
... for game inventor Klaus Zoch has been involved since 
his early youth with exploring the rules of nature and 
discovering new physical phenomena.

In 1987, the time had come: The physical laws of 
construction analysis had to be rewritten – BAUSACK of-
fi cially saw the light of day at the „Spiel ’87“ fair in Essen.

The relevant press recorded this historic event: „In Essen, 
Klaus Zoch was sitting in a corner, sort of inconspicuous-
ly. As (you) passed his booth..., it needed to be pointed 
out that his BAUSACK was a game and not a children‘s 
building block set.“

Equally captivated, Bernward Thole – at that time, chair-
man of the „Game of the Year“ („Spiel des Jahres“) jury  
– titled an early review of BAUSACK with the legendary 
words, „Terrifi c idea: building blocks“.

In view of this attention by the press, word of the odd 
conglomeration of bizarre wooden blocks in a cotton sack 
got around quickly among game experts. Soon, even expe-
rienced poker faces stared, white as a sheet and wide-eyed, 
at the grotesque and unstable structures that were playfully 
built from a curtain ball, candleholder, eggcup, and 70 
other crazy wooden items.

So the physical phenomenon turned into a medical one: 
The „BAUSACK fever“ ran rampant. Consequently, 
BAUSACK got onto the „Best List“ of the „Game of the 
Year“ jury in the summer of 1988. Soon after that, an ex-
pansion set with 31 additional wooden pieces added even 
more variety to the game.

Now even „Global Players“ could not ignore the suction of 
success: In 1992, the U.S. company Milton Bradley („MB-
Spiele“) acquired the license for the American market. 
There, BAUSACK was released in a box for the fi rst time, 
under the name „BANDU“.

However, BANDU did not remain the only „special edi-
tion“. In 1994, a posh version of the game – the designer 
Bausack, „Sac Noir“ – expanded the scope of the product. 
The game not only had a larger number of playing pieces 
–  now in trendy colors black and red, it was also perfect as 
a decorative object in the home.

Along with the players‘ interest, the dimensions increa-
sed as well from then on: A „Giant Bausack“, made from 
Styrofoam, made the circuit. At street parties and company 
events, its peak reached 15 feet. Sometimes players used a 
ladder to execute their turns...

This large edition of the game was also supposed to be used 
for a TV game show. To that end, a concept was created 
under the proposed show title „Hold together or collapse“. 
The experts‘ report developed for this project suggested 
a show‘s duration of 90 minutes in which elements „of 
dexterity, tactical construction and circus spectacle during 
the building activities“ were planned. In 10 auction and 
building rounds between the pure show parts of the pro-
gram, four contestants were meant to compete for the title 
of „BAUSACK champion“. However, this TV show never 
became reality – it remained only an idea.

Over time, BAUSACK has conquered the rank of a „clas-
sic“. In the new box that Zoch has allocated to the game 
on the occasion of its 20th anniversary, the wooden pieces 
are still kept in the distinguishing feature of the game – the 
sack.

We will do everything to ensure that BAUSACK can still 
provide many more generations of players with that which 
has always characterized the game: fun, excitement, thrill, 
and challenge. Because you can never get enough of that 
fi ne feeling.

Happy Birthday, BAUSACK!
The editorial team

IN THE BEGINNING THERE WAS PHYSICS...
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THE CLASSIC FROM ZOCH GAMES
A GAME BY KLAUS ZOCH

BAUSACK/SAC NOIR is a whole range of games. Count-
less building possibilities guarantee that each construction is 
unique; in choosing building parts, no limits are set on your 
imagination. There are four  game variations:
• Knock Out
• Pile It High
• Building Chain
• Tower of Babel

The games „Tower of Babel“ and „Building Chain“ are espe-
cially suited for playing with younger children. „Knock Out“ 
and the games following involve auctioneering and are better 
for older players.

CONTENTS
66 wooden building blocks 
1 sack of “diamonds” (play money)

PREPARATION
All the pieces are taken out of the bag and spread out in the 
middle of the table where everyone can see them. It’s best to 
play on an even surface, for example a steady table without a 
tablecloth.

MATERIAL

FOR ALL GAMES 
Fairness is the fi rst rule. No jogging the table!
The fi rst block used by a player is the foundation. This means 
that all other pieces must somehow be placed on top of this one 
(Illu 2). They may not come in contact with the table (Illu 3). 

Illu 2 Illu 3

Illu 1

✔ ✖
You must not touch 
the towers themsel-
ves. That means you 
can’t hold the tower 
steady or touch any 
of the pieces of 
the tower to move 
it around. Already 

played pieces may only be moved by using the piece you are 
building with. Players should also be careful not to build their 
towers too close to one another, so that when one falls, the 
others’ constructions don’t come crashing down with it!

In the auctioneering games (Knock Out, Pile It High, 3x Red 
Wins) each player gets ten diamonds as play money. „Spent“ 
diamonds get returned to the sack.

KNOCK OUT 
(Ages 12 and up, 2-6 players

Game duration 30-45 minutes)

The favourite of the fans of the Bausack games. A game for 
the steady hands.

Aim of the game: Each player builds his own tower. The goal 
is to build the most stable tower possible out of the auctioned 
pieces. The winner is the one with the last tower standing.

Diamond capital: At the beginning of the game each player 
is given ten diamonds as money. The players have to get by 
with this capital for purchasing the pieces of their choice.

Play: The youngest player begins and chooses a piece offered 
for auction. The fi rst piece a builder takes automatically beco-
mes his foundation, on which all other pieces must be placed. 
Once a piece is auctioned, it is built with and the person to the 
left is the new auctioneer.

The auctioneer can choose between two auctioning styles: 
1. Highest bidder: The auctioneer says „Highest bidder!“. 
This piece is now auctioned to the highest bidder, with the 
auctioneer himself making the opening bid. The bidding then 
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passes from one player to the other around the circle, and the 
players either raise the bid or exempt themselves from the 
auction. Only the player who made the highest bid pays the 
amount to the till (sack) and gets the piece. If no offer at all is 
made, the auctioneer gets the piece for free.
2. By refusal: The second style of auction is unusual: Here 
the auctioneer offers a „dangerous piece“ of his choice, and 
then the players have to pay beans in order to avoid taking it. 
The auctioneer call out „By refusal!“. He himself makes the 
offer of „nothing“ and passes the piece on to his left neigh-
bour. This player must either take it or stake one diamond in 
order to be able to pass the piece to his left neighbour. The 
next one must raise the stakes to two diamonds in order not 
to take the diffi cult piece. The next one must raise the stakes 
to three, the fourth to four etc.. Whoever refuses to raise gets 
the piece for nothing. The other players must then pay their 
last bid to the till. The players lay the diamonds they have bid 
in front of them until the refusal round is over. Only then is 
the money paid. If the piece comes all the way back to the 
auctioneer, he too must bid to avoid it.

WARNING: If a piece comes to you and you don’t have 
enough diamonds, you have to take the piece and build 
with it. Anyone who runs out of beans keeps on playing. Of 
course, this player gets all the pieces auctioned By Refusal. 
He can still choose between auctioning styles. If he chooses 
Highest Bidder, he can only bid nothing and hope that no 
other player makes a bid, so he can get the piece for free.

Each builder is free to decide how to build on his foun-
dation, whether to place the pieces on top or beside one 
another, on end or laying fl at.

Game end and winner: If a tower falls, its 
builder is out of the game. All pieces from 
his tower are again available for auction. The 
winner is the player whose tower is the last one 
standing.

TIP: The more often you choose to bid By 
Refusal, the sooner you will win. Remember 
that your tower gets less stable with each piece. 
Let your opponents do the building!

EXAMPLE 1: Roger offers Jacques an egg 
with the right to decline. Jacques bids one 
diamond and passes the egg to Bea. She 
proposes two diamonds. The egg moves over 
to Manuela; she offers three diamonds in order 
not to get the unwieldy item. As the egg comes 
back to Roger, he is happy with it and easily 

Illu 4

incorporates it into his egg cup. Jacques, Bea, and Manuela 
now have to pay for the diamonds they proposed...

EXAMPLE 2: Assume that Roger, in example 1, had no egg 
cup in his tower and also didn‘t want the egg he started cir-
culating. So, after Jacques, Bea, and Manuela have passed on 
the egg, Roger also refuses to take it, offering four diamonds 
for this. Then Jacques, who defi nitely does not want to take 
the egg, now needs to bid fi ve diamonds. So he adds four 
diamonds to the gem he has already offered. That seems too 
expensive for Bea: she incorporates the egg into her tower. 
Roger, Jacques, and Manuela have to pay...

Variant: „KNOCK-OUT – FOR SURE“
In this variant, each player 
has a game piece to pro-
tect himself against clearly 
unwanted „gifts“ from his 
opponents. The game rules 
of KNOCK-OUT apply as 
described above; but

• In the beginning of the game, each player gets one „Zoch 
piece“ (Illu 4.).
•This „Zoch piece“ may NOT be used as a base.
• If you are offered a game piece with the right to decli-
ne that you can‘t or don‘t want to refuse (since you are 
short of resources), pass this piece to your left neigh-
bor, incorporate your „Zoch piece“ into his tower, 
and end your participation in the current auction. 
You don‘t have to pay diamonds in this round!

PILE IT HIGH 
(Ages 8 and up, 2-6 players
Game duration 30 minutes)

      
Look how wonderfully it all collapses!

Aim of the Game: Each player builds 
his own tower. The goal is to build 
the highest tower. With each move the 
tower must increase in height.

Bean capital: Here too each player gets 
10 diamonds, and as in Knock Out, the 
players have to try to get by with this 
amount.

Play: As in Knock Out, there are two 
auctioning styles. Highest Bidder works 
the same way as in Knock Out. The 
second style is called „Give Away“, 
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Illu 5

which is bid on just as in Highst Bidder, However, the person 
who successfully bids on the piece can decide which player 
must build it into his tower. By forcing him to use irregular 
building pieces a player can cause his opponent’s tower to 
become unstable and to make further building very risky.

If a player successfully bids for Giveaway and offers it to an 
opponent of his choice there are two possibilities.
1. The player accepts the piece and builds it in at his own risk, 
or
2. He does not dare to build with it. He says to the giver „Add 
this piece to my tower yourself, please“. Of course, the giver 
will try to place the piece in an awkward way, to hinder any 
further building. However, if the tower falls as this is done, the 
round is over for the giver (he can’t build his tower any higher 
and is judged at that height). The opponent can rebuild his 
tower to the same height and keep playing.

CAREFUL: Whoever gives an opponent an obviously im-
possible piece runs the risk of losing the game for himself.

If a tower falls, the round is ended for that player. Only the 
standing remains of the tower are counted at the end. If a 
player doesn’t dare to build his tower any higher, he can end 
his round. His tower is then measured and recorded for the 
fi nal evaluation. The player may keep on participating in the 
auctions and offer pieces for Giveaway and bid himself.

Game end: Play continues until no one dares to build any 
higher, or all the towers except one have collapsed. The win-
ner is the one who has built the highest tower.

EXAMPLE 3: Lisa purchases the fi r tree at auction for 
two diamonds. She passes it to Timmi to incorporate into 
his tower. Timmi doesn‘t have the courage. He challenges 
Lisa to incorporate the fi r free into his tower. Lisa succeeds. 
If the tower had collapsed, the round would have ended for 
Lisa, whereas Timmi would have rebuilt his (old) tower and 
continued playing.

BUILDING CHAIN 
(Ages 6 und up, 2-6 players, 
Game duration 30 minutes)

 
Aim of the game: Each player builds his on tower. The goal 
is to use as many pieces as possible in it. All players use the 
„Zoch piece“ (Illu. 4) as their foundation.

Choosing pieces for building the chain: The youngest buil-
der begins, choosing a piece from the pile in the middle and 
placing it in front of him/her. Each player follows suit in turn 
the table until no piece is left (Exeption: If only two players 
play, they both take 20 pieces). These pieces must be arranged 
in exactly the order that they were chosen - it’s best the players 
build their chains off to the right, away from the fi rst piece. 
The remaining pieces aren’t needed any more and go back in 
their sack.

Play: The youngest begins again. He can take the fi rst piece 
from the beginning of his own or any of the other chains and 
use it to build on his foundation. The other players do the 
same in turn. Each player therefore has as many pieces to 
choose from as there are chains.

If a chain is completely used up in building, then pieces can 
only be taken from the remaining chains. If a tower falls, that 
player is out of the game and can only give advice. The pieces 
of his tower are taken out of the game, but those remaining in 
his chain are still available to the other players.

Game end: The winner is the player whose tower stands the 
longest. If all of the pieces get used and more than one tower 
is standing, the player with the highest tower wins.

TIP:We recommend playing several rounds. The overall win-
ner must win at least two rounds. The fi rst person excluded 
from round 1 begins round 2, and the fi rst loser from round 2 
begins round 3 etc..

TOWER OF BABEL 
(Ages 8 and up, 2-6 players

Game duration 20-30 minutes)

Aim of the game: All players work together on the tower. The 
youngest begins by laying a single piece which will be the 
foundation. The next player chooses a piece and sets it on the 
foundation. Each of the others do the same in turn until the 
tower eventually falls down. The player who placed the piece 
before the one who caused the tower to fall gets one diamond, 
and a new tower is begun.

Tower of Babel is played in several rounds. The winner is the 
fi rst one to get fi ve diamonds.

Variation: The pieces are not spread out on the table but are 
drawn „blind“ from their sack.

© 1987, Zoch Verlags-GmbH     © 2007, Zoch GmbH

bausack_anleitung.indd   8bausack_anleitung.indd   8 19.02.2008   12:48:18 Uhr19.02.2008   12:48:18 Uhr


