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PENNY BLACK 

Rules v0.1 (December 2014) 

Simon George 

zinar7[at]gmail.com 

 

 

GAME CONTENTS 

 

1 Game Board 

2 Mailbag Boards (double-sided) 

1 Post-Bot Miniature 

1 Delivery Die 

88 Letter Cards 

17 Delivery Cards (+1 ‘Final Delivery’ Card) 

100 Stamp Tiles 

32 Envelope Tiles 

 

AIM OF THE GAME 

The players take the roles of trainee sorting-office workers in the Mighty Kingdom of Sinestria, 

where the postal system has recently been introduced. In this role, players compete to serve 

customers, stamp their letters and process them into the Post-Bot’s mailbag in order deliver 

these to the intended recipients and earn points. However, the citizens of Sinestria are sceptical 

of this new postal system, and players will need to meet their various demands and 

expectations in order to secure the success of the Sinestria Republic Post. 

The more letters that are picked up and delivered, the more trust players will acquire from the 

public (measured in terms of Victory Points) and, at the end of 7 days of training, the 

performance of the new trainees will be rigorously assessed. If players misplace letters or 

deliver them late, they will lose trust from the public. Furthermore, fellow players will be aiming 

to hinder each other or engage in outright sabotage, so players must maintain awareness of 

the competition. 
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Due to a malfunction, the Stamp Machine does not output the correct stamps but instead 

spews them out randomly onto the Sorting Office counter. Players will need to collect the 

correct stamps, pick the most viable customer letters, and make sure that they are in the Post-

Bot’s mailbag at the correct time. 

The Chief of Post for the Government of Sinestria has vowed to permanently hire the most 

successful worker to be elevated to the position of Post-Office Manager, a highly respected 

position, based on players’ performance in efficiently collecting stamps, sorting letters and 

getting them into the mailbag at the correct time. 

 

SETUP 

The setup of the game board for Penny Black depends on the number of players that are 

participating in the game. For a 2-3 player game, take the Mailbag Board showing the (2/3p) 

symbol in the upper right corner, and place it to the right of the main game board, with the 

appropriate side placed face up. For a 4-5 player game, using Mailbag Board (4/5p) and place 

it in the same place. 

Sort the Letter Cards according to destination (A, B, C, D) and shuffle each deck thoroughly. 

Place each deck face down on the appropriate area of the game board, turning the topmost 

card on each deck face-up ready for players to purchase using stamps. 

 

Place the Post-Bot at the appropriate “Start” space on the Delivery track (see ‘2p/3p/4p/etc.’ 

positions), relative to the number of players that are participating in the game. For a two-player 

game, the delivery track is 6 spaces long; for three players, the delivery track is 9 spaces long; 

for four players, the delivery track is 12 spaces long. 

  

The following instructions describe the remainder of the game’s setup, irrelevant of player 

number: 

Shuffle the Delivery Cards and select seven cards at random and place them face down on the 

game board, without looking. Place the remaining Delivery Cards back in the game box 

(without looking) and place the ‘Final Delivery’ Card at the bottom of the Delivery Card pile. At 

the start of the game, turn the topmost Delivery Card face up. 

The Sorting Office Counter contains 6 stamp spaces from which players may take stamps. Place 

all stamp tiles in the black bag and draw 6 at random and place them on empty spaces on the 

Sorting Office Counter. 
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HOW TO PLAY 

The starting player should be the last player that mailed a letter. 

On a player’s turn, they must first roll the Delivery Die to determine} the movements of the 

Post-Bot in preparing for its delivery rounds, after which they may choose a single action: 

1. Collect Stamps From the Sorting Office Counter 

2. Stamp Letters and/or Place them in the Mailbag 

3. Exert Influence 

Rolling of the Delivery Die is a compulsory action at the beginning of every player’s turn, and 

the actions of a single delivery must be completed in full before the player may properly take 

their turn. 

 

TURN ACTIONS 

 

(0) Rolling the Delivery Die 

The Delivery Die roll determines how far forward the Post-Bot moves towards beginning the 

next delivery of letters in the mailbag. Rolling the Delivery Die, and performing a delivery (if one 

occurs) is mandatory at the beginning of each player’s turn. 

On a roll of: 

 1, 2, 3  Post-Bot moves forward one space on the Delivery Track 

 4, 5  Post-Bot moves forward two spaces on the Delivery Track 

 6  Post-Bot does not move 

If, after the Post-Bot’s movement, it reaches the ‘Delivery!’ position on the Delivery Track, then 

players must evaluate whether the Post-Bot is able to pick up a full mailbag and deliver the 

letters inside: 

 IF THE MAILBAG HAS EMPTY SPACES then the mailbag is not currently ready for a 

delivery to take place, and the Post-Bot should be moved two spaces back on the Delivery 

Track. 

 IF THE MAILBAG HAS NO EMPTY SPACES then the mailbag is fully prepared for a 

delivery, and the Post-Bot takes the letters on his rounds. The conditions for that day’s delivery 

(which is written on that day’s Delivery Card) are then evaluated, and players track their Victory 

Points using the scoring track around the edge of the board. 

All letter cards in the mailbag are distributed back to the players that placed them there [how 

players place their letters in the mailbag will be discussed in (2)], and are placed face-down in 

front of players, to be revealed at the end of the game and Victory Points scored. 
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Delivery Cards: There are 17 Delivery Cards in the game, yet only seven will be used during the 

game. When a delivery takes place, players can earn bonus points for completing the special 

conditions listed on the topmost (face-up) Delivery Card – these points are tracked by moving 

the player scoring pieces along the scoring track around the outside of the board. The 

complete list of available Delivery Cards, and their meaning, are listed below: 

 2 VPs for all letters to destination A (2 cards) 

 2 VPs for all letters to destination B (2 cards) 

 2 VPs for all letters to destination C (2 cards) 

 2 VPs for all letters to destination D (2 cards) 

 5 VPs for the player with the most letters in the mailbag (3 cards) 

 4 VPs for the player with the topmost letter in the mailbag (3 cards) 

 3 VPs for the player with the bottommost letter in the mailbag (3 cards) 

When a delivery has occurred and bonus points for the Delivery Card have been score, the 

topmost Delivery Card is discarded and the next card is revealed, depicting the special 

conditions for the next day’s delivery. 

 

In Penny Black, a game will consist of seven deliveries (and hence Delivery Cards), before there 

is a single, final delivery that takes place which ends the game. This ‘Final Delivery’ is the same 

in each game, and offers players a last chance to earn points. The conditions for this Final 

Delivery Card are: 

 1 bonus VP for every card delivered in the last delivery 

End of Game Points: 

 1 VP for any card undelivered (but still valid) at the end of the game 

 5 VPs for each ‘set’ of delivered A/B/C/D letters 

After the final delivery, players must turn over any envelope tokens on any undelivered letters 

(in front of them) as normal. If this causes the letter to fail all of its allocated deliveries, then the 

letter card must be turned over and the penalty counted during the scoring phase. 

Any letter cards (in front of players) that are undelivered at the end of the game (and hence 

have valid envelope tokens on them) will earn one bonus VP for the player. 

A bonus 5 VPs is awarded to each player for each complete set of delivered A/B/C/D letters. 
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(1) Collect Stamps From the Sorting Office Counter 

Collecting stamps from the Stamp Machine is essential in order to stamp letters and place them 

in the mailbag. On a player’s turn, they may choose to take action (1) and activate the Stamp 

Machine. Doing this will cause the Stamp Machine to fill any empty stamp spaces on the 

Sorting Office Counter, and a player may then take three of the available stamps.  

IMPORTANT: Empty stamp spaces on the Sorting Office Counter are not automatically refilled 

once a player has taken stamps. These spaces are only filled once a player chooses to take 

action (1) to collect stamps; at which point, all empty spaces are filled by drawing tiles at 

random from the black bag. 

Players may only have a maximum 7 stamps at a time. If a player chooses to collect stamps 

such that it would take her total number of stamps above 7, then in trade they must return 

stamps to the empty spaces until they have 7 stamps again (these returned stamps may be 

stamps they have collected in a previous turn). 

 

(2) Stamp Letters and/or Place them in the Mailbag [2 Actions] 

The processing of customer letters, and delivery of them to their intended recipients, is the 

primary goal of Penny Black. In the sorting office, letters are divided up according to 

destination and placed into piles ready for the players to process. 

At any one time, one letter from each destination is face-up. On the front of each letter is 

pictured the combination of stamps required to stamp it and place it in the mailbag ready for 

delivery [a], the number of delivery slots that may be missed before a penalty is incurred [b] 

and the number of Victory Points that are awarded when the letter is successfully delivered [c]. 

In general, letters with more stamps: cost more stamps to purchase BUT award more points 

when delivered to their recipient BUT since they are more urgent, they must be delivered 

more quickly without missing delivery slots. 

 

To ‘stamp’ a letter from a customer, the player must trade the correct combination of stamps 

back to the general supply (the black bag), take the letter card from the pile and place it in 

front of them in their player area. On top of the letter card, the player should place one of their 

envelope tokens, with the side face-up that matches the envelope symbol on the letter card. 

The envelope token denotes how many deliveries the letter may ‘miss’ (i.e. a delivery takes 

place but the letter is not in the mailbag at the time) before the customer gets disgruntled and 

writes a letter of complaint. Each time a delivery occurs, all players must remove an envelope 

token from all letter cards that are in front of them – if it is not possible to remove an envelope 

(because there are none left), then the letter cannot be delivered “on time” and is now removed 

from the game (placed back in the box). As a penalty for letting down a paying customer, the 

player must turn over the failed letter card, which will reduce their number of Victory Points at 

the end of the game (-3 VPs). 
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If a player chooses action (2), then in addition to stamping a letter card and placing it in front of 

them, then they may also choose to place letters (from in front of them) into the mailbag – 

however, this is not compulsory, and players may choose to stamp letter(s) but not place them 

directly into the mailbag: this may be because the mailbag is full, or because players wish to 

trade stamps for a more beneficial letter, or to prevent an opposing player from taking a 

particular letter. 

Placing letters in the mailbag, and getting them delivered, is essential in order to accumulate 

points in Penny Black. The mailbag is formed of a number of empty spaces, dependent on the 

number of players that are participating in the game. During each day, letters are placed in the 

empty spaces of the mailbag until the Post-Bot performs a delivery, and the mailbag is emptied 

again for the next day. 

To place a letter in the mailbag, the player must take an available stamped letter card from in 

front of them, and place it in the highest empty space in the mailbag. If there are no empty 

spaces in the mailbag, then it is not possible to place a new letter in until either a space 

becomes available, or the player influences the Post-Bot using action (3). 

By choosing action (2) on their turn, a player may make two moves: 

1. Stamp two letters 

2. Stamp one letter and place one letter in the mailbag (these may not be the same 

letter) 

3. Place two letters in the mailbag 

 

(3) Exert Influence 

Due to an error in its Artificial Intelligence suite, the Post-Bot is self-aware and, because of its 

‘human traits’ programming, it is susceptible to sabotage and subterfuge, allowing players to 

bribe it to change its delivery sub-routine. Since the Post-Bot was exposed to intense radiation 

during compiling, it has grown an attachment to collectible stamps and is amassing its own 

private collection. Therefore, in exchange for certain combinations of stamps, the Post-Bot will 

ignore its explicit delivery actions and allow modification of the delivery process. 

By taking action (3), players may influence either the Post-Bot or the mailbag by exchanging 

stamps back to the general supply. 

(a) Influence Post-Bot: Exchange 3 stamps of differing colour 

 

In exchange for three different stamp tiles, players may move the Post-Bot backwards 

or forwards one space on the Delivery Track. However, players may not move the Post-

Bot such that it instantly triggers a delivery – if the Post-Bot is on the space immediately 

before the ‘Delivery’ space, then it may not be moved forward (it can still be moved 

backwards, though). 
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(b) Influence Mailbag: Exchange 3 stamps of same colour 

 

In exchange for three identical stamp tiles, players may alter the distribution of letters in 

the mailbag. This can be done in two ways: 

i. Swap a letter in the mailbag for one in your reserve pile (the swapped 

letter is returned to its original player, all letters below it are shifted ‘up’ 

one space in the mailbag and the new letter is placed at the next empty 

space) 

ii. Swap the positions of two adjacent letters in the mailbag 

 

END OF THE GAME 

Once seven deliveries have taken place, the final Delivery Card will be revealed; which will be 

the ‘Final Delivery’ Card. This is a fixed card, which offers a final chance for players to deliver 

their remaining letter before the end of the game. The rewards for delivering letters in this final 

round are denoted on the ‘Final Delivery’ Card itself: once the Post-Bot moves to the ‘Delivery’ 

space on the Delivery Track and the conditions for the final delivery have been resolved, the 

game ends. Scoring will now take place. 

Players now score points for:  

- The letter cards they have delivered during the game (VPs denoted on the cards 

themselves) 

- Collecting ‘sets’ [ABCD] of delivered letters (5 VPs for every complete set of ABCD 

letters) 

and add these points to the points that they have already accumulated during the game for 

meeting delivery conditions. 

However, players must subtract points for letters that they failed to deliver, by subtracting the 

number of points denoted on the backs of the failed delivery cards in front of them. 

 

The winner of the game, and therefore the new Chief of Post for the government of Sinestria, is 

the player with the most Victory Points. If there is a tie, then the player with fewer ‘missed 

delivery’ letter is the winner. In case there is still a tie, the players must fight to the death in 

order to establish a true victor.  

 


