


ATTENTION !

WARNING !

ACHTUNG!

WAARSCHUWING !

ATTENZIONE !

VERTENCIA!

(EQ

Ne convient pas a un enfant de moins de 3 ans. Présence de petits éléments
susceptibles d'étre ingérés. Données et adresse a conserver.

Gigamic - B.P. 30 -F 62930 WIMEREUX - FRANCE.

Not suitable for children under 3 years, because small parts could be swallowed.
Keep this information and adress for future reference.

Gigamic - B.P. 30 -F 62930 WIMEREUX - FRANCE.

Nicht fir kinder unter 3 Jahren geeignet, da keine Teile verschluckt werden konnen.
Wir empfehlen ihnen, die Firmeninformationen aufzubewahren.

Gigamic - B.P. 30 -F 62930 WIMEREUX - FRANCE.

Niet geschikt voor kinderen beneden de 3 jaren. Bevat kleine onderdelen, die
ingeslikt kunnen worden. Informatie bewaren voor referentie.

Gigamic - B.P. 30 -F 62930 WIMEREUX - FRANCE.

Non adatto per bambini inferiori a 3 anni poiché i pezzi piccoli potrebbero essere
ingoiati. Conservare la confezione per riferimenti futuri.

Gigamic - B.P. 30 -F 62930 WIMEREUX - FRANCE.

No conviene para nifios menores de 3 afios por el riesgo de atragantarse con partes

pequefias. Guarde esta informacion para el futuro.
Gigamic - B.P. 30 -F 62930 WIMEREUX - FRANCE.
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Rules of the game
Reégles du jeu
“ Spielregeln
BT spciregels
B Regies deljuego
Regole del gioco
Regras do jogo
“ Spilleregler
B soilleregler
“ Spelregler
Pelisaannot
m Kavoveg tov Hayvidion
m Regulile jocului
BERA
AN
G 2
F—LOBUH
Hmay e
Oyunun kurallari
EEETERE npasvna vpn
BT Viangu reeglid
“ A jaték menete
Pravidla hry
“ Pravilaigre
Zaidimo taisyklés
Spéles noteikumi
“ Leikreglur
Zasady gry
BT ravidahy
“ Mpasuna urpe
EEETEEE rroviaigre
nwn mxa
LR JCEDEL
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PRESENTATION

- one board with 81 squares;

- two storage slots for the fences;
- 20 fences and 4 pawns.

PURPOSE OF THE GAME
To be the first to reach the line opposite to one’s base line (Fig.7).

RULES FOR TWO PLAYERS

When the game starts the fences are placed in their storage area (10 for each
player).

Each player places his pawn in the centre of his base line (fig.1).

A draw will determine who starts first.

GAME

Each player in turn, chooses to move his pawn or to put up one of his fences.
When he has run out of fences, the player must move his pawn.

Pawn moves

The pawns are moved one square at a time, horizontally or vertically, forwards
or backwards (fig.2).

The pawns must get around the fences (fig.3).

Positioning of the fences

The fences must be placed between 2 sets of 2 squares (fig.4).

The fences can be used to facilitate the player’s progress or to impede that of the
opponent, however, an acess to the goal line must always be left open (fig.5).
Face to face

When two pawns face each other on neighbouring squares which are not
separated by a fence, the player whose turn it is can jump the opponent’s pawn
(and place himself behind him), thus advancing an extra square (fig.6). If there
is a fence behind the said pawn, the player can place his pawn to the left or the
right of the other pawn (fig.8 and 9).

END OF GAME
The first player who reaches one of the 9 squares opposite his base line is the
winner (fig. 7).

TIME OF GAME
From 10 to 20 minutes.
In a tournament, it possible to allocate a set time to each player.

RULES FOR 4 PLAYERS

When the game starts, the 4 pawns are placed in the centre of each of the sides
of the board and each player is given 5 fences.

The rules are identical to those for two players, but it is forbidden to jump more
than one pawn (fig.10).
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