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BASIC RULES: 

As simple as:     

Mix…  Stack…  Remove…  Read…   Drink… and Place!


1.  Mix:  Mix the bricks up.  While you’re at it mix a drink too.

2. Stack: Stack the bricks into groups of three label-side 
down, alternating directions to produce stability. Note: no one 
likes cheaters and liars so make ‘em drink!

3. Remove: Anyone may start the game by removing a brick 
below the top three levels of a tower. Only one hand may be 
used to draw a brick. Players are not required to remove the 
first brick they touch, but they must return any brick 
disturbed to its original position. The tower likes to be felt up 
a bit -- so long as you clean up the mess.

 Note: If the tower is touched out of turn, the overzealous 

 player drinks. This ain’t second grade, so no cutsies.

4. Read: Read the rule shown on the brick. All players should 
follow the rule while it remains in play. Take a look at the 
definitions if you want to be all technical and stuff.

 Note: Italicized words in a rule have a special meaning 

 and are included in the definitions on the other side.

5. Drink: Deal out drinks to the appropriate player or players 
to ensure adequate intoxication. The distribution, quantity, and 
manner of consumption is different for each brick.

 Note: Players are encouraged to abstain from drinking 

 excessively to avoid pissing the floor.

6. Place: Place bricks label-side up on top of a tower or in a 
manner required by the brick. Players must wait briefly and 
see if the tower is stable before continuing. Moving clockwise 
a r o u n d the table, repeat steps three through six above until 

a player wins by making a 
tower fall. Congratulate the 

winner as they finish their 
drink by saying 

Dringa Beer!


What do I do with the Brick Now that I’ve Pulled It?


       Held: Brick is held by a player and is set in front of  
 that player on the table.


      Tabled: Brick affects all players. Tabled bricks are 

 placed next to the tower or in-between towers.


      Placed: Brick’s rule is in play and placed before the 

 end of the player’s turn.


  Placed Later: Brick held by a player but may be 

  placed when a player so chooses or when   
  certain conditions are met as required by a rule.


      Inserted: Brick’s rule is in play and inserted label-side 

 up into the tower before the end of the player’s  
 turn.


  Inserted Later: Brick held by a player but may  
  be inserted when a player so chooses or when 

  certain conditions are met as required by a rule.


     One Revolution: Brick is non-transferable and held  
 until all players take a turn. Brick is placed at the 

       end of the next turn of the player who drew it.


      Unique: Read the rule. Read the rule. READ THE RULE!


What Else do I Need to Know?


 Roll: This means that a die is involved. A 6-sided die is 

  preferred for Dringa Beer and Dringa Light. 

  A 20-sided die is required for Dringa Stout.

       Nametag: Players holding a brick with this nametag icon   

       must be referred to by the moniker written across the

    nametag (here, the moniker is "Tyler"). Monikers are 

    also italicized in the brick's rule. If a player has multiple 

    bricks with nametags, at least one moniker  must be used. 

    Players must drink if they fail to use a moniker.


RULEBOOK

THE



DRINGA DEFINITIONS
Authority: the power or abi l i ty 
conferred to a player by a brick in play.

Bricks Held: There is an explicit and 
intentional difference between a held 
brick, which is a specific type of brick, 
and a brick held, which includes held, 
placed later, inserted later, and even 
some unique brick types. Each rule 
should be carefully read to determine 
whether the rule applies to held bricks 
or bricks held.
  
Deal/Dealt: There is an explicit and 
intentional difference between drinks 
dealt by players and drinks taken in the 
ordinary course of the game. It is 
crucial that each brick’s rule be 
carefully read to determine if drinks are 
dealt by a player or if drinks are taken 
as a result of the rule itself.
  
Draw/Drawn: To draw is to remove a 
brick from a tower. Players draw a brick 
from a tower on their turn.
  
Drink: v. drink, when used as a 
command in a rule, is not a dealt drink. 
n. A drink is one drink. An entire drink is 
twenty drinks. The following amounts 
are equivalent to twenty drinks: one 12 
oz. beer (~5% alcohol), one 8-9 oz. 
malt beverage (~7-9% alcohol), one 5 
oz. glass of wine (12-13% alcohol), or 
one 1.5 oz. shot of hard liquor (40% 
alcohol). The game is best played with 
beer or its equivalent.

Goldilocks Zone: an area around the 
table starting one brick’s length from 
the edge of the table which is itself one 
brick’s length inward – not the edge, 
not the center, but just right.

Hold/Held: When a brick is held it is in 
play after the turn in which it is drawn 
for long as it remains held by a player.

Immediately: within one second. 
Players are encouraged to count aloud 
or, at their own risk, pound the table 
when a rule calls for something 
immediately.

In Play: A brick is considered in play 
when its rule affects and alters the 
general ruleset to the benefit or 
detriment of one or more players.

Insert/Inserted: When a brick is 
inserted it is no longer in play. Insert 
bricks label-side down.

Level: a story of the tower typically 
made of three or fewer bricks. A newly 
built tower starts with 18 levels.

Participant/Participation: Participants 
are non-players. Non-players do not 
draw and are not affected by gameplay. 
When a brick calls for participants or 
participation, non-players may interact 
as provided in the brick’s rule.

Permanent: A permanent brick cannot 
be transferred and cannot be affected 
by other bricks.

Place/Placed: When a brick is placed it 
is no longer in play. Place bricks label-
side up on a tower.

Player/Players: anyone playing 
Dringa. Players may enter and leave 
the game as necessary.

Playable Level: a level of the tower 
with three bricks or a middle brick and 
one side brick.

Promptly: within ten seconds. Players 
are encouraged to count aloud or, at 
their own risk, pound the table when a 
rule calls for something promptly.
     
Roll: an underhanded toss of a die. A 
roll is valid only if the die is cast at least 
three inches above the table and 
tumbles at least three inches from the 
hand of the player rolling it before it 
rests. If a rule states drink a roll or drink 
a roll of the die, a player must drink the 
number indicated on a die after it has 
been rolled.

Rule: the benefit, burden, condition, or 
general ruleset alteration attached to, 
and indicated symbolically on, a brick.

Steal/Stole/Stolen: stealing is taking a 
brick from another player without their 
consent.
  
Sweet Spot: an area around the edge 
of the table one brick’s length inward.
  
Swiftly: within five seconds. Players 
are encouraged to count aloud or, at 
their own risk, pound the table when a 
rule calls for something swiftly.

Table: the surface on which a game of 
Dringa is played. A flat, level surface is 
preferred.

Tabled: If a brick is tabled, its rule 
applies to all players at all times unless 
otherwise specified.

Take: Drinks taken as required by a 
brick are not dealt drinks.

Trade/Freely Traded: A trade is an 
exchange of bricks between two 
players. Bricks which may be freely 
traded may be transferred to another 
player with that player’s consent.

Transfer/Transferred: A transfer 
occurs when a brick is given to one 
player by another player.

Tower: the tower or towers of bricks 
created before a game of Dringa 
begins. While only one tower is 
required to play Dringa, the game is 
intended to be played with two towers. 
If only using one tower, center it on the 
table. Center two towers parallel to one 
another on the table with a 4-6” gap 
between them; set any tabled bricks in 
play in the gap.

Turn: Turn progression is clockwise 
and turns have three parts: pre-draw, 
draw, post-draw. During pre-draw, any 
player may exercise any authority 
granted to them as a result of a brick in 
play. Upon touching the tower a 
player’s draw begins, and unless 
otherwise specified in a rule players are 
prohibited from exercising authority 
while a brick is drawn. Upon removal of 
a brick post-draw begins and the brick’s 
rule must be read unless all players 
understand the rule and waive the 
reading. After the rule is read or 
waived, pre-draw of the next player’s 
turn begins.

Winner: any player who causes a 
tower to tumble and must finish their 
drink. On a player’s turn, they may 
intentionally make a tower or towers 
tumble but must finish an entire drink 
for being a total dick.


