License ®

This work is licensed under a
Creative Commons (4.0 International License)
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