REMEMBER LOOKING UP AT CLOUDS OR REFLECTIONS AND POINTING
OUT A SHAPE OR FORM IN THEM? FACES, ANIMALS, MONSTERS,
ANGELS, SHIPS..YOUR IMAGINATION WAS THE ONLY LIMIT!

CHANNEL YOUR INNER STORYTELLER AND CRAFT TALES USING INKBLOT
PAINTINGS AS YOUR INSPIRATION. DISCOVER SHAPES, STORIES, PHRASES,
FEELINGS AND MORE AS THEY COME ALIVE IN £ACH OF THESE
HAND-PAINTED BIMBA REFLECTION CARDS.

BUT HERE'S THE CAICH !
YOU CAN TELL YOUR STORY, BUT CAN YOU SELL YOUR STORY?
PITCH YOUR INTERPRETATION TO THE OTHER PLAYERS AND INFLUENCE
THEM TO VOTE FOR YOUR STORY.

SET YOUR IMAGINATION FREE!



IN THE GAME

Rediscover the power of your imagination as you take on the role of a storyteller.

Use the phrases to interpret Bimba Cards in your own unique way. Then convince your fellow
players that your interpretation is the most meaningful. Score points for every vote you get and
every vote you can sway in your favour. You win if you have the highest number of points at the
end of the game. The game is played for an hour or till the last card is played.

INSIDE THE BOX

1 Game Mat

84 Bimba (Reflection) Cards

20 Phrase Cards 36 Vote Cards

84 Point Tokens
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14 Tokens 10 Tokens 60 Tokens

SETUP

Roll out the Game Mat and arrange the Point Tokens
by colour in piles.

Shuffle the Phrase Cards and set them aside into a
draw pile that is within reach of all players.

Deal out the Vote Cards to each player based on the
number of players.

With 3 players, each one takes 3 voting cards * ¥ @

With 4 players, each one takes 4 voting cards * ® §®
With 5 players, each one takes 5 voting cards * ® @ ) 4
With 6 players, each one takes 6 voting cards + ¥ § ) ¢ #

Shuffle all the Bimba Cards and give each player 5
cards, face-down. Set aside the remaining cards
face-down in a draw pile, within easy reach of all
the players.

Let’s begin! A new storyteller takes charge in each
round, starting with the youngest and continuing

clockwise.
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HOW TO PLAY
€ Pick A PHRASE carD

The storyteller for the round picks a ‘Phrase Card’ from the
pile and reveals it to the other players. All the players then
talk about what the phrase means to them or makes them
feel or what it reminds them of.

Eg: If the phrase revealed is “Spirit Eye”, players talk about:
What is a ‘spirit-eye’? Who is the spirit eye? Do you have a
story or experience you can share about it? and so on.

NOTE: *Cards with “Come up with your own word, phrase,
verse or a story” written on them are Wild Cards.

A storyteller who picks a Wild Card must make up a word,
phrase, verse or story for that round. Winning maximum
votes with Wild Cards earns an extra 20 points.



9 MATCH A BIMBA CARD TO THE PHRASE

Each player selects one of the 5 Bimba Cards from their
hand that best matches the phrase or the story* for the
round. The form, flow, and spread of colour in the
artwork on the Bimba Card should be matched with the
phrase as an idea, feeling, figure, sensation, mood,
landscape or memory. The card is hidden from the others
and passed face-down to the storyteller.

The storyteller places each of the shuffled cards under a
symbol on the Game Mat. Use the slots with the symbols
of the Vote Card that are distributed to the players.

NOTE: Players can choose to exchange a card in their
hand for one from the pile, by returning 1 Yellow Token
to the pile. Only 1 token can be returned per player, per
round in the game.

© vore For THE BEST MATCH

Once all the cards are placed on the mat, the players
must now secretly vote for the Bimba Card which is the
best fit for the phrase or story. Players cannot vote for
their own card.

NOTE: To vote, a player places the Vote Card with the
symbol that matches the card they are voting for,
face-down in front of them.

After all the players have done this, the votes are
revealed and placed on the Bimba Card with the symbol.

a CHALLENGE AND INFLUENCE THE VOTES

Where’s the fun without a challenge?

A player can challenge the votes to any Bimba Card.The
challenger raises their hand, and objectively reasons
with the others, influencing them to change their vote to
another apt-fitting Bimba Card. The challenger could
reason with a story, questions, or even try and build
support from other players.

NOTE: 1. Only two challenges are allowed per round.

2.The challenger may pick any card from the display (not
necessarily their own) to pitch for.

PENALTY: The challenger should not directly reveal
“their” card to other players. If they do reveal their own
card directly while challenging/influencing, they lose
one of their Yellow Tokens, which is returned to the pile.

After the challenges are resolved, the scores are tallied
and points are distributed, The round is complete and the
next player becomes the storyteller.

SCORING TOKENS

There are 3 types of scoring tokens in Bimba:

1) YELLOW TOKENS - Players get a Yellow Token worth
10 points for each vote on their Bimba Card. '.

2) BLUE TOKENS - Players get a Blue Token worth 20
points if they have the maximum votes on their Bimba
Card when the Phrase Card is a Wild Card. /%"

There are 10 Blue Tokens to win when you narrate your
own story. (Refer Game variant - WHOSE LINE IS IT
ANYWAY !)

3) PINKTOKENS - Players get a Pink Token worth 30
points for every vote that they manage to change to
their chosen Bimba Card. @

NOTE : There are only 14 Pink Tokens. When the Pink
Tokens are exhausted, players can no longer challenge
the votes.

GAME END

The game ends when

The last Bimba Card has been drawn from the pile.
OR All the Point Tokens are distributed.

OR 60 minutes are up.

The points may now be tallied and the player with
the most points wins. @
Ds

GAME VARIANTS

CHALLENGE (NOT) ACCEPTED

The challenge step in the round is eliminated from
the game. Remove the Challenge tokens (pink)
and play as usual. Recommended for a group that
is keen on a quieter, reflective experience and
deeper conversations.

THREE’S A PARTY

Each player has 6 Bimba Cards in their hand.
Players draw 2 cards during the second step of
the round instead of 1. Recommended for a
3-player game.

WHOSE LINE IS IT ANYWAY !

Eliminate all phrase cards and blue tokens.
Players create a phrase, story or verse on their
turn in any language of their groups choice.
Recommended for free souls who love to invent
stories & inspire the visuals.
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AN EXAMPLE PLAYTHROUGH

Ajay, Sara, Purvi, Saif, Clayton & Samarth are around a table playing Bimba.

Purvi (the youngest) draws a ‘Phrase Card’ and reads it out to all the players. It may
read “Cosmic dance”. She reads it out loud. She may start a discussion “What is cosmic
dance? Is it moving stars, light flares? Is it a beam of light’’ and so on. All players now
choose a Card from their hand that best matches the given phrase.

Ajay carefully observes all his 5 cards. He carefully looks for hidden figures, memories,
moods, feelings, sensations or landscapes that connect with the Phrase Cards most. He
picks a card from his hand that has an image like an explosion of stars & lights. Others
choose their cards and hand them to Purvi, with their cards face-down so no one knows
which card belongs to whom.

Purvi collects all the 6 cards,
shuffles them and arranges the
cards next to each symbol on
the game board randomly. Cards
are placed face-up and are
visible to all players.

Each player now picks up aVote
Card and votes by secretly
choosing a symbol that matches
the one on the mat near their
chosen Bimba Card. Votes are
placed face-down in front of

them. When everyone has voted, \_/

they are revealed together.

Purvi and Sara vote for Bimba Card under symbol @ they feel it's the closest to
“Cosmic Dance”. Samarth votes for., Ajay votes for e, Saif & Clayton vote for O

At this point, Purvi raises her hand and wishes to challenge the votes. She feels card @
deserves more votes. She tries to influence the other players to vote for it by describing it
deeper and telling stories to persuade others. Samarth seems to like Purvi’s interpretation
and decides to change his vote to card Q

The players decide to close the round as there are no more challenges.

Saif gets 3 Yellow Tokens for 3 votes, and Clayton gets 1 Yellow Token

& Ajay gets 2 Yellow tokens, Purvi also gets a Pink Token for challeng- CREDITS
ing and persuading Samarth to vote for card Q (If Clayton was also Art : Ma.Na.Ni ( K.N Narayana Murthy)
persuaded, Purvi would have received 2 pink tokens in total, 1 for Game design, rules : Kiran Kulkarni
each player she influenced). Graphic design : Sindhu Kulkarni

Rule book writing : Christina Fernandes &

OO ©
\ } Content : Shruti K Narayan

Saif Clayton Ajay  Purvi Designed & Published in INDIA by
©Tacitgames 2021. All rights reserved.

The first round has ended & next Ajay becomes the storyteller and the v E
www.tacitgames.in

game continues in this way till the last card is picked. The player with
the maximum score wins the game.
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HOW TO INTERPRET A BIMBA CARD?

What do you see ? What might it be ? Is there some-
thing hidden? Discover and define new meanings and
perspectives, and build on them with your stories!

It could be about art, science, equations, colours,
culture - anything that matches your interpretation of
the Bimba Card. The more vivid your imagination, the
more unique and fascinating associations you will
create, and the better you will be able to convince the
other players during the voting phase.

The example below is only a guide. Interpretations for
this artwork may be but are not limited to, what is
written below.
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TIPS TO BECOME A MASTER INTERPRETER

1) Observe the image on the card. Consider the
elements that stand out the most to you. Look at the
card from different angles. Rotate it, view it sideways or
diagonally. You will see how it changes with every

movement of the card. @ @

2) Let your imagination run wild. Don’t settle for the
initial associations that pop in your head; try to imagine
a different element or scenario for a new perspective.

3) Once you decide on an association, build on it and
make it realistic: use qualities to describe it, give it a
name, and so on. Convince yourself of its meaning. 9

4) With the above in place, all that’s left is to weave

your story together and narrate it! 2%
3R

NOTE FROM THE DESIGNERS ﬁ

In our various plays of this game, we have
observed that challenges can get personal.
It is quite normal for this to happen.

But, the goal of a challenge is to provide a
different interpretation that everyone is more
convinced about. The challenger and the
challenged need to remember that a different
interpretation is not intended to demean or put
anyone down. In the spirit of the game, it is key
to maintain a respectful manner of debate.

Each player has a unique perspective and may
believe deeply in their idea. As far as possible we
encourage you to be receptive and open to the
interpretations of other players. Begin by asking
questions and you will be surprised at how much
you will discover & learn.

For example: I like how you saw this idea in this
card. | want to build on this idea; | am seeing
these (describe your observations), do you see
what | see?” (describe the card)

| like your observation, do you see the qualities
(describe) highlight more sharply in this card?”

THE MAN BEHIND THE ARTWORK f

Each of the 84 Bimba Cards in this game are original
works of art by Mr. K. N. Narayana Murthy, an 80 year
old mystic artist from Bangalore, India.

His fascination for Ink Blots took shape at the age of six.
With access to the ink stolen from his father’s office,
ample time in an attic room; and a fading hearing ability
as a blessing, he immersed himself in skillfully working
with blobs of ink seeing them transforming into new
shapes everytime it touched paper.

This chanced childhood exploration became an
obsessive passion for life. His works are a part of the
private Collection of Mediumistic art (COMA) curated
by psychologist Dr EImar R Gruber in Gemany.
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