
 

 

BALLETOMANE 
2 PLAYERS  // 15 MINUTES  // AGES 8+

Claude & Sabine are both ballet choreography students and for a class assignment they have to 

choreograph a ballet, consisting of 3 acts with 8 dancers. It’s their first time working together and it 

seems they keep arguing about the choreography. They just can’t agree with each other and during 

the presentation to the teacher, they instruct the dancers to do moves that fit their own choreo-

graphy. The problem they both have is that some of dancers are Claude's friends and some are 

Sabine's – so some will only listen to only one of them. They both know the teacher will grade them 

separately, so they both have to make the best out of the situation. 

. OBJECTIVE .  
Balletomane is a 2-player game, where each 

player tries to impress the teacher with best cho-

reography (dice combinations) by manipulating the 

dancers (dice). Each turn, a player yells instruc-

tions to one or more of the dancers (play an action 

of the card). After each player yelled 3 instructions 

(turns), the players need to explain to the teacher 

which part of the choreography they have done 

(reveal combination on their last card) and they both 

receive a grade (points on the card). A full game 

consists of 3 acts (rounds). 

 

. GAME OVERVIEW . 
During a turn a card is used as an action to 

instruct a dancer to do a certain move. This is the 

dice manipulation that is found on the left of the 

card. An action changes the value of a die and can 

only be done on their own set of dice or the dice 

in the common pool. 

Players will work towards a one choreogra-

phy.  This is the dice combination that is found 

on the right side of each card. For example, this 

can be a straight (having sequential values on the 

dice, e.g. 2, 3, 4, 5, 6). The players receive points if 

they can match their own dice and dice of the 

common pool with a combination that is shown 

on the last card in their hand. 

At the end of each act, the players tell each 

other what choreography they have. Players can 

call the other out on not working on that choreo-

graphy (i.e. bluffing), meaning that they don’t 

have the dice and/or card that required for that 

choreography. Most points after 3 acts wins. 

 

. COMPONENTS . 
 9 cards 

 8 dice, 2 in yellow, 2 in blue, 4 in green 

 1 game box (or 2 cups if you have lost the box) 

. STARTING AN ACT . 
 The player who chooses to be Sabine gets the 2 

yellow dice, Claude gets the blue ones. 

 The cards gets shuffled and each player re-

ceives 4 cards, face down. One of the cards will 

not be used during the act. 

 The 4 green dice are the ‘common pool’ (shared 

dice) and 2 of these green dice are rolled. 

 Each player rolls their 2 dice in secret (keep 

the result hidden) and decide for each die: 

 To ‘lock’ the die and keep it secret. The 

player puts the game box/cup over that die 

and it can’t be manipulated during the act. 

 To have the die ‘visible’. This means that 

it is visible to the other player, but also 

have the possibility to manipulate the die. 

 The other 2 green dice are rolled. 
 The player who last saw a dance performance 

will be the start player. 

It looks like locking dice restricts your further actions, 

but this will also increase the amount of bluffing you can 

do at the end of the act. 

  



 

 

. CARD ANATOMY .  
 

 
 

1. Ballet move name 4. Points 

2. Dice manipulation 5. Card ID 

3. Combination name 

. DURING THE ACT . 
On a player’s turn, players can manipulate 

either their own visible dice or the dice in the 

common pool by: 

 Perform an action of a card in their hand and 

then discard that card. Information about the 

actions can be found in the table below. 

 or reroll a dice and discard any card in their 

hand. 

After the player performs one of the above, 

the turn goes to the other player. 

Players can use certain actions that will not result to any 

dice values to change. These are all valid actions. 
 

example turn  

Claude 
(locked) 

2

Claude 
(open) 

5 

common pool 

2644 

Sabine 
(locked) 

44 

The situation is as above for Sabine and she has the cards Cambre 

(copy visible value) and Emboite (change two values with the con-
dition that the sum of the two dice stays the same ) in her hands. 
One of the possibilities for the turn could be to use Cambre and to 

change the 4 in the common pool to a 5, (copy Claude’s value), 
resulting in 4 different values (2456) for her. 
A better possibility would be to use Emboite to change the 26 

(the sum of these two is 8) in the common pool to a 44 (sum is 
also 8), resulting in six dices with an equal value. Below would be 
the situation after using Emboite. 

Claude 
(locked) 

2 

Claude 
(open) 

5 

common pool 

4444 

Sabine 
(locked) 

44 

. END OF THE ACT . 
If both players have only one card left in their 

hand, the act ends. If they can match their own 

dice and the dice of the common pool to the dice 

combination that is on their last card they can 

earn points. 

Starting with the player who has played the 

last card, each player claims which dice combi-

nation they have without revealing their card and 

their locked dice (if any). They also state how 

many points they get by claiming that combi-

nation. That is how many points they will get, 

unless the other player calls them out for not be-

ing able to have all the requirements (card with 

the claimed combination and dice with the 

claimed combination) for it: 

 If the player has all the requirements for the 

claimed combination, they get 10 extra points. 

 If the player does NOT have all the require-

ments for the claimed combination, zero 

points are earned by that player. 

example  

Claude  

53
CARD Singles/pairs of sixes (x3) 
6 points (5+1, 3+3, 6) 

common pool 

1346 

These dice can be used by each player to 

complete combinations  

Sabine 

55 

CARD Straight (of 4) 
7 points (3,4,5,6)  

 

. FINAL GRADING . 
After 3 acts, players tally up their points from 

all the acts. The player with the higher total 

points gets a better grade from teacher and wins. 

If both players have the same amount of 

points, another act is played, until one has more 

points than the other. 

. ACTIONS . 
Below are all the actions found the cards and 

examples. New value means the value after the 

dice manipulation, old value is the value before. 

Remember that these actions can only be done to either 

the player’s own visible dice or dice in the common pool.  

1. Arabesque value + 1 
The new value will be [ OLD VALUE + 1 ].  

2➡ 3 



 

 

NOTE: The new value cannot be higher than a 6, so 6 ➡ 6 

2. Plié value - 1 
The new value will be [ OLD VALUE - 1 ]. 

2➡ 1 
NOTE: The new value cannot be lower than a 1, so 1 ➡ 1 

3. Battement flip dice  
Flip the dice around so the value at the bottom will be the 

new value. The new value will be [ 7 - OLD VALUE ]. 

2➡ 5 

4. Cambre copy value 
Copies a value that is visible to both players, so ‘locked’ 

values cannot be copied. The new value will be [ OTHER 

VISIBLE DICE VALUE ]. 

5. Pirouette reroll x 2 
Two dice can be rerolled, or 1 dice can be rerolled twice. 

The new value(s) will be [ NEW ROLLED VALUE(S)]. 

NOTE: Like any other card, this card can be discarded to only 

reroll once. 

6. Croise value x 2 
The new value will be [ OLD VALUE x 2 ]. 

2➡ 4 
NOTE: The new value cannot be higher than a 6, so 4 ➡ 6 

7. Cabriole value / 2 
The new value will be [ OLD VALUE / 2 ]. 

2➡ 1 
NOTE: Free choice of rounding up or down, so 5 ➡ 2 or 3 

NOTE (2): The new value cannot be lower than a 1, so 1 ➡ 1 

8. Emboite change 2 values 
Two dice values can be changed, but the sum of the new 

values should be the same as the sum of the old values.  

22➡ 13 
NOTE: In the example above, 2 + 2 = 4 and 1 + 3 = 4, so the sum 

of the values are the same before and after 

9. Chase copy last action 
Copy the last action your opponent did. This means that 

you can play that card exactly as your opponent did. 

NOTE: If the other player rerolled a dice by discarding that card, 

you also do that if you play this card. 

. CHOREOGRAPHY . 
Below are all the dice combinations found the 

cards and examples. 

Remember that a player can only earn points if a dice 

combination can be made with their own dice and/or the 

dice in the common pool 

1. Number of evens 

Points are given for the amount of dice there are with even 

values, so 2, 4 or 6. In the following situation 

244362 there are 5 dice with even numbers: 

24462, so the points for number of even x5 are given. 

2. Number of odds 

Points are given for the amount of dice there are with odd 

values, so 1, 3 or 5. In the following situation 

124321 there are 3 dice with odd numbers: 131, 

so the points for number of odds x3 are given. 

3. Single/pairs of sixes   
Points are given for the amount of single dice or pair of 

dice that have the value 6. For example the dice 

436632 has 4 singles/pairs of sixes: 2 singles: 6 and 

6, and 2 pairs: 432 (sum is these two is 6) and 33 

(sum is also 6). In this case points for single/pairs of sixes x4 

are given. 

4. Equal values 

Points are given for the largest set of dice that have an 

equal values. In the following situation 424222, the 

largest set the set of 2 so the points for equal value x4 are 

given. 

5. Straight 

Points are given for the largest set of dice with subsequent 

values. In the following situation 424325, the largest 

set of subsequent numbers is 2345 earning the player 

points for straight of 4. 

6. Total value (large) 

Points are given for the total sum of all the dice values 

being higher than a certain number. In the following 

situation 424365, the sum is 24, earning the player 

points for total value > 24. 

7. Total value (small) 

Points are given for the total sum of all the dice values 

being higher than a certain number. In the following 

situation 124321, the sum is 13, earning the player 

points for total value < 13. 

8. Different values 

Points are given for the amount of different values on the 

dice. In the following situation 424325, the largest 

amount of different values is 4, earning the player points 

for different values x4. 

9. Pairs 

Points are given for the number of pairs (2 dice having an 

equal value). In the following situation 444323, the 

amount of pairs are 2, 44 and 33, earning the player 

points for pairs x2. 

Game/graphic design & illustration by Leiseus. Manual proofread 

by Michał. Playtested by Reinout, Maikel, Michał & Marlou. Thanks 

to BGG-members: Roxanne Clark, Mark Fuhrman, Martijn vd Lee . 

 


