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In Onix, you aim to accumulate more cards than your opponents in your
Hoard in order to win. Choose the right Gems and use their effects to
thwart your opponents, complete your Collections and fill your Hoard.

COMPONENTS

© 104 cards (80 single-Gem cards KMl et 24 double-Gem cards n)
® 6 player aid cards
® 1 rulehook

In Onix, there are three types of Gem card stacks:
The Draw Piles: there are 5 piles placed face-up in the center of the table.

The Collections: these are placed in front of the player to whom they
belong, and their number varies throughout the game.

The Hoards: there is one Hoard per player. At the end of each player’s
turn, the cards from their completed Collections are placed face-down in
the Hoard.
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On the cards you'll find 4 Gems, recognizable by their color and shape. ‘

Each has its own effect, as explained on page 8:
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o Each player places 4 face-up Single-Gem cards in front of them,
each with a different Gem on it, forming 4 stacks of one card each.

9 Leave a space next o each player’s Collections for their Hoard.
Shuffle the remaining Gem cards and create 5 Draw Piles of roughly
equal size. Then arrange the Piles, face-up, in a circle in the center of

the table. The space in the middle will serve as the discard area (A).

Q Rocky or Jade starts. Otherwise, pick anyone as the first player.
Hand out player-aid cards if necessary.




Beginning with the starting player, you will play in turn, following these
steps in order:

1. Choose a visible Gem on the Piles, then collect one or more cards
bearing that Gem.

2. Collect these Gems to form or expand your Collections.
3. Apply the effect associated with the chosen Gem.

4. Validate completed Collections to accumulate cards in your Hoard.

When you've completed all these steps, the person to your left starts their turn.
Turns follow clockwise unfil a certain number of Piles are empty (see £nd of
game). The player with the most cards in their Hoard is the winner.

\INChooseYandiretrieve)

At the beginning of your turn, choose a Gem from those visible on the
cards at the top of the Draw Piles and announce it aloud (e.g., «/'ll take the
(ross!). Then, you must retrieve a card with at least that Gem from the
top of a Draw Pile.

Important : If other cards with at least that Gem are linked to the card
that was taken, you must also take them. Cards are linked when they
are adjacent to one another and show the same Gem.




2R Jade has 3 options:

Choose the Diamond <) Gem, announce it, and take the Diamondy/Circle
QO @ double-gem card.

B. Choose the Circle @ Gem, announce it, and either take the Circle/Cross
@ 8 double-gem card alone as it is not linked to any other Gircle @) card,
OR
Take both the CGircle @ single-Gem card and the Diamondy/Circle )@

double-gem card that are linked.
C. Choose the Cross @8 Gem, announce if, and take the 2 Cross @ single-
Gem cards and the Circle/Cross @ 98 card that are linked.

Note: In this confiquration, Jade cannot choose the Square [l Gem as it is
not visible.
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The cards retrieved in step 1 must be placed, face up, in your Collections.

Place the retrieved cards according to the following rules:
® There cannot be 2 identical Gems in the same Collection.

© Each retrieved card must be placed on an existing Collection or next to
existing Collections to create a new Collection.

o All Gems in a Collection must remain visible.

There is no limit to the number of Collections in front of you. Once placed in
your Collections, cards cannot be moved or rearranged.




During step 1, Jade picked Option C: “Choose the Cross $8

Jade has a few cards in her Hoard and 4 Collections. Two of them (1 & 2)
already have a Cross @8 so Jade cannof place any card containing a Cross
8. Moreover, her 4th collection has a Circle @, so she cannot place the
double-gem card she retrigved.

Jade chooses to place the double-gem card on her 3rd Collection, one of the
single-gem card on the 4th collection and to create a new 5th Collection with
the remaining single-gem card.
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Apply only once the effect of the Gem chosen during step 1.

0
*

DRAW: Take a single card from the top of o
Draw Pile and place it on one of your Collections,
or create a new Collection.

HOARD: Tuke a single card from the top
of a Draw Pile and place it face down in your
Hoard.

STEAL: Toke a single top card from an
opponent’s Collection and place it on one of your
Collections, or create a new Collection.

DESTROY: Tuke a single top card from an
opponent’s Collection and discard it by placing it
face down in the middle of the circle formed hy
the Draw Piles.




Watch out for these rules
o Even if you refrieve double-gem cards, only apply the effect of
the chosen Gem in step 1.

o The effect of a Gem is applied only once, regardless of the number
of Gems retrieved during step 1.

* Taking a card through an effect does not allow you to take the
cards linked to it.

o Toking a card through an effect does not trigger the effect of its
Gem(s).

During Step 1, Jade picked Option C “Choose the Cross 8 ”. She then
retrieved 3 cards and now applies only once the Destroy effect.

Jode has a choice between 3 of Rocky’s cards. She decides to destroy the
single-gem Cross §8 card.,

She then discards this card face down in the middle of the Draw Pile circle.




48ValidatelyourCollections!

If one or more of your Collections has the 4 Gems @ @ 98, these
Collections are now completed. Place the cards from each completed
Collection face down on your Hoard.

Note: depending on the number of single-gem and double-gem cards in it,
a completed Collection can contain 2 to 4 cards.

Jade has completed her 3rd and 4th Collections in the previous steps.
She must take all the cards of these 2 Collections and place them, face
down, on her Hoard. Jade has now 3 incomplete Collections left and 6
more cards in her Hoard!




END OF GAME & VICTORY

In a 2- to 4-player game, the game immediately ends when one Draw
Pile is empty at the end of a turn. In a 5- and 6-player game, the game
immediately ends when two Draw Piles are empty.

Note : in a 5- to 6-player game, when the first Draw Pile is empty, reform
the circle with the remaining 4 Draw Piles.

Each player counts the number of cards placed in their Hoard. The person
with the most cards in their Hoard wins the game.

In case of a tie, the person with the least Gems in their incomplete
Collections wins.

ADVANCED MODE

In the Advanced Mode, there are 2 ways to win the game:

o At the end of a turn, if a person has no more Gems in their
Collections, they immediately win the game.

© However, if one Draw Pile (in a 2- to 4-player game) or 2 Draw
Piles (in a 5- o 6- player game) are empty at the end of a tour,
then the game ends and the player with the most cartes in their
Hoard wins the game.

What will be your strategy?




DURING YOUR TURN:

1. Choose a visible Gem from the Piles and take a card containing
that Gem, along with all the cards linked to it and having
that Gem.

2. Place the rerieved card(s) in front of you in your Collections.
Note: Never have the same Gem twice in a Collection.

3. Apply the chosen Gem's effect only once:

@ DRAW: Take a card from a Draw Pile and add it to your
Collections.

HO?RD Take a card from a Draw Pile and place it in your
: Hoar

<> STEAL: Take a top card from an opponent’s Collection and
add it to your Collections.

a DESTROY: Take a fop card from an opponent’s Collection
and discard it.

4. Put your completed Collections in your Hoard.

END OF THE GAME

2-4 8 : one empty Pile. 5-6 & : two empty Piles.

The person with the most cards in their Hoard wins the game.
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