
Components 
108 tiles, 3 of each 
tile shown at right
1 bag
1 scoring track
4 scoring markers

Playing Time
30 - 60 minutes

Object
Make lines of tiles that are either all one 
color or all one shape. Points are scored 
for every tile played. The player with the 
most points wins the game.

Setup
Place all tiles in the bag. Each player 
picks a scoring marker and puts it next to 
the scoring track. Qwirkle does not use 
any boards. The boards are only used for 
Qwirkle Connect and Quirkle Select.

Starting the Game
Each player draws six tiles to create his or 
her hand. Stand the tiles so that only you 
can see the printed side. Players declare 
the largest number of tiles in their hand 
that are all one shape or all one color. Do 
not include duplicate tiles. 
The player with the most matching tiles 
(not including duplicates) plays those tiles 
to start the game. If there is a tie, the 
oldest player in the tie starts the game. 
Play proceeds clockwise.

Playing the Game
On your turn:
 1. Place one or more tiles.
 2. Move your marker ahead on the             
  scoring track.
 3. Draw tiles from the bag to bring your   
  hand back up to six.

If you can’t or don’t want to place tiles, you 
may discard instead. This counts as your 
entire turn and you do not score any 
points. Set aside all the tiles you want to 
discard, then draw the same number of 
replacement tiles. You cannot discard 
more tiles than are in the bag. After you 
have drawn, mix the discarded tiles back 
into the bag.

Placing Tiles
You may play multiple tiles on your turn as 
long as all tiles played are the same color 
or the same shape and are placed in the 
same line. You cannot play two tiles that 
are exactly the same.

At least one of the tiles you play must 
touch (side to side) a tile that has already 
been played and match the tile in color or 
shape. Any tiles that touch each other are 
part of a line. Lines are either all one 
shape or all one color, without any 
duplicates.

The tiles you play must be added to the 
same line, but they do not have to touch 
each other. 

There cannot be duplicate tiles in a line. 
For example, a line of squares can only 
have one blue square. A line can never be 
longer than six tiles.

As the game progresses, spaces will be 
created where no tile can be played.
For more examples of tile placement, refer 
to the Sample Game at the end of these 
instructions.

Scoring
One point is scored for each tile in a line 
that you create or add to.

 

A single tile can score twice if it is part of 
two lines.

Whenever you complete a line of all six 
colors or shapes, it is called a Qwirkle. 
A Qwirkle scores 12 points, six for the 
tiles in the line plus six bonus points.

 
A six-point bonus is scored by the first 
player to run out of tiles. For more 
scoring examples, refer to the Sample 
Game at right.

Ending the Game
When there are no more tiles to draw, play 
continues as before, but players do not 
replenish their hands. The first player to 
run out of tiles scores six bonus points 
and ends the game. The player with the 
highest score wins.

Strategy Tips
• Play your tiles so that they are part of   
 more than one line.
• Save tiles that can help you make a   
 Qwirkle.
• Avoid creating places for other players   
 to make a Qwirkle. 
• Remember that there are three of each   
 type of tile.

Sample Game

1.  Anna plays three
  red tiles to start the
  game. She scores
  3 points.

2.  Chris scores 4
  points for the red
  line and 3 points for   
  the square line.
  7 points total.

3.  Sally scores 2
  points for the circle
  line and 2 points
  for the blue line.
  4 points total.

4.  Dave scores 2 points for the green   
  line, 2 points for the clover line and   
  two points for the diamond line.  6   
  points total.

5.  Anna scores 4 points for the green line   
  and 3 points for the circle line.  7   
  points total.

6.  Chris scores 4 points for the horizontal   
  square line and 2 points for the vertical   
  square line. 6 points total.

7.  Sally scores 3 points for the starburst   
  line.  3 points total.

8.  Dave scores 3 points for the orange   
  line.  3 points total.

9.  Anna scores 2 points for the yellow   
  line, 4 points for the diamond line and   
  4 points for the circle line.
   10 points total.

10. Chris scores 4 points for the starburst   
  line and 5 points for the red line. 9   
  points total.

11. Sally scores 6 points for the red line   
  plus 6 points for making a red Qwirkle.   
  She also scores 3 points for the blue   
  line and 3 points for the criss-cross   
  line. 18 points total.

12. Dave scores 5 points for the horizontal   
  square line, 2 points for the vertical   
  square line and 2 points for the   
  second horizontal square line. 
  9 points total.

Qwirkle Select adds an extra element of 
strategy to Qwirkle with powerful star 
tokens that allow you to take a tile off the 
board and add it to your hand. If you don’t 
already know how to play Qwirkle, please 
refer to the Qwirkle section of this instruc-
tion booklet before playing Qwirkle Select.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants 
12 star tokens 
1 scoring track
4 scoring markers

Set Up
Use the blue side of the boards. Arrange 
the game board quadrants to make one 
large square playing board. Put the 
quadrants together so the four thick-
bordered squares are in the center of 
the board.

Place a star token on each of the star 
spaces.

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player 
must place a tile on one of the four 
squares in the center of the board. 
 
Game Play and Scoring
Game play and scoring are the same as 
Qwirkle with the following exceptions:

• When you play a tile on a star space, 
take the star token from that space.

 •  You can use the star token on one of   
 your subsequent turns to improve your   
 hand. It is important that you can only   
 use a star token on your turn, not on   
 someone else’s turn.
• When using a token, play the token at   
 the beginning of your turn. You can only   
 use one star token per turn. 
• When used, the star token allows you to   
 take a tile from the board and add it to   
 your hand. You can take any tile on the   
 board EXCEPT a tile that is part of a   
 Qwirkle. Pay close attention to the   
 board and your hand - you might be   
 able to get the tile you need to make a   
 Qwirkle!
• After using a star token, your turn   
 continues normally. At the end of your   
 turn, draw your hand back up to exactly   
 six tiles.
• You cannot play off of the board.

Note: 
When you use a star token to remove a 
tile from the board, some tiles may 
become disconnected from the rest of the 
tiles. Players should continue to place tiles 
on any legal space, including off of the 
disconnected tiles. See illustration.

Qwirkle Connect adds bonus point 
opportunities to Qwirkle. You will need a 
keen eye – and the right tiles – to get the 
bonuses and maximize your score. If you 
don’t already know how to play Qwirkle, 
please refer to the Qwirkle section of this 
instruction booklet before playing Qwirkle 
Connect.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
1 scoring track
4 scoring markers

Set Up
Use the green side of the boards. 
Arrange the game board quadrants to 
make one large square board. The board 
quadrants can be combined in many 
ways. The illustration below shows the 
recommended set up for your first game.

Place a randomly drawn tile face-up on 
each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board.

       

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, with the following exceptions:

• The board starts with 24 tiles that you   
 can play from. As in Qwirkle, you must   
 play so that at least one of your tiles   
 touches a tile that is already on the   
 board. 
• The numbered spaces allow you to   
 score bonus points. One-point bonus   
 spaces require you to connect two   
 random Qwirkle tiles placed on the   
 board in set up. Two-point bonus   
 spaces require you to create 
 connections further away from the   
 starting tiles.
• When you play a tile on a numbered   
 space, add the bonus point(s) to your   
 normal score. Only score the bonus   
 once, even if the tile placed on the   
 bonus space is used in two different   
 lines. See illustration below.
• You cannot play off of the board.

Strategy Tips
Look for 9 point plays. First check what 
tiles you have that share one characteristic, 
either color or shape. If this is your hand:

You have 2 circles, 2 reds, 2 stars, and 2 
oranges. Is there a circle line you can 
add the circles to and get 2 bonuses? 
No. Is there a red line? No. Is there a star 
line? No. Is there an orange line? Yes. If 
you play the 2 oranges in the bottom left 
of the board, you can get 2 bonus points 
for a total of 9 points.

Qwirkle Select and Qwirkle Connect can 
be combined together to create a game 
that will have you thinking in multiple 
directions. Please read the rules for 
Qwirkle, Qwirkle Select, and Qwirkle 
Connect before playing this game.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
12 star tokens
1 scoring track
4 scoring markers

Set Up
Arrange the game board quadrants to 
make one large square playing board. The 
board quadrants can be combined in 
many ways. It works best to use two 
board quadrants from Select and two from 
Connect as shown below. 

Place one star token on each of the star 
spaces. Place a randomly drawn tile 
face-up on each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board. 

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, Qwirkle Select, and Qwirkle 
Connect with the following exception:

• If a bonus point square is uncovered by   
 the use of a star token, the bonus   
 point(s) are scored again if the square is   
 played on.

Mix, Match, Score and Win!
2 to 4 Players  •  Ages 6 and up

Instructions

ConnectSelect



Components 
108 tiles, 3 of each 
tile shown at right
1 bag
1 scoring track
4 scoring markers

Playing Time
30 - 60 minutes

Object
Make lines of tiles that are either all one 
color or all one shape. Points are scored 
for every tile played. The player with the 
most points wins the game.

Setup
Place all tiles in the bag. Each player 
picks a scoring marker and puts it next to 
the scoring track. Qwirkle does not use 
any boards. The boards are only used for 
Qwirkle Connect and Quirkle Select.

Starting the Game
Each player draws six tiles to create his or 
her hand. Stand the tiles so that only you 
can see the printed side. Players declare 
the largest number of tiles in their hand 
that are all one shape or all one color. Do 
not include duplicate tiles. 
The player with the most matching tiles 
(not including duplicates) plays those tiles 
to start the game. If there is a tie, the 
oldest player in the tie starts the game. 
Play proceeds clockwise.

Playing the Game
On your turn:
 1. Place one or more tiles.
 2. Move your marker ahead on the             
  scoring track.
 3. Draw tiles from the bag to bring your   
  hand back up to six.

If you can’t or don’t want to place tiles, you 
may discard instead. This counts as your 
entire turn and you do not score any 
points. Set aside all the tiles you want to 
discard, then draw the same number of 
replacement tiles. You cannot discard 
more tiles than are in the bag. After you 
have drawn, mix the discarded tiles back 
into the bag.

Placing Tiles
You may play multiple tiles on your turn as 
long as all tiles played are the same color 
or the same shape and are placed in the 
same line. You cannot play two tiles that 
are exactly the same.

At least one of the tiles you play must 
touch (side to side) a tile that has already 
been played and match the tile in color or 
shape. Any tiles that touch each other are 
part of a line. Lines are either all one 
shape or all one color, without any 
duplicates.

The tiles you play must be added to the 
same line, but they do not have to touch 
each other. 

There cannot be duplicate tiles in a line. 
For example, a line of squares can only 
have one blue square. A line can never be 
longer than six tiles.

As the game progresses, spaces will be 
created where no tile can be played.
For more examples of tile placement, refer 
to the Sample Game at the end of these 
instructions.

Scoring
One point is scored for each tile in a line 
that you create or add to.

 

A single tile can score twice if it is part of 
two lines.

Whenever you complete a line of all six 
colors or shapes, it is called a Qwirkle. 
A Qwirkle scores 12 points, six for the 
tiles in the line plus six bonus points.

 
A six-point bonus is scored by the first 
player to run out of tiles. For more 
scoring examples, refer to the Sample 
Game at right.

Ending the Game
When there are no more tiles to draw, play 
continues as before, but players do not 
replenish their hands. The first player to 
run out of tiles scores six bonus points 
and ends the game. The player with the 
highest score wins.

Strategy Tips
• Play your tiles so that they are part of   
 more than one line.
• Save tiles that can help you make a   
 Qwirkle.
• Avoid creating places for other players   
 to make a Qwirkle. 
• Remember that there are three of each   
 type of tile.

Sample Game

1.  Anna plays three
  red tiles to start the
  game. She scores
  3 points.

2.  Chris scores 4
  points for the red
  line and 3 points for   
  the square line.
  7 points total.

3.  Sally scores 2
  points for the circle
  line and 2 points
  for the blue line.
  4 points total.

4.  Dave scores 2 points for the green   
  line, 2 points for the clover line and   
  two points for the diamond line.  6   
  points total.

5.  Anna scores 4 points for the green line   
  and 3 points for the circle line.  7   
  points total.

6.  Chris scores 4 points for the horizontal   
  square line and 2 points for the vertical   
  square line. 6 points total.

7.  Sally scores 3 points for the starburst   
  line.  3 points total.

8.  Dave scores 3 points for the orange   
  line.  3 points total.

9.  Anna scores 2 points for the yellow   
  line, 4 points for the diamond line and   
  4 points for the circle line.
   10 points total.

10. Chris scores 4 points for the starburst   
  line and 5 points for the red line. 9   
  points total.

11. Sally scores 6 points for the red line   
  plus 6 points for making a red Qwirkle.   
  She also scores 3 points for the blue   
  line and 3 points for the criss-cross   
  line. 18 points total.

12. Dave scores 5 points for the horizontal   
  square line, 2 points for the vertical   
  square line and 2 points for the   
  second horizontal square line. 
  9 points total.

Qwirkle Select adds an extra element of 
strategy to Qwirkle with powerful star 
tokens that allow you to take a tile off the 
board and add it to your hand. If you don’t 
already know how to play Qwirkle, please 
refer to the Qwirkle section of this instruc-
tion booklet before playing Qwirkle Select.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants 
12 star tokens 
1 scoring track
4 scoring markers

Set Up
Use the blue side of the boards. Arrange 
the game board quadrants to make one 
large square playing board. Put the 
quadrants together so the four thick-
bordered squares are in the center of 
the board.

Place a star token on each of the star 
spaces.

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player 
must place a tile on one of the four 
squares in the center of the board. 
 
Game Play and Scoring
Game play and scoring are the same as 
Qwirkle with the following exceptions:

• When you play a tile on a star space, 
take the star token from that space.

 •  You can use the star token on one of   
 your subsequent turns to improve your   
 hand. It is important that you can only   
 use a star token on your turn, not on   
 someone else’s turn.
• When using a token, play the token at   
 the beginning of your turn. You can only   
 use one star token per turn. 
• When used, the star token allows you to   
 take a tile from the board and add it to   
 your hand. You can take any tile on the   
 board EXCEPT a tile that is part of a   
 Qwirkle. Pay close attention to the   
 board and your hand - you might be   
 able to get the tile you need to make a   
 Qwirkle!
• After using a star token, your turn   
 continues normally. At the end of your   
 turn, draw your hand back up to exactly   
 six tiles.
• You cannot play off of the board.

Note: 
When you use a star token to remove a 
tile from the board, some tiles may 
become disconnected from the rest of the 
tiles. Players should continue to place tiles 
on any legal space, including off of the 
disconnected tiles. See illustration.

Qwirkle Connect adds bonus point 
opportunities to Qwirkle. You will need a 
keen eye – and the right tiles – to get the 
bonuses and maximize your score. If you 
don’t already know how to play Qwirkle, 
please refer to the Qwirkle section of this 
instruction booklet before playing Qwirkle 
Connect.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
1 scoring track
4 scoring markers

Set Up
Use the green side of the boards. 
Arrange the game board quadrants to 
make one large square board. The board 
quadrants can be combined in many 
ways. The illustration below shows the 
recommended set up for your first game.

Place a randomly drawn tile face-up on 
each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board.

       

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, with the following exceptions:

• The board starts with 24 tiles that you   
 can play from. As in Qwirkle, you must   
 play so that at least one of your tiles   
 touches a tile that is already on the   
 board. 
• The numbered spaces allow you to   
 score bonus points. One-point bonus   
 spaces require you to connect two   
 random Qwirkle tiles placed on the   
 board in set up. Two-point bonus   
 spaces require you to create 
 connections further away from the   
 starting tiles.
• When you play a tile on a numbered   
 space, add the bonus point(s) to your   
 normal score. Only score the bonus   
 once, even if the tile placed on the   
 bonus space is used in two different   
 lines. See illustration below.
• You cannot play off of the board.

Strategy Tips
Look for 9 point plays. First check what 
tiles you have that share one characteristic, 
either color or shape. If this is your hand:

You have 2 circles, 2 reds, 2 stars, and 2 
oranges. Is there a circle line you can 
add the circles to and get 2 bonuses? 
No. Is there a red line? No. Is there a star 
line? No. Is there an orange line? Yes. If 
you play the 2 oranges in the bottom left 
of the board, you can get 2 bonus points 
for a total of 9 points.

Qwirkle Select and Qwirkle Connect can 
be combined together to create a game 
that will have you thinking in multiple 
directions. Please read the rules for 
Qwirkle, Qwirkle Select, and Qwirkle 
Connect before playing this game.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
12 star tokens
1 scoring track
4 scoring markers

Set Up
Arrange the game board quadrants to 
make one large square playing board. The 
board quadrants can be combined in 
many ways. It works best to use two 
board quadrants from Select and two from 
Connect as shown below. 

Place one star token on each of the star 
spaces. Place a randomly drawn tile 
face-up on each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board. 

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, Qwirkle Select, and Qwirkle 
Connect with the following exception:

• If a bonus point square is uncovered by   
 the use of a star token, the bonus   
 point(s) are scored again if the square is   
 played on.

Example of opening move.

Playing the red 
starburst scores four 
points—one point for 
each tile in the red 
line.

A blue square and a 
yellow square can be 
added to the opening 
move to create a line of 
squares.

You can add a 
tile to both ends 
of a line in one 
turn.



Components 
108 tiles, 3 of each 
tile shown at right
1 bag
1 scoring track
4 scoring markers

Playing Time
30 - 60 minutes

Object
Make lines of tiles that are either all one 
color or all one shape. Points are scored 
for every tile played. The player with the 
most points wins the game.

Setup
Place all tiles in the bag. Each player 
picks a scoring marker and puts it next to 
the scoring track. Qwirkle does not use 
any boards. The boards are only used for 
Qwirkle Connect and Quirkle Select.

Starting the Game
Each player draws six tiles to create his or 
her hand. Stand the tiles so that only you 
can see the printed side. Players declare 
the largest number of tiles in their hand 
that are all one shape or all one color. Do 
not include duplicate tiles. 
The player with the most matching tiles 
(not including duplicates) plays those tiles 
to start the game. If there is a tie, the 
oldest player in the tie starts the game. 
Play proceeds clockwise.

Playing the Game
On your turn:
 1. Place one or more tiles.
 2. Move your marker ahead on the             
  scoring track.
 3. Draw tiles from the bag to bring your   
  hand back up to six.

If you can’t or don’t want to place tiles, you 
may discard instead. This counts as your 
entire turn and you do not score any 
points. Set aside all the tiles you want to 
discard, then draw the same number of 
replacement tiles. You cannot discard 
more tiles than are in the bag. After you 
have drawn, mix the discarded tiles back 
into the bag.

Placing Tiles
You may play multiple tiles on your turn as 
long as all tiles played are the same color 
or the same shape and are placed in the 
same line. You cannot play two tiles that 
are exactly the same.

At least one of the tiles you play must 
touch (side to side) a tile that has already 
been played and match the tile in color or 
shape. Any tiles that touch each other are 
part of a line. Lines are either all one 
shape or all one color, without any 
duplicates.

The tiles you play must be added to the 
same line, but they do not have to touch 
each other. 

There cannot be duplicate tiles in a line. 
For example, a line of squares can only 
have one blue square. A line can never be 
longer than six tiles.

As the game progresses, spaces will be 
created where no tile can be played.
For more examples of tile placement, refer 
to the Sample Game at the end of these 
instructions.

Scoring
One point is scored for each tile in a line 
that you create or add to.

 

A single tile can score twice if it is part of 
two lines.

Whenever you complete a line of all six 
colors or shapes, it is called a Qwirkle. 
A Qwirkle scores 12 points, six for the 
tiles in the line plus six bonus points.

 
A six-point bonus is scored by the first 
player to run out of tiles. For more 
scoring examples, refer to the Sample 
Game at right.

Ending the Game
When there are no more tiles to draw, play 
continues as before, but players do not 
replenish their hands. The first player to 
run out of tiles scores six bonus points 
and ends the game. The player with the 
highest score wins.

Strategy Tips
• Play your tiles so that they are part of   
 more than one line.
• Save tiles that can help you make a   
 Qwirkle.
• Avoid creating places for other players   
 to make a Qwirkle. 
• Remember that there are three of each   
 type of tile.

Sample Game

1.  Anna plays three
  red tiles to start the
  game. She scores
  3 points.

2.  Chris scores 4
  points for the red
  line and 3 points for   
  the square line.
  7 points total.

3.  Sally scores 2
  points for the circle
  line and 2 points
  for the blue line.
  4 points total.

4.  Dave scores 2 points for the green   
  line, 2 points for the clover line and   
  two points for the diamond line.  6   
  points total.

5.  Anna scores 4 points for the green line   
  and 3 points for the circle line.  7   
  points total.

6.  Chris scores 4 points for the horizontal   
  square line and 2 points for the vertical   
  square line. 6 points total.

7.  Sally scores 3 points for the starburst   
  line.  3 points total.

8.  Dave scores 3 points for the orange   
  line.  3 points total.

9.  Anna scores 2 points for the yellow   
  line, 4 points for the diamond line and   
  4 points for the circle line.
   10 points total.

10. Chris scores 4 points for the starburst   
  line and 5 points for the red line. 9   
  points total.

11. Sally scores 6 points for the red line   
  plus 6 points for making a red Qwirkle.   
  She also scores 3 points for the blue   
  line and 3 points for the criss-cross   
  line. 18 points total.

12. Dave scores 5 points for the horizontal   
  square line, 2 points for the vertical   
  square line and 2 points for the   
  second horizontal square line. 
  9 points total.

Qwirkle Select adds an extra element of 
strategy to Qwirkle with powerful star 
tokens that allow you to take a tile off the 
board and add it to your hand. If you don’t 
already know how to play Qwirkle, please 
refer to the Qwirkle section of this instruc-
tion booklet before playing Qwirkle Select.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants 
12 star tokens 
1 scoring track
4 scoring markers

Set Up
Use the blue side of the boards. Arrange 
the game board quadrants to make one 
large square playing board. Put the 
quadrants together so the four thick-
bordered squares are in the center of 
the board.

Place a star token on each of the star 
spaces.

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player 
must place a tile on one of the four 
squares in the center of the board. 
 
Game Play and Scoring
Game play and scoring are the same as 
Qwirkle with the following exceptions:

• When you play a tile on a star space, 
take the star token from that space.

 •  You can use the star token on one of   
 your subsequent turns to improve your   
 hand. It is important that you can only   
 use a star token on your turn, not on   
 someone else’s turn.
• When using a token, play the token at   
 the beginning of your turn. You can only   
 use one star token per turn. 
• When used, the star token allows you to   
 take a tile from the board and add it to   
 your hand. You can take any tile on the   
 board EXCEPT a tile that is part of a   
 Qwirkle. Pay close attention to the   
 board and your hand - you might be   
 able to get the tile you need to make a   
 Qwirkle!
• After using a star token, your turn   
 continues normally. At the end of your   
 turn, draw your hand back up to exactly   
 six tiles.
• You cannot play off of the board.

Note: 
When you use a star token to remove a 
tile from the board, some tiles may 
become disconnected from the rest of the 
tiles. Players should continue to place tiles 
on any legal space, including off of the 
disconnected tiles. See illustration.

Qwirkle Connect adds bonus point 
opportunities to Qwirkle. You will need a 
keen eye – and the right tiles – to get the 
bonuses and maximize your score. If you 
don’t already know how to play Qwirkle, 
please refer to the Qwirkle section of this 
instruction booklet before playing Qwirkle 
Connect.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
1 scoring track
4 scoring markers

Set Up
Use the green side of the boards. 
Arrange the game board quadrants to 
make one large square board. The board 
quadrants can be combined in many 
ways. The illustration below shows the 
recommended set up for your first game.

Place a randomly drawn tile face-up on 
each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board.

       

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, with the following exceptions:

• The board starts with 24 tiles that you   
 can play from. As in Qwirkle, you must   
 play so that at least one of your tiles   
 touches a tile that is already on the   
 board. 
• The numbered spaces allow you to   
 score bonus points. One-point bonus   
 spaces require you to connect two   
 random Qwirkle tiles placed on the   
 board in set up. Two-point bonus   
 spaces require you to create 
 connections further away from the   
 starting tiles.
• When you play a tile on a numbered   
 space, add the bonus point(s) to your   
 normal score. Only score the bonus   
 once, even if the tile placed on the   
 bonus space is used in two different   
 lines. See illustration below.
• You cannot play off of the board.

Strategy Tips
Look for 9 point plays. First check what 
tiles you have that share one characteristic, 
either color or shape. If this is your hand:

You have 2 circles, 2 reds, 2 stars, and 2 
oranges. Is there a circle line you can 
add the circles to and get 2 bonuses? 
No. Is there a red line? No. Is there a star 
line? No. Is there an orange line? Yes. If 
you play the 2 oranges in the bottom left 
of the board, you can get 2 bonus points 
for a total of 9 points.

Qwirkle Select and Qwirkle Connect can 
be combined together to create a game 
that will have you thinking in multiple 
directions. Please read the rules for 
Qwirkle, Qwirkle Select, and Qwirkle 
Connect before playing this game.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
12 star tokens
1 scoring track
4 scoring markers

Set Up
Arrange the game board quadrants to 
make one large square playing board. The 
board quadrants can be combined in 
many ways. It works best to use two 
board quadrants from Select and two from 
Connect as shown below. 

Place one star token on each of the star 
spaces. Place a randomly drawn tile 
face-up on each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board. 

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, Qwirkle Select, and Qwirkle 
Connect with the following exception:

• If a bonus point square is uncovered by   
 the use of a star token, the bonus   
 point(s) are scored again if the square is   
 played on.

Playing the blue 
circle scores four 
points; two for the 
blue line and two 
points for the 
circle line.

Qwirkle scored with colors

Qwirkle scored with shapes



Components 
108 tiles, 3 of each 
tile shown at right
1 bag
1 scoring track
4 scoring markers

Playing Time
30 - 60 minutes

Object
Make lines of tiles that are either all one 
color or all one shape. Points are scored 
for every tile played. The player with the 
most points wins the game.

Setup
Place all tiles in the bag. Each player 
picks a scoring marker and puts it next to 
the scoring track. Qwirkle does not use 
any boards. The boards are only used for 
Qwirkle Connect and Quirkle Select.

Starting the Game
Each player draws six tiles to create his or 
her hand. Stand the tiles so that only you 
can see the printed side. Players declare 
the largest number of tiles in their hand 
that are all one shape or all one color. Do 
not include duplicate tiles. 
The player with the most matching tiles 
(not including duplicates) plays those tiles 
to start the game. If there is a tie, the 
oldest player in the tie starts the game. 
Play proceeds clockwise.

Playing the Game
On your turn:
 1. Place one or more tiles.
 2. Move your marker ahead on the             
  scoring track.
 3. Draw tiles from the bag to bring your   
  hand back up to six.

If you can’t or don’t want to place tiles, you 
may discard instead. This counts as your 
entire turn and you do not score any 
points. Set aside all the tiles you want to 
discard, then draw the same number of 
replacement tiles. You cannot discard 
more tiles than are in the bag. After you 
have drawn, mix the discarded tiles back 
into the bag.

Placing Tiles
You may play multiple tiles on your turn as 
long as all tiles played are the same color 
or the same shape and are placed in the 
same line. You cannot play two tiles that 
are exactly the same.

At least one of the tiles you play must 
touch (side to side) a tile that has already 
been played and match the tile in color or 
shape. Any tiles that touch each other are 
part of a line. Lines are either all one 
shape or all one color, without any 
duplicates.

The tiles you play must be added to the 
same line, but they do not have to touch 
each other. 

There cannot be duplicate tiles in a line. 
For example, a line of squares can only 
have one blue square. A line can never be 
longer than six tiles.

As the game progresses, spaces will be 
created where no tile can be played.
For more examples of tile placement, refer 
to the Sample Game at the end of these 
instructions.

Scoring
One point is scored for each tile in a line 
that you create or add to.

 

A single tile can score twice if it is part of 
two lines.

Whenever you complete a line of all six 
colors or shapes, it is called a Qwirkle. 
A Qwirkle scores 12 points, six for the 
tiles in the line plus six bonus points.

 
A six-point bonus is scored by the first 
player to run out of tiles. For more 
scoring examples, refer to the Sample 
Game at right.

Ending the Game
When there are no more tiles to draw, play 
continues as before, but players do not 
replenish their hands. The first player to 
run out of tiles scores six bonus points 
and ends the game. The player with the 
highest score wins.

Strategy Tips
• Play your tiles so that they are part of   
 more than one line.
• Save tiles that can help you make a   
 Qwirkle.
• Avoid creating places for other players   
 to make a Qwirkle. 
• Remember that there are three of each   
 type of tile.

Sample Game

1.  Anna plays three
  red tiles to start the
  game. She scores
  3 points.

2.  Chris scores 4
  points for the red
  line and 3 points for   
  the square line.
  7 points total.

3.  Sally scores 2
  points for the circle
  line and 2 points
  for the blue line.
  4 points total.

4.  Dave scores 2 points for the green   
  line, 2 points for the clover line and   
  two points for the diamond line.  6   
  points total.

5.  Anna scores 4 points for the green line   
  and 3 points for the circle line.  7   
  points total.

6.  Chris scores 4 points for the horizontal   
  square line and 2 points for the vertical   
  square line. 6 points total.

7.  Sally scores 3 points for the starburst   
  line.  3 points total.

8.  Dave scores 3 points for the orange   
  line.  3 points total.

9.  Anna scores 2 points for the yellow   
  line, 4 points for the diamond line and   
  4 points for the circle line.
   10 points total.

10. Chris scores 4 points for the starburst   
  line and 5 points for the red line. 9   
  points total.

11. Sally scores 6 points for the red line   
  plus 6 points for making a red Qwirkle.   
  She also scores 3 points for the blue   
  line and 3 points for the criss-cross   
  line. 18 points total.

12. Dave scores 5 points for the horizontal   
  square line, 2 points for the vertical   
  square line and 2 points for the   
  second horizontal square line. 
  9 points total.

Qwirkle Select adds an extra element of 
strategy to Qwirkle with powerful star 
tokens that allow you to take a tile off the 
board and add it to your hand. If you don’t 
already know how to play Qwirkle, please 
refer to the Qwirkle section of this instruc-
tion booklet before playing Qwirkle Select.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants 
12 star tokens 
1 scoring track
4 scoring markers

Set Up
Use the blue side of the boards. Arrange 
the game board quadrants to make one 
large square playing board. Put the 
quadrants together so the four thick-
bordered squares are in the center of 
the board.

Place a star token on each of the star 
spaces.

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player 
must place a tile on one of the four 
squares in the center of the board. 
 
Game Play and Scoring
Game play and scoring are the same as 
Qwirkle with the following exceptions:

• When you play a tile on a star space, 
take the star token from that space.

 •  You can use the star token on one of   
 your subsequent turns to improve your   
 hand. It is important that you can only   
 use a star token on your turn, not on   
 someone else’s turn.
• When using a token, play the token at   
 the beginning of your turn. You can only   
 use one star token per turn. 
• When used, the star token allows you to   
 take a tile from the board and add it to   
 your hand. You can take any tile on the   
 board EXCEPT a tile that is part of a   
 Qwirkle. Pay close attention to the   
 board and your hand - you might be   
 able to get the tile you need to make a   
 Qwirkle!
• After using a star token, your turn   
 continues normally. At the end of your   
 turn, draw your hand back up to exactly   
 six tiles.
• You cannot play off of the board.

Note: 
When you use a star token to remove a 
tile from the board, some tiles may 
become disconnected from the rest of the 
tiles. Players should continue to place tiles 
on any legal space, including off of the 
disconnected tiles. See illustration.

Qwirkle Connect adds bonus point 
opportunities to Qwirkle. You will need a 
keen eye – and the right tiles – to get the 
bonuses and maximize your score. If you 
don’t already know how to play Qwirkle, 
please refer to the Qwirkle section of this 
instruction booklet before playing Qwirkle 
Connect.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
1 scoring track
4 scoring markers

Set Up
Use the green side of the boards. 
Arrange the game board quadrants to 
make one large square board. The board 
quadrants can be combined in many 
ways. The illustration below shows the 
recommended set up for your first game.

Place a randomly drawn tile face-up on 
each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board.

       

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, with the following exceptions:

• The board starts with 24 tiles that you   
 can play from. As in Qwirkle, you must   
 play so that at least one of your tiles   
 touches a tile that is already on the   
 board. 
• The numbered spaces allow you to   
 score bonus points. One-point bonus   
 spaces require you to connect two   
 random Qwirkle tiles placed on the   
 board in set up. Two-point bonus   
 spaces require you to create 
 connections further away from the   
 starting tiles.
• When you play a tile on a numbered   
 space, add the bonus point(s) to your   
 normal score. Only score the bonus   
 once, even if the tile placed on the   
 bonus space is used in two different   
 lines. See illustration below.
• You cannot play off of the board.

Strategy Tips
Look for 9 point plays. First check what 
tiles you have that share one characteristic, 
either color or shape. If this is your hand:

You have 2 circles, 2 reds, 2 stars, and 2 
oranges. Is there a circle line you can 
add the circles to and get 2 bonuses? 
No. Is there a red line? No. Is there a star 
line? No. Is there an orange line? Yes. If 
you play the 2 oranges in the bottom left 
of the board, you can get 2 bonus points 
for a total of 9 points.

Qwirkle Select and Qwirkle Connect can 
be combined together to create a game 
that will have you thinking in multiple 
directions. Please read the rules for 
Qwirkle, Qwirkle Select, and Qwirkle 
Connect before playing this game.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
12 star tokens
1 scoring track
4 scoring markers

Set Up
Arrange the game board quadrants to 
make one large square playing board. The 
board quadrants can be combined in 
many ways. It works best to use two 
board quadrants from Select and two from 
Connect as shown below. 

Place one star token on each of the star 
spaces. Place a randomly drawn tile 
face-up on each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board. 

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, Qwirkle Select, and Qwirkle 
Connect with the following exception:

• If a bonus point square is uncovered by   
 the use of a star token, the bonus   
 point(s) are scored again if the square is   
 played on.

The Qwirkle Select Board. The first player
must play on one of the 4 center spaces. 

Select



Components 
108 tiles, 3 of each 
tile shown at right
1 bag
1 scoring track
4 scoring markers

Playing Time
30 - 60 minutes

Object
Make lines of tiles that are either all one 
color or all one shape. Points are scored 
for every tile played. The player with the 
most points wins the game.

Setup
Place all tiles in the bag. Each player 
picks a scoring marker and puts it next to 
the scoring track. Qwirkle does not use 
any boards. The boards are only used for 
Qwirkle Connect and Quirkle Select.

Starting the Game
Each player draws six tiles to create his or 
her hand. Stand the tiles so that only you 
can see the printed side. Players declare 
the largest number of tiles in their hand 
that are all one shape or all one color. Do 
not include duplicate tiles. 
The player with the most matching tiles 
(not including duplicates) plays those tiles 
to start the game. If there is a tie, the 
oldest player in the tie starts the game. 
Play proceeds clockwise.

Playing the Game
On your turn:
 1. Place one or more tiles.
 2. Move your marker ahead on the             
  scoring track.
 3. Draw tiles from the bag to bring your   
  hand back up to six.

If you can’t or don’t want to place tiles, you 
may discard instead. This counts as your 
entire turn and you do not score any 
points. Set aside all the tiles you want to 
discard, then draw the same number of 
replacement tiles. You cannot discard 
more tiles than are in the bag. After you 
have drawn, mix the discarded tiles back 
into the bag.

Placing Tiles
You may play multiple tiles on your turn as 
long as all tiles played are the same color 
or the same shape and are placed in the 
same line. You cannot play two tiles that 
are exactly the same.

At least one of the tiles you play must 
touch (side to side) a tile that has already 
been played and match the tile in color or 
shape. Any tiles that touch each other are 
part of a line. Lines are either all one 
shape or all one color, without any 
duplicates.

The tiles you play must be added to the 
same line, but they do not have to touch 
each other. 

There cannot be duplicate tiles in a line. 
For example, a line of squares can only 
have one blue square. A line can never be 
longer than six tiles.

As the game progresses, spaces will be 
created where no tile can be played.
For more examples of tile placement, refer 
to the Sample Game at the end of these 
instructions.

Scoring
One point is scored for each tile in a line 
that you create or add to.

 

A single tile can score twice if it is part of 
two lines.

Whenever you complete a line of all six 
colors or shapes, it is called a Qwirkle. 
A Qwirkle scores 12 points, six for the 
tiles in the line plus six bonus points.

 
A six-point bonus is scored by the first 
player to run out of tiles. For more 
scoring examples, refer to the Sample 
Game at right.

Ending the Game
When there are no more tiles to draw, play 
continues as before, but players do not 
replenish their hands. The first player to 
run out of tiles scores six bonus points 
and ends the game. The player with the 
highest score wins.

Strategy Tips
• Play your tiles so that they are part of   
 more than one line.
• Save tiles that can help you make a   
 Qwirkle.
• Avoid creating places for other players   
 to make a Qwirkle. 
• Remember that there are three of each   
 type of tile.

Sample Game

1.  Anna plays three
  red tiles to start the
  game. She scores
  3 points.

2.  Chris scores 4
  points for the red
  line and 3 points for   
  the square line.
  7 points total.

3.  Sally scores 2
  points for the circle
  line and 2 points
  for the blue line.
  4 points total.

4.  Dave scores 2 points for the green   
  line, 2 points for the clover line and   
  two points for the diamond line.  6   
  points total.

5.  Anna scores 4 points for the green line   
  and 3 points for the circle line.  7   
  points total.

6.  Chris scores 4 points for the horizontal   
  square line and 2 points for the vertical   
  square line. 6 points total.

7.  Sally scores 3 points for the starburst   
  line.  3 points total.

8.  Dave scores 3 points for the orange   
  line.  3 points total.

9.  Anna scores 2 points for the yellow   
  line, 4 points for the diamond line and   
  4 points for the circle line.
   10 points total.

10. Chris scores 4 points for the starburst   
  line and 5 points for the red line. 9   
  points total.

11. Sally scores 6 points for the red line   
  plus 6 points for making a red Qwirkle.   
  She also scores 3 points for the blue   
  line and 3 points for the criss-cross   
  line. 18 points total.

12. Dave scores 5 points for the horizontal   
  square line, 2 points for the vertical   
  square line and 2 points for the   
  second horizontal square line. 
  9 points total.

Qwirkle Select adds an extra element of 
strategy to Qwirkle with powerful star 
tokens that allow you to take a tile off the 
board and add it to your hand. If you don’t 
already know how to play Qwirkle, please 
refer to the Qwirkle section of this instruc-
tion booklet before playing Qwirkle Select.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants 
12 star tokens 
1 scoring track
4 scoring markers

Set Up
Use the blue side of the boards. Arrange 
the game board quadrants to make one 
large square playing board. Put the 
quadrants together so the four thick-
bordered squares are in the center of 
the board.

Place a star token on each of the star 
spaces.

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player 
must place a tile on one of the four 
squares in the center of the board. 
 
Game Play and Scoring
Game play and scoring are the same as 
Qwirkle with the following exceptions:

• When you play a tile on a star space, 
take the star token from that space.

 •  You can use the star token on one of   
 your subsequent turns to improve your   
 hand. It is important that you can only   
 use a star token on your turn, not on   
 someone else’s turn.
• When using a token, play the token at   
 the beginning of your turn. You can only   
 use one star token per turn. 
• When used, the star token allows you to   
 take a tile from the board and add it to   
 your hand. You can take any tile on the   
 board EXCEPT a tile that is part of a   
 Qwirkle. Pay close attention to the   
 board and your hand - you might be   
 able to get the tile you need to make a   
 Qwirkle!
• After using a star token, your turn   
 continues normally. At the end of your   
 turn, draw your hand back up to exactly   
 six tiles.
• You cannot play off of the board.

Note: 
When you use a star token to remove a 
tile from the board, some tiles may 
become disconnected from the rest of the 
tiles. Players should continue to place tiles 
on any legal space, including off of the 
disconnected tiles. See illustration.

Qwirkle Connect adds bonus point 
opportunities to Qwirkle. You will need a 
keen eye – and the right tiles – to get the 
bonuses and maximize your score. If you 
don’t already know how to play Qwirkle, 
please refer to the Qwirkle section of this 
instruction booklet before playing Qwirkle 
Connect.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
1 scoring track
4 scoring markers

Set Up
Use the green side of the boards. 
Arrange the game board quadrants to 
make one large square board. The board 
quadrants can be combined in many 
ways. The illustration below shows the 
recommended set up for your first game.

Place a randomly drawn tile face-up on 
each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board.

       

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, with the following exceptions:

• The board starts with 24 tiles that you   
 can play from. As in Qwirkle, you must   
 play so that at least one of your tiles   
 touches a tile that is already on the   
 board. 
• The numbered spaces allow you to   
 score bonus points. One-point bonus   
 spaces require you to connect two   
 random Qwirkle tiles placed on the   
 board in set up. Two-point bonus   
 spaces require you to create 
 connections further away from the   
 starting tiles.
• When you play a tile on a numbered   
 space, add the bonus point(s) to your   
 normal score. Only score the bonus   
 once, even if the tile placed on the   
 bonus space is used in two different   
 lines. See illustration below.
• You cannot play off of the board.

Strategy Tips
Look for 9 point plays. First check what 
tiles you have that share one characteristic, 
either color or shape. If this is your hand:

You have 2 circles, 2 reds, 2 stars, and 2 
oranges. Is there a circle line you can 
add the circles to and get 2 bonuses? 
No. Is there a red line? No. Is there a star 
line? No. Is there an orange line? Yes. If 
you play the 2 oranges in the bottom left 
of the board, you can get 2 bonus points 
for a total of 9 points.

Qwirkle Select and Qwirkle Connect can 
be combined together to create a game 
that will have you thinking in multiple 
directions. Please read the rules for 
Qwirkle, Qwirkle Select, and Qwirkle 
Connect before playing this game.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
12 star tokens
1 scoring track
4 scoring markers

Set Up
Arrange the game board quadrants to 
make one large square playing board. The 
board quadrants can be combined in 
many ways. It works best to use two 
board quadrants from Select and two from 
Connect as shown below. 

Place one star token on each of the star 
spaces. Place a randomly drawn tile 
face-up on each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board. 

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, Qwirkle Select, and Qwirkle 
Connect with the following exception:

• If a bonus point square is uncovered by   
 the use of a star token, the bonus   
 point(s) are scored again if the square is   
 played on.

The orange circle in the upper right was 
played on a star space and the player took 
the star token.

The star space in the lower left part of the 
board was previously covered. You do not 
get a star token when playing on a star 
space that no longer has a star token on it.

A player used a star token to remove the 
yellow diamond from the board and add it 
to their hand. The player then played the 
yellow diamond tile with two other 
diamond tiles to score 7 points. The player 
also earned a star token by playing the 
green diamond on a star space. Notice 
that all the tiles are no longer connected.

Some tiles were disconnected while other 
tiles were reconnected when a player 
used a star token to remove the orange 
square from one area of the board and 
make an orange Qwirkle elsewhere on the 
board.

All of the tiles can continue to beplayed off 
of even though they are not all connected 
to each other.



Components 
108 tiles, 3 of each 
tile shown at right
1 bag
1 scoring track
4 scoring markers

Playing Time
30 - 60 minutes

Object
Make lines of tiles that are either all one 
color or all one shape. Points are scored 
for every tile played. The player with the 
most points wins the game.

Setup
Place all tiles in the bag. Each player 
picks a scoring marker and puts it next to 
the scoring track. Qwirkle does not use 
any boards. The boards are only used for 
Qwirkle Connect and Quirkle Select.

Starting the Game
Each player draws six tiles to create his or 
her hand. Stand the tiles so that only you 
can see the printed side. Players declare 
the largest number of tiles in their hand 
that are all one shape or all one color. Do 
not include duplicate tiles. 
The player with the most matching tiles 
(not including duplicates) plays those tiles 
to start the game. If there is a tie, the 
oldest player in the tie starts the game. 
Play proceeds clockwise.

Playing the Game
On your turn:
 1. Place one or more tiles.
 2. Move your marker ahead on the             
  scoring track.
 3. Draw tiles from the bag to bring your   
  hand back up to six.

If you can’t or don’t want to place tiles, you 
may discard instead. This counts as your 
entire turn and you do not score any 
points. Set aside all the tiles you want to 
discard, then draw the same number of 
replacement tiles. You cannot discard 
more tiles than are in the bag. After you 
have drawn, mix the discarded tiles back 
into the bag.

Placing Tiles
You may play multiple tiles on your turn as 
long as all tiles played are the same color 
or the same shape and are placed in the 
same line. You cannot play two tiles that 
are exactly the same.

At least one of the tiles you play must 
touch (side to side) a tile that has already 
been played and match the tile in color or 
shape. Any tiles that touch each other are 
part of a line. Lines are either all one 
shape or all one color, without any 
duplicates.

The tiles you play must be added to the 
same line, but they do not have to touch 
each other. 

There cannot be duplicate tiles in a line. 
For example, a line of squares can only 
have one blue square. A line can never be 
longer than six tiles.

As the game progresses, spaces will be 
created where no tile can be played.
For more examples of tile placement, refer 
to the Sample Game at the end of these 
instructions.

Scoring
One point is scored for each tile in a line 
that you create or add to.

 

A single tile can score twice if it is part of 
two lines.

Whenever you complete a line of all six 
colors or shapes, it is called a Qwirkle. 
A Qwirkle scores 12 points, six for the 
tiles in the line plus six bonus points.

 
A six-point bonus is scored by the first 
player to run out of tiles. For more 
scoring examples, refer to the Sample 
Game at right.

Ending the Game
When there are no more tiles to draw, play 
continues as before, but players do not 
replenish their hands. The first player to 
run out of tiles scores six bonus points 
and ends the game. The player with the 
highest score wins.

Strategy Tips
• Play your tiles so that they are part of   
 more than one line.
• Save tiles that can help you make a   
 Qwirkle.
• Avoid creating places for other players   
 to make a Qwirkle. 
• Remember that there are three of each   
 type of tile.

Sample Game

1.  Anna plays three
  red tiles to start the
  game. She scores
  3 points.

2.  Chris scores 4
  points for the red
  line and 3 points for   
  the square line.
  7 points total.

3.  Sally scores 2
  points for the circle
  line and 2 points
  for the blue line.
  4 points total.

4.  Dave scores 2 points for the green   
  line, 2 points for the clover line and   
  two points for the diamond line.  6   
  points total.

5.  Anna scores 4 points for the green line   
  and 3 points for the circle line.  7   
  points total.

6.  Chris scores 4 points for the horizontal   
  square line and 2 points for the vertical   
  square line. 6 points total.

7.  Sally scores 3 points for the starburst   
  line.  3 points total.

8.  Dave scores 3 points for the orange   
  line.  3 points total.

9.  Anna scores 2 points for the yellow   
  line, 4 points for the diamond line and   
  4 points for the circle line.
   10 points total.

10. Chris scores 4 points for the starburst   
  line and 5 points for the red line. 9   
  points total.

11. Sally scores 6 points for the red line   
  plus 6 points for making a red Qwirkle.   
  She also scores 3 points for the blue   
  line and 3 points for the criss-cross   
  line. 18 points total.

12. Dave scores 5 points for the horizontal   
  square line, 2 points for the vertical   
  square line and 2 points for the   
  second horizontal square line. 
  9 points total.

Qwirkle Select adds an extra element of 
strategy to Qwirkle with powerful star 
tokens that allow you to take a tile off the 
board and add it to your hand. If you don’t 
already know how to play Qwirkle, please 
refer to the Qwirkle section of this instruc-
tion booklet before playing Qwirkle Select.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants 
12 star tokens 
1 scoring track
4 scoring markers

Set Up
Use the blue side of the boards. Arrange 
the game board quadrants to make one 
large square playing board. Put the 
quadrants together so the four thick-
bordered squares are in the center of 
the board.

Place a star token on each of the star 
spaces.

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player 
must place a tile on one of the four 
squares in the center of the board. 
 
Game Play and Scoring
Game play and scoring are the same as 
Qwirkle with the following exceptions:

• When you play a tile on a star space, 
take the star token from that space.

 •  You can use the star token on one of   
 your subsequent turns to improve your   
 hand. It is important that you can only   
 use a star token on your turn, not on   
 someone else’s turn.
• When using a token, play the token at   
 the beginning of your turn. You can only   
 use one star token per turn. 
• When used, the star token allows you to   
 take a tile from the board and add it to   
 your hand. You can take any tile on the   
 board EXCEPT a tile that is part of a   
 Qwirkle. Pay close attention to the   
 board and your hand - you might be   
 able to get the tile you need to make a   
 Qwirkle!
• After using a star token, your turn   
 continues normally. At the end of your   
 turn, draw your hand back up to exactly   
 six tiles.
• You cannot play off of the board.

Note: 
When you use a star token to remove a 
tile from the board, some tiles may 
become disconnected from the rest of the 
tiles. Players should continue to place tiles 
on any legal space, including off of the 
disconnected tiles. See illustration.

Qwirkle Connect adds bonus point 
opportunities to Qwirkle. You will need a 
keen eye – and the right tiles – to get the 
bonuses and maximize your score. If you 
don’t already know how to play Qwirkle, 
please refer to the Qwirkle section of this 
instruction booklet before playing Qwirkle 
Connect.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
1 scoring track
4 scoring markers

Set Up
Use the green side of the boards. 
Arrange the game board quadrants to 
make one large square board. The board 
quadrants can be combined in many 
ways. The illustration below shows the 
recommended set up for your first game.

Place a randomly drawn tile face-up on 
each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board.

       

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, with the following exceptions:

• The board starts with 24 tiles that you   
 can play from. As in Qwirkle, you must   
 play so that at least one of your tiles   
 touches a tile that is already on the   
 board. 
• The numbered spaces allow you to   
 score bonus points. One-point bonus   
 spaces require you to connect two   
 random Qwirkle tiles placed on the   
 board in set up. Two-point bonus   
 spaces require you to create 
 connections further away from the   
 starting tiles.
• When you play a tile on a numbered   
 space, add the bonus point(s) to your   
 normal score. Only score the bonus   
 once, even if the tile placed on the   
 bonus space is used in two different   
 lines. See illustration below.
• You cannot play off of the board.

Strategy Tips
Look for 9 point plays. First check what 
tiles you have that share one characteristic, 
either color or shape. If this is your hand:

You have 2 circles, 2 reds, 2 stars, and 2 
oranges. Is there a circle line you can 
add the circles to and get 2 bonuses? 
No. Is there a red line? No. Is there a star 
line? No. Is there an orange line? Yes. If 
you play the 2 oranges in the bottom left 
of the board, you can get 2 bonus points 
for a total of 9 points.

Qwirkle Select and Qwirkle Connect can 
be combined together to create a game 
that will have you thinking in multiple 
directions. Please read the rules for 
Qwirkle, Qwirkle Select, and Qwirkle 
Connect before playing this game.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
12 star tokens
1 scoring track
4 scoring markers

Set Up
Arrange the game board quadrants to 
make one large square playing board. The 
board quadrants can be combined in 
many ways. It works best to use two 
board quadrants from Select and two from 
Connect as shown below. 

Place one star token on each of the star 
spaces. Place a randomly drawn tile 
face-up on each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board. 

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, Qwirkle Select, and Qwirkle 
Connect with the following exception:

• If a bonus point square is uncovered by   
 the use of a star token, the bonus   
 point(s) are scored again if the square is   
 played on.

To start the game, put a face-up Qwirkle tile 
on each of the black spaces.

The recommended board when first
playing Qwirkle Connect.

Another possible board for Qwirkle Connect.

The player who played the green circle in 
the upper left of the board scored 5 points. 
2 points for the green line, 2 points for the 
circle line, and 1 point for the bonus space. 

The player who played the two diamonds 
in the upper right of the board scored 9 
points. 3 points for the diamond line, 2 
points for the orange line, 2 points for the 
purple line, and 2 bonus points for playing 
on the bonus spaces.

Connect



Components 
108 tiles, 3 of each 
tile shown at right
1 bag
1 scoring track
4 scoring markers

Playing Time
30 - 60 minutes

Object
Make lines of tiles that are either all one 
color or all one shape. Points are scored 
for every tile played. The player with the 
most points wins the game.

Setup
Place all tiles in the bag. Each player 
picks a scoring marker and puts it next to 
the scoring track. Qwirkle does not use 
any boards. The boards are only used for 
Qwirkle Connect and Quirkle Select.

Starting the Game
Each player draws six tiles to create his or 
her hand. Stand the tiles so that only you 
can see the printed side. Players declare 
the largest number of tiles in their hand 
that are all one shape or all one color. Do 
not include duplicate tiles. 
The player with the most matching tiles 
(not including duplicates) plays those tiles 
to start the game. If there is a tie, the 
oldest player in the tie starts the game. 
Play proceeds clockwise.

Playing the Game
On your turn:
 1. Place one or more tiles.
 2. Move your marker ahead on the             
  scoring track.
 3. Draw tiles from the bag to bring your   
  hand back up to six.

If you can’t or don’t want to place tiles, you 
may discard instead. This counts as your 
entire turn and you do not score any 
points. Set aside all the tiles you want to 
discard, then draw the same number of 
replacement tiles. You cannot discard 
more tiles than are in the bag. After you 
have drawn, mix the discarded tiles back 
into the bag.

Placing Tiles
You may play multiple tiles on your turn as 
long as all tiles played are the same color 
or the same shape and are placed in the 
same line. You cannot play two tiles that 
are exactly the same.

At least one of the tiles you play must 
touch (side to side) a tile that has already 
been played and match the tile in color or 
shape. Any tiles that touch each other are 
part of a line. Lines are either all one 
shape or all one color, without any 
duplicates.

The tiles you play must be added to the 
same line, but they do not have to touch 
each other. 

There cannot be duplicate tiles in a line. 
For example, a line of squares can only 
have one blue square. A line can never be 
longer than six tiles.

As the game progresses, spaces will be 
created where no tile can be played.
For more examples of tile placement, refer 
to the Sample Game at the end of these 
instructions.

Scoring
One point is scored for each tile in a line 
that you create or add to.

 

A single tile can score twice if it is part of 
two lines.

Whenever you complete a line of all six 
colors or shapes, it is called a Qwirkle. 
A Qwirkle scores 12 points, six for the 
tiles in the line plus six bonus points.

 
A six-point bonus is scored by the first 
player to run out of tiles. For more 
scoring examples, refer to the Sample 
Game at right.

Ending the Game
When there are no more tiles to draw, play 
continues as before, but players do not 
replenish their hands. The first player to 
run out of tiles scores six bonus points 
and ends the game. The player with the 
highest score wins.

Strategy Tips
• Play your tiles so that they are part of   
 more than one line.
• Save tiles that can help you make a   
 Qwirkle.
• Avoid creating places for other players   
 to make a Qwirkle. 
• Remember that there are three of each   
 type of tile.

Sample Game

1.  Anna plays three
  red tiles to start the
  game. She scores
  3 points.

2.  Chris scores 4
  points for the red
  line and 3 points for   
  the square line.
  7 points total.

3.  Sally scores 2
  points for the circle
  line and 2 points
  for the blue line.
  4 points total.

4.  Dave scores 2 points for the green   
  line, 2 points for the clover line and   
  two points for the diamond line.  6   
  points total.

5.  Anna scores 4 points for the green line   
  and 3 points for the circle line.  7   
  points total.

6.  Chris scores 4 points for the horizontal   
  square line and 2 points for the vertical   
  square line. 6 points total.

7.  Sally scores 3 points for the starburst   
  line.  3 points total.

8.  Dave scores 3 points for the orange   
  line.  3 points total.

9.  Anna scores 2 points for the yellow   
  line, 4 points for the diamond line and   
  4 points for the circle line.
   10 points total.

10. Chris scores 4 points for the starburst   
  line and 5 points for the red line. 9   
  points total.

11. Sally scores 6 points for the red line   
  plus 6 points for making a red Qwirkle.   
  She also scores 3 points for the blue   
  line and 3 points for the criss-cross   
  line. 18 points total.

12. Dave scores 5 points for the horizontal   
  square line, 2 points for the vertical   
  square line and 2 points for the   
  second horizontal square line. 
  9 points total.

Qwirkle Select adds an extra element of 
strategy to Qwirkle with powerful star 
tokens that allow you to take a tile off the 
board and add it to your hand. If you don’t 
already know how to play Qwirkle, please 
refer to the Qwirkle section of this instruc-
tion booklet before playing Qwirkle Select.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants 
12 star tokens 
1 scoring track
4 scoring markers

Set Up
Use the blue side of the boards. Arrange 
the game board quadrants to make one 
large square playing board. Put the 
quadrants together so the four thick-
bordered squares are in the center of 
the board.

Place a star token on each of the star 
spaces.

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player 
must place a tile on one of the four 
squares in the center of the board. 
 
Game Play and Scoring
Game play and scoring are the same as 
Qwirkle with the following exceptions:

• When you play a tile on a star space, 
take the star token from that space.

 •  You can use the star token on one of   
 your subsequent turns to improve your   
 hand. It is important that you can only   
 use a star token on your turn, not on   
 someone else’s turn.
• When using a token, play the token at   
 the beginning of your turn. You can only   
 use one star token per turn. 
• When used, the star token allows you to   
 take a tile from the board and add it to   
 your hand. You can take any tile on the   
 board EXCEPT a tile that is part of a   
 Qwirkle. Pay close attention to the   
 board and your hand - you might be   
 able to get the tile you need to make a   
 Qwirkle!
• After using a star token, your turn   
 continues normally. At the end of your   
 turn, draw your hand back up to exactly   
 six tiles.
• You cannot play off of the board.

Note: 
When you use a star token to remove a 
tile from the board, some tiles may 
become disconnected from the rest of the 
tiles. Players should continue to place tiles 
on any legal space, including off of the 
disconnected tiles. See illustration.

Qwirkle Connect adds bonus point 
opportunities to Qwirkle. You will need a 
keen eye – and the right tiles – to get the 
bonuses and maximize your score. If you 
don’t already know how to play Qwirkle, 
please refer to the Qwirkle section of this 
instruction booklet before playing Qwirkle 
Connect.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
1 scoring track
4 scoring markers

Set Up
Use the green side of the boards. 
Arrange the game board quadrants to 
make one large square board. The board 
quadrants can be combined in many 
ways. The illustration below shows the 
recommended set up for your first game.

Place a randomly drawn tile face-up on 
each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board.

       

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, with the following exceptions:

• The board starts with 24 tiles that you   
 can play from. As in Qwirkle, you must   
 play so that at least one of your tiles   
 touches a tile that is already on the   
 board. 
• The numbered spaces allow you to   
 score bonus points. One-point bonus   
 spaces require you to connect two   
 random Qwirkle tiles placed on the   
 board in set up. Two-point bonus   
 spaces require you to create 
 connections further away from the   
 starting tiles.
• When you play a tile on a numbered   
 space, add the bonus point(s) to your   
 normal score. Only score the bonus   
 once, even if the tile placed on the   
 bonus space is used in two different   
 lines. See illustration below.
• You cannot play off of the board.

Strategy Tips
Look for 9 point plays. First check what 
tiles you have that share one characteristic, 
either color or shape. If this is your hand:

You have 2 circles, 2 reds, 2 stars, and 2 
oranges. Is there a circle line you can 
add the circles to and get 2 bonuses? 
No. Is there a red line? No. Is there a star 
line? No. Is there an orange line? Yes. If 
you play the 2 oranges in the bottom left 
of the board, you can get 2 bonus points 
for a total of 9 points.

Qwirkle Select and Qwirkle Connect can 
be combined together to create a game 
that will have you thinking in multiple 
directions. Please read the rules for 
Qwirkle, Qwirkle Select, and Qwirkle 
Connect before playing this game.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
12 star tokens
1 scoring track
4 scoring markers

Set Up
Arrange the game board quadrants to 
make one large square playing board. The 
board quadrants can be combined in 
many ways. It works best to use two 
board quadrants from Select and two from 
Connect as shown below. 

Place one star token on each of the star 
spaces. Place a randomly drawn tile 
face-up on each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board. 

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, Qwirkle Select, and Qwirkle 
Connect with the following exception:

• If a bonus point square is uncovered by   
 the use of a star token, the bonus   
 point(s) are scored again if the square is   
 played on.

The recommended board for combining 
Qwirkle Connect and Qwirkle Select.

Select

Connect
&



Components 
108 tiles, 3 of each 
tile shown at right
1 bag
1 scoring track
4 scoring markers

Playing Time
30 - 60 minutes

Object
Make lines of tiles that are either all one 
color or all one shape. Points are scored 
for every tile played. The player with the 
most points wins the game.

Setup
Place all tiles in the bag. Each player 
picks a scoring marker and puts it next to 
the scoring track. Qwirkle does not use 
any boards. The boards are only used for 
Qwirkle Connect and Quirkle Select.

Starting the Game
Each player draws six tiles to create his or 
her hand. Stand the tiles so that only you 
can see the printed side. Players declare 
the largest number of tiles in their hand 
that are all one shape or all one color. Do 
not include duplicate tiles. 
The player with the most matching tiles 
(not including duplicates) plays those tiles 
to start the game. If there is a tie, the 
oldest player in the tie starts the game. 
Play proceeds clockwise.

Playing the Game
On your turn:
 1. Place one or more tiles.
 2. Move your marker ahead on the             
  scoring track.
 3. Draw tiles from the bag to bring your   
  hand back up to six.

If you can’t or don’t want to place tiles, you 
may discard instead. This counts as your 
entire turn and you do not score any 
points. Set aside all the tiles you want to 
discard, then draw the same number of 
replacement tiles. You cannot discard 
more tiles than are in the bag. After you 
have drawn, mix the discarded tiles back 
into the bag.

Placing Tiles
You may play multiple tiles on your turn as 
long as all tiles played are the same color 
or the same shape and are placed in the 
same line. You cannot play two tiles that 
are exactly the same.

At least one of the tiles you play must 
touch (side to side) a tile that has already 
been played and match the tile in color or 
shape. Any tiles that touch each other are 
part of a line. Lines are either all one 
shape or all one color, without any 
duplicates.

The tiles you play must be added to the 
same line, but they do not have to touch 
each other. 

There cannot be duplicate tiles in a line. 
For example, a line of squares can only 
have one blue square. A line can never be 
longer than six tiles.

As the game progresses, spaces will be 
created where no tile can be played.
For more examples of tile placement, refer 
to the Sample Game at the end of these 
instructions.

Scoring
One point is scored for each tile in a line 
that you create or add to.

 

A single tile can score twice if it is part of 
two lines.

Whenever you complete a line of all six 
colors or shapes, it is called a Qwirkle. 
A Qwirkle scores 12 points, six for the 
tiles in the line plus six bonus points.

 
A six-point bonus is scored by the first 
player to run out of tiles. For more 
scoring examples, refer to the Sample 
Game at right.

Ending the Game
When there are no more tiles to draw, play 
continues as before, but players do not 
replenish their hands. The first player to 
run out of tiles scores six bonus points 
and ends the game. The player with the 
highest score wins.

Strategy Tips
• Play your tiles so that they are part of   
 more than one line.
• Save tiles that can help you make a   
 Qwirkle.
• Avoid creating places for other players   
 to make a Qwirkle. 
• Remember that there are three of each   
 type of tile.

Sample Game

1.  Anna plays three
  red tiles to start the
  game. She scores
  3 points.

2.  Chris scores 4
  points for the red
  line and 3 points for   
  the square line.
  7 points total.

3.  Sally scores 2
  points for the circle
  line and 2 points
  for the blue line.
  4 points total.

4.  Dave scores 2 points for the green   
  line, 2 points for the clover line and   
  two points for the diamond line.  6   
  points total.

5.  Anna scores 4 points for the green line   
  and 3 points for the circle line.  7   
  points total.

6.  Chris scores 4 points for the horizontal   
  square line and 2 points for the vertical   
  square line. 6 points total.

7.  Sally scores 3 points for the starburst   
  line.  3 points total.

8.  Dave scores 3 points for the orange   
  line.  3 points total.

9.  Anna scores 2 points for the yellow   
  line, 4 points for the diamond line and   
  4 points for the circle line.
   10 points total.

10. Chris scores 4 points for the starburst   
  line and 5 points for the red line. 9   
  points total.

11. Sally scores 6 points for the red line   
  plus 6 points for making a red Qwirkle.   
  She also scores 3 points for the blue   
  line and 3 points for the criss-cross   
  line. 18 points total.

12. Dave scores 5 points for the horizontal   
  square line, 2 points for the vertical   
  square line and 2 points for the   
  second horizontal square line. 
  9 points total.

Qwirkle Select adds an extra element of 
strategy to Qwirkle with powerful star 
tokens that allow you to take a tile off the 
board and add it to your hand. If you don’t 
already know how to play Qwirkle, please 
refer to the Qwirkle section of this instruc-
tion booklet before playing Qwirkle Select.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants 
12 star tokens 
1 scoring track
4 scoring markers

Set Up
Use the blue side of the boards. Arrange 
the game board quadrants to make one 
large square playing board. Put the 
quadrants together so the four thick-
bordered squares are in the center of 
the board.

Place a star token on each of the star 
spaces.

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player 
must place a tile on one of the four 
squares in the center of the board. 
 
Game Play and Scoring
Game play and scoring are the same as 
Qwirkle with the following exceptions:

• When you play a tile on a star space, 
take the star token from that space.

 •  You can use the star token on one of   
 your subsequent turns to improve your   
 hand. It is important that you can only   
 use a star token on your turn, not on   
 someone else’s turn.
• When using a token, play the token at   
 the beginning of your turn. You can only   
 use one star token per turn. 
• When used, the star token allows you to   
 take a tile from the board and add it to   
 your hand. You can take any tile on the   
 board EXCEPT a tile that is part of a   
 Qwirkle. Pay close attention to the   
 board and your hand - you might be   
 able to get the tile you need to make a   
 Qwirkle!
• After using a star token, your turn   
 continues normally. At the end of your   
 turn, draw your hand back up to exactly   
 six tiles.
• You cannot play off of the board.

Note: 
When you use a star token to remove a 
tile from the board, some tiles may 
become disconnected from the rest of the 
tiles. Players should continue to place tiles 
on any legal space, including off of the 
disconnected tiles. See illustration.

Qwirkle Connect adds bonus point 
opportunities to Qwirkle. You will need a 
keen eye – and the right tiles – to get the 
bonuses and maximize your score. If you 
don’t already know how to play Qwirkle, 
please refer to the Qwirkle section of this 
instruction booklet before playing Qwirkle 
Connect.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
1 scoring track
4 scoring markers

Set Up
Use the green side of the boards. 
Arrange the game board quadrants to 
make one large square board. The board 
quadrants can be combined in many 
ways. The illustration below shows the 
recommended set up for your first game.

Place a randomly drawn tile face-up on 
each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board.

       

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, with the following exceptions:

• The board starts with 24 tiles that you   
 can play from. As in Qwirkle, you must   
 play so that at least one of your tiles   
 touches a tile that is already on the   
 board. 
• The numbered spaces allow you to   
 score bonus points. One-point bonus   
 spaces require you to connect two   
 random Qwirkle tiles placed on the   
 board in set up. Two-point bonus   
 spaces require you to create 
 connections further away from the   
 starting tiles.
• When you play a tile on a numbered   
 space, add the bonus point(s) to your   
 normal score. Only score the bonus   
 once, even if the tile placed on the   
 bonus space is used in two different   
 lines. See illustration below.
• You cannot play off of the board.

Strategy Tips
Look for 9 point plays. First check what 
tiles you have that share one characteristic, 
either color or shape. If this is your hand:

You have 2 circles, 2 reds, 2 stars, and 2 
oranges. Is there a circle line you can 
add the circles to and get 2 bonuses? 
No. Is there a red line? No. Is there a star 
line? No. Is there an orange line? Yes. If 
you play the 2 oranges in the bottom left 
of the board, you can get 2 bonus points 
for a total of 9 points.

Qwirkle Select and Qwirkle Connect can 
be combined together to create a game 
that will have you thinking in multiple 
directions. Please read the rules for 
Qwirkle, Qwirkle Select, and Qwirkle 
Connect before playing this game.

Components
108 Qwirkle tiles
1 bag
4 game board quadrants
12 star tokens
1 scoring track
4 scoring markers

Set Up
Arrange the game board quadrants to 
make one large square playing board. The 
board quadrants can be combined in 
many ways. It works best to use two 
board quadrants from Select and two from 
Connect as shown below. 

Place one star token on each of the star 
spaces. Place a randomly drawn tile 
face-up on each black space. 

Starting the Game
The player with the most tiles that share 
one attribute plays first. The first player is 
not required to play his or her largest set 
of tiles. The first player can place his or 
her tiles anywhere on the board, as long 
as one of the tiles is touching a tile that is 
already on the board. 

Game Play and Scoring
Game play and scoring are the same as 
in Qwirkle, Qwirkle Select, and Qwirkle 
Connect with the following exception:

• If a bonus point square is uncovered by   
 the use of a star token, the bonus   
 point(s) are scored again if the square is   
 played on.

Hay instrucciones en español disponibles
en línea en la página www.mindware.com

Instructions en français disponibles à www.mindware.com
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