WINSTON SMITH, THE PROTAGONIST OF THE NOVEL “NINETEEN EIGHTY-FOUR” BY GEORGE ORWELL, WORKS AT

MINITRUE, REWRITING HISTORY AND SYSTEMATICALLY ELIMINATING ALL RECORDS OF NON-PERSONS. BUT HIS LONGING a
gl FOR FREEDOM WILL LEAD HIM TO BELIEVE THAT IT IS POSSIBLE TO OVERCOME ONE’'S OWN FEAR AND... ESCAPE!




Winston - Nineteen eighty-four is a solitaire game where you will
have to go from Minitrue to the Golden Country before the game
rounds end.

WINST

NINETEEN EIGHTY-FOUR

[ COMPONENTS

1 pad of Winston'’s route sheets
6 dice in six colours

1 Winston & Julia pencil

3 rulebooks

[ GAME SET UP

Take one of Winston’s route sheet and place
it in front of you along with the 6 dice and the
pencil. Choose a difficulty level and mark it,
then you can start playing!

A NON-PERSON IS A VAPORIZED PERSON, WHOSE
EXISTENCE IS ERASED FROM HISTORY AND MEMORY.

| GoaL oF THE GAmE I

Spaces for the dice @
In each round, you will mark the result obtained Room 101
on your Winston's route sheet. You will have to Winston's ki ©
reach the Golden Country before the end of the

eight rounds of the game. Golden Country’s track @

Big Brother’s track @
Rounds’ track @
Difficulty level (6)

Mr. Charrington’s house

You will lose, and you won'’t even score, if you
don’t achieve it!

Final score boxes



Hhiant “~THOUGHT POLICE.

| A GamE ROUND

Each round consists of five steps that you will have to solve in order.

@ @ Roll the six dice and keep them available.
You will use their results in the next step.
Mark the current round’s box on Winston’s

route sheet. In the first round, mark the first
box of the rounds’ track (R1).

Note: When playing at the difficulty level x1, mark
RO instead of R1 in the first round (see page 6).

Note: When playing with the “Big Brother’s eye”

modifier, remove one die if applicable (see page 6).

Place each die, one at a time and
in your chosen order, into its
corresponding colour space on
your Winston’s route sheet, and
apply its effect (see page 4).

Calculate the result of the round by adding
@ the values of the placed dice and subtracting
the value of the
Room 101 die.
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THE PUNISHMENT FOR THINKING BADLY IS BEING KIDNAPPED AND TORTURED INTO CONFESSING TO
THOUGHT CRIMES AND EVENTUALLY, IF YOU RESIST, BEING TAKEN TO ROOM 101

Mark on Winston’s route sheet a number of boxes equal to the result of the round. We recommend
marking the last box of the round with an X. Start counting from the initial box in the first round, or
from the next box after the last one already marked with an X.

T = / If the last box marked is a Control Zone
‘ or Maximum Security, mark the next

Control Zone: Boxes with

; : i
box on the Big Brother’s track. 4 coloured frame located at the
/ i I = corners of the route.
$ i oL
] THROUGH TELESCREENS, ZEPPELINS AND 5 ] Maximuim Securlty: Gray
o
! & o dots you will find on your
OMNIPRESENT MICROPHONES, THE PARTY = thy n you
MEMBERS ARE-CLOSELY WATCHED BY THE — oL



| PLACING THE DICE I

A die can be in one of these three states:

Q Removed die: a die removed by the effect of the Blue die or for ending in a Control Zone or Maximum
Security with the “Big Brother’s eye” modifier (see page 6).

Q Available die: a die that has not been removed and has not yet been placed on its space.

Q Placed die: a die that has not been removed and has already been placed on its space, with its effect applied.

Every time you place an available die on its corresponding space, you must apply its effect:

MINILUYV ﬁ MINIPLENTY MINIPAX

Remove a placed or
available die of a
higher value than the
Blue die.

Match the value of the Re-roll as many

Red die to the lowest available dice as the

value placed die. value of the Green
die.

You cannot place the Red die until ~ You cannot place the Green die if
you have placed at least one die. there are not enough dice available
to re-roll.

The Red die (5) matches the Blue die  You must re-roll two available -
(2) because it is the lowest value die  dice from Purple (4), Red (5) or
already placed. Yellow (1).

You cannot place the Blue die if there
is no other die with a higher value.

You can remove either the White (5)
or the Yellow (6) die as their values

are higher than the Blue die (3).
MINILUV IS THE MINISTRY IN CHARGE OF

APPLYING THE LAWS AND MAINTAINING IN MINIPLENTY, THE ECONOMY IS

ORDER: T RE-EDUCATES CITIZENS PLANNED, BASED ON A STATE OF MINIPAX PERPETUATES A LIMITED AND
THROUGH FEAR, TORTURE OR PERMANENT LACK, AND RATIONING IS IRRESOLVABLE WAR WITH THE PURPOSE OF
BRAINWASHING ADMINISTERED. KEEPING ALIVE THE HATRED TOWARDS AN

EXTERNAL ENEMY AND THUS DISTRACTING
ITS CITIZENS.




Is
UND YOU CANNOT PLACE AND APPLY ALL fc FRFFDO” ]S ;FAOE'
R . Ay

AVAILABLE DICE, PROCEED TO THE NEXT ROUND B
WITHOUT MARKING ANY BOXES ON WINSTON'S ROUTE. fc

m MINITRUE [ THoUGHT PoLICE | Tl | THE BROTHERHOOD |

THINKPOL

Change the value Send to room 101 Flip the Purple die
of another placed the die placed in the and another placed
or available die of space indicated by or available die to
repeating value, to the Yellow die. show the value of the

match the value of the White die. opposite face.

You cannot place the Yellow die
if there is no die in the space

You cannot place the White die indicating its value.

if there are no other dice with
repeated values. Note: If the value of the Yellow die is
5, send the Yellow die to Room 101.
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You must change the value of the
Yellow (6) or Purple (6) die to a

You can always place the Purple die.

Flip the Purple die (5), changing its
value from 5 to 2, and the Green die
(3), changing its value from 3 to 4.

Move the Red die (4)
currently in position 1 to

value of 5, the value of the White Room 101.

die (5). NO ONE KNOWS IF GOLDSTEIN, ONE OF
THE THOUGHT POLICE NOT ONLY WATCH THE MOST HATED CRIMINALS, IS DEAD

IN MINITRUE, THE NEWS IS AND CONTROL, BUT ALSO ENSURE OR ALIVE, BUT HE IS SUSPECTED. OF

CONTINUOUSLY MODIFIED, HISTORY THAT ANY DISRUPTIVE IDEAS ARE NOT LEADING A REBEL GROUP KNOWN AS THE

IS REWRITTEN AND PROPAGANDA 15 | |  ENTERTAINED. BROTHERHO0D. |

, USED AS A MEANS OF SPREADING !
INSTRUCTIONS.




DIFFICULTY

In Winston, the first thing you need to do at the beginning of a game is to choose the difficulty level you want
to play at. Each level slightly modifies how the game works with some special rules and also changes the final

score multiplier.

Choose level x1 for the first game and increase it as you win games.

These are the three elements that modify the difficulty of the game and determine the different levels:

A WALK THROUGH THE SUBURBS ’ BIG BROTHER'S EYE I JULIA AT CHARRINGTON'S ’

YOUR FIRST FORAYS BEYOND LONDON’S
PERMITTED BOUNDARIES..

You have more time to try to reach
the Golden Country.

This modifier adds an additional
round (RO). In the first round mark
box RO instead of R1 on the round
track.

Apply this modifier at
difficulty level x1.

DREAMING INTO A FUTURE CAN COME
AT A HIGH COST!

If the last marked box in a round
is a Control Zone or Maximum
Security, in addition to marking
the Big Brother box, you must

remove a die for the next round:

Control Zone:
Remove the die that
matches the colour
of the box where you
finished the current
round.

Maximum security:
After rolling the dice,
remove the die with the
highest value. If there
are multiple elegible
dice, choose the one you
prefer.

'[QZ’ . Apply this modifiei"at,
difficulty level x3 and x5.

DO YOU TRUST MR. CHARRINGTONZ AND

JULIAZ WILL YOU BE ABLE TO STAY SAFE,

AWAY FROM PRYING EYES?

Take a detour and go by the Mr.
Charrington’s house.

This modifier
makes the
journey longer
and more
dangerous.

@ Apply this modifier in
difficulty level x4 and x5.

MR. CHARRINGTON IS THE OWNER OF AN
ANTIQUE SHOP AND A SMALL APARTMENT
IN THE ATTIC, WHERE WINSTON AND
JULIA MEET.
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Depending on the chosen difficulty, you will have to apply one or more modifiers, as indicated in the following
table:

| DIFFTCULTY |

A walk through the suburbs

v X | XX

x x J x [:Z] Big Brother’s eye

SIS|X

X X XV

% Julia at Charrington’s

| END OF THE GAME I

A game of Winston ends when one of the following events occurs:

@ At the end of round 8 (R8) You have marked one or more boxes of the

: Golden Country
If you haven’t reached the Golden

Country by the end of round
eight, you have been tamed by
the system and you lose.

If you have marked one or more boxes
of the Golden Country at the end of
round eight, or earlier, Winston has
realized his dream and overcome his

There’s no score for those who - fears.
remain in the system. >
% Calculate your final score and try to
I ! challenge yourself in a new game, at a
[ FINAL SCORING higher difficult level.

Calculate your score that way:

O) Write down your scores in the boxes below the respective Golden Country, Big Brother and Round tracks.
@ Sum up these three scores and write the result in the SUBTOTAL box.

@ Write the multiplier corresponding to the difficulty level of the game in the reserved box below the track.
9) Multiply the SUBTOTAL by the multiplier and write the result in the TOTAL box.

— vy
= TOTAL

That is your ‘ ’ 4 —
final score of the game! | \




| DICE OVERVIEW I

n [minvicwv ]

Match the value of a placed die.

a MINIPLENTY

Re-roll X available dice.

B MINIPAX

Remove an available or placed die.
Change the value of a repeated die.
Send one placed die to Room 101.

THOUGHT POLICE
ﬂ THE BROTHERHO0D

Flip the purple die and another one.

|SUMMARY OF A ROUND I

Resolve these steps in order:

Mark the round
Mark the round in the rounds’ track.

Roll the dice
Roll the 6 dice and keep them available.

Place the dice

Calculate the result

Move on the route
Mark as many boxes as your result on the route
sheet.
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Place the dice one by one and apply their effect.

Sum up the placed dice and subtract Room 101.

Game designer: Perepau Llistosella

Artist: Amelia Sales

Graphic designer: Danny Medina

Rules: Perepau Llistosella i Danny Medina
English translation: Christophe Beaufumé
Editor: Perepau Llistosella

I DEDICATE THIS GAME TO MY IMMENSE FRIEND
JOSE MARIA BELLOSTAS

The author has been inspired by one of the greatest
literary works of the 20th century, Nineteen eighty-
four, by George Orwell.

If you haven’t read it yet, head to the library or the
bookshop, and then step 1nto Wlnston s shoes and
play the game'

KOKORIiN GAMES
080EM, S.L.
kokoringames.com




