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OVERVIEW

Breaker Blocks is a one on one tabletop game in which you place power and
command blocks to build up your circuits and sabotage your opponent’s.
Control more circuits than your opponent when the game is over to win.
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» Dump all of the blocks onto the table

» Set aside the Circuit Core.
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» Sort the colored tiles into piles based on color.

» Each player starts with both of their 0 Power blocks in their hand,
ready to use when the game begins.
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VICTORY

The goal of the game is to control more circuits than your opponent when
the game is over. You accomplish this by feeding power into those circuits
through the use of your colored, numbered blocks. You control a circuit
when you are feeding more power into it than your opponent.

Player Two Inputs

Player One Inputs—————T
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GVE&WE\,( The game is over when one of two things happens:

T » Two AUTHENTICATE tiles are added to the board,
62 ur regardless of where they are played or who played \ /
\hc»ro‘q them. The game ends immediately and circuit / \

control is assessed to determine the winner. This

Tu&‘,\s is how most games will end.
BLOCKS » If one player cannot draw or add any power blocks, their turn is
FP(Q over. Their opponent gets one normal turn, then the game is over.
\]A&M“T ?LAY When the game is over, players add up the power they have feeding into
CONTACT their circuits. The player who controls the most circuits wins.

Player Two

Circuit I
6 vs 2 = Pl winning

Circuit II

I
I
v oy
+2+3 = 6 3 vs 2 = P1 winning

Circuit III
0 vs 1 = P2 winning

Player One

TN THIS EXANTLE, PLATER ONE 1S WINNING Q1ecWi TS T Anp 1T Anp
TLAER TWOo 15 WINNING (1ecuiT 11, If THE GANE ENDED RIGHT
WOV, VLAYER ONE WOULD BE VICTORIOUS.
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TURNS

On each turn, you may take two actions. You can take two of the same
action type or you can take two different kinds of actions.

The types of player actions are as follows:

ALLOCATE (Draw/Prepare)

Pick a block from your colored supply or the neutral supply and draw it
into your hand. Note that you cannot add blocks on the turn you draw
them, so it may help to think of “draw” as “prepare a block to be used
later.” You can draw blocks from your colored power blocks or the neutral
command modules, also known as action tiles.

ASSIMILATE (Add/Play)

Pick a block from your hand and add it onto one of your circuit paths
on the board. You may not add blocks to your opponent’s circuit paths.
Note again that you cannot play blocks on the turn you draw them.

Player Two

I

I

| r-=-

[

I Circuit I

| | r— - - ° 6 vs 2 = Pl winning
|

vovoy Circuit II

1+2+3 = 6 3 vs 2 = Pl winning

Circuit III
0 vs 1 = P2 winning

Player One

LET'S REVISIT THE EXANILE DIAG&AN. YOU CAN SEE HERE
THAT TLAJERS CAN ONLY TLAY INTO THEIR OWN INFUTS, BUT
BLOCK.S TLAYED MA] GO IN ANY DIRECTION fROM THERE. [T'sS
FOSSIBLE, THOUGH DIFFICULT, -TO BUILY INTO THE OTHER
TLAYERS SIDE OF THE ROARD AS YLAYER ONE TRIED TO PO
O\ THE LEFT.
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TURNS CONTINUED

Command modules activate their behaviors when they are added to
the board. Their effects are activated automatically and do not cost
the player any additional actions. For example, if a command module
removes a block from the game, the player has only spent one action
to add the command module to the board; the act of removing a block
from the game happens automatically and for free.

(COMMAND MODULES PO NOT GET IN THE WA| Of TOWER TATHS, SO
PON'T WOREL) TOO MUCH ABOUT WHERE JOU TLACE THEM. N\osT
OFf THE TIME, THE] CAN ONLY GIVE YOU MORE OTTIONS!

AGGREGATE (Rearrange)

Target one of your blocks that has no other blocks plugged into it and
move it elsewhere to another plug on one of your circuit paths. You may
only rearrange into your own circuit paths and you may only rearrange
your own blocks. Note that command modules are not activated again
when they are rearranged.

Player Two

-

I
Cannot rearrange:

Blocks plugged
into this block

9 9

Rearrange okay!

Player One

In this example, Player One could rearrange either of their Power 3 blocks
or their Power 1 block. If they moved their Power 3 from Circuit | to their
opening in Circuit lll, they could be winning all three circuits!

On the other side of the board, Player Two could move their Power 2 block
from Circuit | to one of their openings in Circuit Il. This would cause them
to be winning Circuit Il and Circuit Ill, going from a losing position to a
winning one!
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OvERVIEM IT's EAS) TO GET CAUGHT UF I\ ADDING NEW TILES TO THE
SETUP ROARD, SO PONT FORGET THAT JOU CAN REARRANGE, TOO!
YOMER BLOCK.S ALKEAD)| ON THE BOARD ARE OFTEN OVER—
\flCTOKY LOOKED BY JOUR OTTONENT.
TugNs
NoTe TwaT TuE AUTHENTICATE BLOCK 1S STECIAL AND
BLOCKS CANNOT BE REARRKANGED.
BLOCK TYPES
\]A&M“T ?LAY Blocks are divided into two fundamental types:
CONTACT POWER blocks and GCOMMAND modules.
POWER BLOCKS

Power blocks are blocks that feed power into a circuit. The amount of
power they contribute is shown as the number on the block.

c 2 S o S 2 T
C 2

The more powerful a block, the less flexible it is once it’s on the board.
For instance, the Power 3 block has no inputs, but the Power 1 block
has two inputs.

c 2

BE CARETUL ABOUT WHICH FOVER BLOCKS jOU peAw! WHILE
BLOCKS OFf THE SAMNE TOWER LEVEL MA| HAVE THE SAME
NUMBER OF INFUTS, THOSE INTUTS ARE USUALLY ARRANGED
I\ DIFFERENT VAYS.

COMMAND BLOCKS

Command blocks, or command modules, are neutral blocks that do not
add to or subtract from the power of a circuit. Instead, they each have
special actions that activate when they are added onto the board. They
can be drawn by either player.

Players may not have more than one of the same kind of command block
in their hand at a time. The exception to this rule is the AUTHENTICATE
block, which players may hold two of.

The actions that happen from command blocks follow the same rules

for targeting as rearranging. Only blocks with nothing plugged into them
may be targeted.
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OveRVIEW ANNIHILATE (Destroy)

621‘“1’ Target a block on either side of the board. Destroy it, removing it from
the game entirely. May not target AUTHENTICATE blocks.
ICTORY

GREAT fOR DESTRO|ING STRONG TOWER BLOCK.S!
TugNS

BLOCKS
AkQ
VARIANT VLAY

/N
A/
CO\\T ACT w ACCELERATE (Draw Three)

AUTOMATE (Quick Play)

Play a block directly from the supply. This can be a command module
or one of your power tiles. May not target other AUTOMATE tiles.

THINK OF THIS ONE LIKE A VILDCARD. USE I'T TO KEEF JOUR OFFONENT
GUESSING ABOUT WHAT YOQ'KE TLANNING TO DO NEXT.

Target three blocks in the supply. ALLOCATE them, drawing them into
your hand.

USEfUL fOR RERUILDING JOUR HAND WHEN JOU'RE LOW O\ TILES!

ATTENUATE (Remove Two)

Target a block plugged into one of your circuits and a block plugged
into one of your opponent’s circuits. Remove them both from the
board and return them to the supply. May not target ATTENUATE
or AUTHENTICATE blocks.

(AN BE USED TO SEND BACK. STRONG TOWER TILES TROM THE
OTTONENT WHILE ALSO SENPDING BACK. COMMAND MODPULES TO BE
USED AGAIN. EASILY UNDERESTIMATED.

AGITATE (Rearrange Opponent)

When placing this block, perform two consecutive rearrange actions
as though you are your opponent. This allows you to rearrange two
of their tiles, one after another.

!

(REATE A VINDOW OF OTTORTUNITY, REARRANGING THE OTTONENT S0
JOU CAN WIN O TO UNDO THISICAL BLOCKING THE)'VE DONE TO YOU
WHILE JOU &EBUILD.

AGGRAVATE (Aggravate)

Target one tile in your hand and one tile in your opponent’s hand.
Send all other tiles in both hands back to the supply.

H
_)
H
_)

VERFECT fOR USE AGAINST OFFONENTS WHO LIKE TO HOARD TILES.

AUTHENTICATE (End Game)

The AUTHENTICATE tile does nothing on its own, but the game ends
when two of them have been plugged in anywhere on the board regard-
less of where they are plugged in or who played them. May not be
rearranged. May not be targeted by command modules once added
to the board. You may only add one AUTHENTICATE block each turn
by any means, including by AUTOMATE blocks.

(REATE A WOMENTAR] ADVANTAGE AND USE THESE TO FINISH THE
GAME AND VIN.

N K
N
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FREQUENTLY ASKED QUESTIONS

o

o

>0

: Do | win by controlling circuits or does my total power on the board matter?
: Circuits! The total amount of power on the board is irrelevant if it isn’t

helping you control circuits. You could be feeding all of your power into
Circuit Il, but if your opponent has even 1 power going into Circuit | and
Circuit Ill then you’re losing.

: So | need to control two circuits to win, right?
: Not necessarily. “More circuits than your opponent,” could mean that you’re

tied on two circuits and winning the third. Sometimes controlling even one
circuit means that you’re winning.

: How do | know which circuit power is feeding into?
: Power blocks will only feed into one circuit at a time. You can use the paths

on the blocks to see where power is going.

: What happens if the game ends in a draw?
: Draws are pretty rare, but if one does happen, refer to your own house rules.

You can call a draw a draw or you can consider it a loss for both players,
whatever you’re more comfortable with.

VARIANT PLAY

“BLIND ACTION”

Play the game with all command modules in the supply face down. Some
commands might still be identifiable by their shape, but most can not. For
even more randomness, set aside the AUTHENTICATE blocks and then
blindly remove 4 command blocks from the remaining supply.

“POWER OVERWHELMING”
Instead of ending the game with AUTHENTICATE blocks, the game is over
if a player starts their turn while in control of two or more circuits.

CONTACT

Jake Vander Ende
Spriteborne — Owner
jake.vanderende@gmail.com
www.spriteborne.com

Lex Piccione

Graphic Designer
lexpiccione@gmail.com
www.lexpiccione.com
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