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Commentator: “Kick-off is just moments away, and 

joining us pitchside is the home team’s manager. Ricardo, 

congratulations on your 20 years at the club and all the 

success you’ve achieved. What does football mean to you?”

Manager: “Winning. Winning, winning, winning… and then 

winning again. That’s what football is all about. Fight 

for every ball as if it’s your last, believe until the final 

whistle, and leave everything out on the pitch.”

Commentator: “That’s football, ladies and gentlemen! 

Passion, commitment and excitement. Thank you, Ricardo. 

Now it’s time to enjoy 90 minutes of pure adrenaline.” 

Kick-off!

CONTENTSCONTENTS

60 PLAYER MEEPLES60 PLAYER MEEPLES
(12 pEr PLAYER: WHITE, BLUE,(12 pEr PLAYER: WHITE, BLUE,

RED, GREEN, WHITE)RED, GREEN, WHITE)

8 MANAGER meeples8 MANAGER meeples

6 DICE ( IN 3 COLORS)6 DICE ( IN 3 COLORS)

4 PLAYER BOARDS4 PLAYER BOARDS

1 BAG1 BAG

24 GOAL TOKENS24 GOAL TOKENS
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warm-up

Place all the meeples inside the bag. The coloured meeples represent 

the players, while the black meeples represent the managers. Each player 

takes one team board.

kick-off

Flip a coin to decide who starts. On your turn, draw one meeple from 

the bag, place it next to your board, and roll the 6 coloured dice. 

Depending on the colours shown on the dice, you may place your meeple 

lying down in certain areas of your board, but not in others. Once you 

have placed your meeple, play passes to the next player, and so on.

full-time

The match ends when one player completes their Starting XI, which 

scores 3 points, or when there are no more meeples left to place. 

The game then goes into **stoppage time**, where the remaining players complete the round by taking their final turn.. 
Once stoppage time is over, each player adds up the points scored in all areas of their board. In the final score, the tens represent the goals scored.
Example: Fernando has 35 points and Raúl has 18. Therefore, Fernando has 

scored 3 goals and Raúl has scored 1. Fernando wins the matc.

Penalties

If there is a draw in goals, for example 24 and 27 would be a 2-2 draw, a 

penalty shootout takes place.d Each team rolls 5 dice:

• The team that scored the most 

points during the match scores 

goals with Red and White.

• The other teams only score 

with Blue.

If there was a draw on points, for example Lucía has 15 

points and Daniela also has 15, each player scores with 

their team colour. The green-and-white team, as it is not 

represented by a dice colour, chooses which colour will 

count for them: Red, Blue or White.

3 goals!

2 goals!
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forwards ( 2  )

2 red dice

Place two meeples matching the 
colour shown by the silhouette.

Playing 

Area

Maximum number of 

meeples you can have in 

this area.

Required dice 

combination 

to place your 

meeples in this 

area

Area condition 

or effect Points awarded by this 

area at the end of the 

match if its condition or 

effect has been fulfilled

On your turn, a�er rolling the dice, compare your result with the 
combinations shown in the di�erent playing areas on your board. You may 
place the meeples you have drawn from the bag in any area where you 
have rolled at least the required combination.

�e di�erent playing areas are explained below, and each one also has a 
visual reminder on your board.

playing areasplaying areas

+6

important notesimportant notes

Managers cannot be placed in the Starting XI. 

Each manager placed scores 1 additional point (or 

subtracts 1 point if they are Injured or Sent Off). 

+9

+5

+2

+14

22
0x
16
0m
m

+10

9 points for 

occupuing all

3 positions, plus

1 additional point 

for the manager.
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Starting XIStarting XI
If you complete your Starting XI, you score 3 points and stoppage time begins.

The following areas 

make up your Starting XI:

Goalkeeper

DefendersMidfielders
Forwards.

+6+6

+5

+6

+12

22
0x
16
0m
m

Midfielders ( 4  )

3 matching dice
(blue, white or red)

Score 12 points by
placing 4 meeples of

di�erent colours.

defenders ( 4  )

1 red die, 1 blue die
and 1 white die.

Score 6 points for each
pair of meeples of the

same colour.

goalkeeper ( 1  )

2 white dice

Score 5 points if your Goalkeeper 
shares a colour with the majority of 

meeples on your board.

FORWARDS ( 2  )

2 red dice

Score 6 points by placing 2 meeples 
matching the colour shown by the 

silhouette. +6

+12

+6

+5

+6
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-4

+6

+1

22
0x
16
0m
m

injured ( 2  )

4 blue dice

Place this meeple in the Injured area of any 
opponent’s board. At the end of the match, 

you lose 4 points for each meeple your 
opponents have placed in this area.

TRANSFERS

5 matching dice
(blue, white or red)

When you place a meeple in this area, take 
an opponent’s meeple and place it in your 

Starting XI or, if it is a Coach, in any of the 
other areas of your player board.

You cannot make transfers during
“Stoppage Time”

training ( 1  )

3 blue dice or 3 red dice 

At the end of the match, score 1 point for 
each meeple on the board of the opponent 
to your right that matches the colour of the 

meeple you placed in this area.

Hydratation ( 1  )

3 white dice or 3 red dice

Draw another meeple from the bag and 
place it in an area according to your dice.

Do not roll the dice again.

stands
Regardless of your roll, you may alwa

just drawn from the bag in this area. R
meeple from your board, except for Inj
and the meeple you have just placed. �

that meeple in an area of your board o
board. �is can only be done once per t

you lose 1 point for each m

Place meeples lying down in every ar

where they remain standing. Turn them 

only when you activate them to perform their action

+1

outer areasouter areas
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-4-1

+6

+5

+6

+9

+5

+2

+14

+12

22
0x
16
0m
m

sent off ( 2  )

4 red dice

Place this meeple in the Sent O� area of 
any opponent’s board. At the end of the 

match, you lose 4 points for each meeple 
your opponents have placed in this area.

Warm-up

3 white dice or 3 blue dice

From your next turn onwards, you may 
change the colour of 1 die in your roll. Each 

meeple in this area can only be used once 
per player turn. Lay the meeple down to 

show that it has been used.

bench ( 4  )

4 matching dice
(blue, white or red)

Score the points shown according to the 
number of players you have in this area. 

Fill the bench from bottom to top: +2 / +5 
/ +9 / +14. Example: If you have placed 3 

meeples and one of them is a manager, you 
score 9 points at the end of the match, plus 

1 additional point for the manager. You may 
place your �rst manager in this area without 
needing the required dice combination. You 
must have at least 1 manager on the bench 

to score points from this area.

tands
u may always place the meeple you have 
his area. Roll the dice again. Choose any 

cept for Injured meeples, Sent O� meeples, 
t placed. �en, if your roll allows it, place 
ur board or in an area of an opponent’s 

e once per turn. At the end of the match, 
 for each meeple in this area.

 in every area except the Warm-Up Area, 

ding. Turn them face down (lay them down) 

e them to perform their action.

+X

GOaL

6 matching dice
(blue, white or red)

Score 1 goal (=10 points) at the end of the 
match. Take 1 Goal Token and place the 

meeple you drew back into the bag.
You cannot use the Warm-Up ability to 

perform this action.
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“This game is not affiliated with, 
endorsed by, sponsored by, or approved 

by any football club, organisation, 

or league. All characters and visual 

elements are fictional.”

Design: Ricardo Bermejo

Illustration: Natàlia Romero

graphic design: Marc Simó

www.mofeta.es

creditscredits

Learn to play 

in 1 minute
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