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EQUIPMENT

One unit with two playing surfaces: 40 orange pegs;
16 yellow markers; and one shield.

SET UP

1. Turn the unit over and install a 9-volt battery.

2. Place half the pegs (orange) and half the markers
(vellow) into each of the storage areas at the base of the
unit.

3. Slide the shield onto the top of the unit.

THE SYSTEM

P.EG.S. is not merely a single game. PEGS. is many
games that are all played on one basic system. Before
learning the games, let's take a look at the system—the
playing unit.

Look at FIGURE 1. You'll see a grid that's made up of six 123 456
rows and six columns. The rows are lettered A through F;
the columns are numbered 1 through 6. The point where AOOO|O OO

arow meets a column is called a location. On the grid BOO@IO OO

are 36 locations, divided into four equal squares. In

FIGURE 1the location B3 is darkened. COO0 0|000

DOOO|OOO

On the opposite side of this grid is a second grid EOOO|O 00

(FIGURE 2), allso divided into four equal squares. As you

cansee, this second grid is set up differently: the col- FOO Ol000O

umns’ numbers are reversed. The unit is designed this (1)

way in order to make game play easier and faster.

Tosee how easy it s, follow these three examples: 654 321
a) Place a peg (orange) in’rolBS onone grild. (Pushthe AOOO OXOXO)
long, narrow part of the peg into the location. Be sure B O ool Yo O
to push it in all the way.) Then place another peginto
B3 on the other grid. The second peg sounds an COOO|000
alarm. The alarm tells you that this location is already
occupied on the other grid. The alarm occurs DOOO|OOO
because the two “B3" locations are wired together. EQO Olo00O O
Look closely and you'll see that they lie directly oppo-
site each other. FOO Olo0 O
b) Now remove one of the pegs and placeitintoa (2)
location that's adjacent to B3. "Adjacent” means
“nextto.” FIGURE 3 shows all the locations that are 654 327
adjacent to B3. No alarm sounds. This tells you thatthe
location you've chosen is not occupied on the other AO O®|®® O
grid. BOO® @®0O
€) Remove the peg that you just placed, but leave the
other peg in place at B3. Now place a marker (yellow) COO®|®® O
into B3 on the empty grid. No alarm sounds, A marker DOO Ol100O O
never sounds an alarm. Look closely and you'll see EOO Ol000O
why. The markers (yellow) are shorter than the pegs
(orange) and therefore cannot reach the circuitatthe . F O O OI000
bottom of the location. (3)

Each player piays on one grid. During a game, a player
may not look at the opponent’s grid.



THE GAMES

In this booklet are complete rules for the following 15
games. Before trying to play a game, read its rules
thoroughly.

BeginnerlLevel Page
1. Free-For-All 5
2. Mad Dash 5
3. TicTac Two 6
4. Border Patrol 6
5. X-Rays 8
intermediate Level Page
1. Tank Blitz 9
2. Chain Gang 10
3. Leap Frog 11
4. Battle of the Blobs 12
5. Hideout 13
Advanced Level Page
1. Rapid Transit 15
2. Hostage 16
3. Space Attack 17
4. Football 18
5. Soccer 21

These are only some of the games that you can play
with PE.GS. For a greater challenge and even more fun,
invent games of your own. Experiment. Use your imagi-
nation. Try new setups, different themes, unusual strate-
gies. As you play, you'll discover that P.EG.S. is almost
limitless in its variety.

IMPORTANT

1. The grids’ locations are designed to hold
only the pegs and markers that come with
the game. Therefore, do not try to fit pencils,
pens or other foreign objects into the foca-
tions. Although you could notharm yourself
by doing so, you could do permanent dam-
age to the playing unit.

2. Whenplacingapegora marker onto
your grid, you may want fo hold the unit
steady with your other hand. If so, hold onto
the storage area and not onto the shield.

3. When inserting a peg, be sure fo pushitin
all the way. Ifit's not fully inserted. apeg will
tail to make the proper connection and will
adversely affect the play of the game.
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BEGINNER LEVEL
OBJECT 4. FREE-FOR-ALL

To end up with more pegs on the grid than your oppo-
nent. To win this game, you must sound fewer alarms
than your opponent does.

PLAYING
1. Take turns adding pegs. Remember: The pegs are
orange.
a) On each furn you may add only one peg.
b) You may place apeg into any empty locationon
your grid.
2.q) If a pegthatyou add does not sound an alarm,
leave itin.
b) If a peg that you add does sound analarm,
remove it from your grid at once.
Whether or not your peg sounds an alarm, yoururn
ends.
3. Continue to play until the two of you sound four alarms
in a row —that is, two alarms for each of you.

EXAMPLE: Let's say that three turns in a row sound
alarms —that is, two alarms forone player and one for
the other. If the fourth turn does not sound an alarm, start
counting again from 1.

WINNING

After four alarms in a row ends the game, count the
pegs on your own grid. The player who has placed more
pegs is the winner.

In this game you do not add pegs; you move them from .
the left-hand side of your grid to the right. Each time you 2 MAD DASH

move a peg you fry notto sound an alarm.

OBJECT
To be the first fo move all five of your pegs into the lower
right-hand square.

SET UP
Each player places five pegs. in any pattern, info the
lower left-hand square.

| PLAYING

1. Take turns moving pegs info the lower right-hand
square. Oneach furn you may move only one peg.

a) if a peg that you move does not sound an alarm,
leave itin.

b) if a peg that you move does sound an alarm, retumn
it at once to its previous iocation.

2. You may not move a peg into either of the two upper
squares.

3, Four alarms in a row does not stop the game.
WINNING

The winner is the first to move all five pegs into the lower
right-hand square.
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OBJECT 3.TICTACTWO

To be the first to form a straight, 3-peg linein each of
your two bottfom squares. in this game, too, you try not to
sound alarms. ’

PLAYING 123 456
1. Take turns adding one peg at a time info either of your AOO 0|0 00O
two bottom squares. BOO OO OO
lo] ifa g_eg that you add does not sound an alarm, COOO0O|000
eaveitin.
b) If a peg that you add does sound an alarm, DOO@O o) J
remove it from your grid at once. NeX Jollolel J
2. Your two lines may be horizontal, vertical or diagonal F@OOIO o)X
and may run in different directions. (Figure 1) m CORRECT
3. Each of your lines must be in its own square. Aline may
not cross over the center strip between the two bottom 654 3 2 1
squares. (Figure 2.)
4. You do not have to complete one line before starting AOCQO 0O O
the other. BOOO Q00O
5. The game ends if four alarms in arow are sounded CO00|I000
t\)li:‘:lr; :er:l’gr player has finished. DOOO FYeX |
E
The winner is the first fo form asstraight, 3-peg linein F 8 C.) C.) 8 8 :

each of the two bottom squares.
(2) INCORRECT

In case four alarms in a row stops the game:
a) if each player has formed one line, the winner is the
one who has placed more pegs.
b) If only one player has formed a line, that player
wins.
c) If neither player has formed a line, there is no
winner. Start a new game.

OBJECT 4. BORDER PATROL

To be the first to score 16 points.

Only the border locations are used inthis game. The
border locations are the 20 outside locations on each
grid. (Figures 1and 2.)

SETUP
1. Take turns placing a peg into any of the border
locations until each of you has placed 7 pegs. These 7
pegs are the only ones that each player uses in this
game.
a) If a peg that you place does not sound an alarm,
leaveitin.
b) If a peg that you place does sound an alarm,
remove it at once and place it into any other empty
border location. If necessary, continue fo move that
peg until it does not sound an alarm.

2. To keep score in this game you'll need a pencitanda
piece of paper.

6
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PLAYING BORDER LOCATIONS
In the previous games an alarm always signalled apen-

alty. Inthis game an alarm might earnyoud point or lose 123 456
you a point. Whether an alarm is good or bad often

depends on your strategy. AD®®|®® ®

1. Onyourturn move apeg 2 or 3locations in a clock B®O O 0O ®
wise direction. ' C®0O0|00®
a) fyou move 2 or 3 locations, do not peg into empty D®OO O0O®
locations that you skip. E®O O OO0 ®
EXAMPLE: Look at FIGURE 3.The peg at Adisone of FO®® ®®®

the pegs that you could move. You could move this
pegto AS, AborBé6. If you decided to move fo B6, you M
would not peg info A5 o A6 along the way.

b) You may jump over 1 or 2 of your own pegs. Each
peg thatyou jump counts as alocation.

EXAMPLE: Look at FIGURE 3. On your turn you could
jump from C6 to E6 or from D11o Al You could not,
however, jump from E1t0 Al

2 ENDING YOUR TURN. if a peg that you move doesnot
sound an alarm, leave it in and end your turn. You do not
score.

3. SCORING. f a peg that you move does sound an
alarm, move it again —1,2 or3locationsina clockwise
direction. Eachtime you sound an alarm, move the
same peg again. When you fail o sound an alarm, your
turn ends. Youscore 1 point for each alorm that you
sounded during your turn.

4. PENALTY. If a peg that you move sounds an alarm, but
the next three locations aré filled with your own pegs. do
not move in the regular manner. Instead, move thatpeg
o any empty border location and continue fo move
that peg until you fail to sound an alarm. Subtract one
point from your score for each alarm that you sounded
during this entire turn. At no time may your score fall
below zero.

EXAMPLE: Look at FIGURE 4. Let'ssay that you move from
F3to F2, sounding an alarm. You must then jump from F2
1o E1. At E1you sound another alarm. But the next three
|ocations are filled with yourown pegs. So you decideto
move fo F5. At FSyou sound another alarm and, in
search of a safe location, decide to move fo A3. At A3
you do not sound an alarm and thus end your turn. Dur-
ing this turn you sounded a total of 3 alarms. You there-
fore must subtract 3 points from the score you had when
you began this turn. As you can see, @ petter strategy
would have beento move, at the start of this turn, from
B1, Ad or C6.

WINNING

The first player to score 16 pointsisthe winner.

R



inthis game youTe a detective looking for a stolen neck- -

lace. On the necklace aré five large diamonds. After 5. X RAYS
much searching, you've finally fraced the necklacetoa

warehouse. inthe warehouse is alarge wooden crate.

You openthe crate onlyto find that it's filled with coffee

beans. To look through the crate by hand would take too EXAMPLES:
much time. You therefore use x-rays to help you locate
the neckiace.

OBJECT

Tobe thefirstto find the stolen necklace by placing 5
markers on your grid. Each marker represents an x-ray
picture ofa diamond. Toplace d marker, you must
sound an alarm.

SETUP
Each of you creates a necklace of 5 pegs on the left-
hand side of your grid. Eachpeg represents a diamond;
eachempty location representsa coffee bean.
a) Your neckiace may be any shape:; but eachof the
diamonds mustbe adjacenttoat least one other
diamond.
b) Youmay hide your necklace either in one square or
inboth. (Seethe Examples.)

PLAYING
During the game you may not move any ofthe dia-
monds in your necklace.

1 Take turns placing pegs (from the storage area)into
the right-hcnd squares. On each turn you may place
only one peg. Each peg represents an x-ray picture that
you're taking.
a)lfapeg that you place does notsound an alarm,
leave itin. By doing this, you won't waste time by tak-
ing another x-ray picture of the same location.
b)lfapeg that you place does sound an alarm,
replace it atonce witha marker. The marker repre-
sents a diamond that you've found. Remember: The
pegs are orange and the markers are yellow.

2. Continue to play until one of you has placed b
markers.

INCORRECT:
WINNING NOT ADJACENT

The winneristhe first fo place 5 markers, thus findingthe
stolen necklace.



INTERMEDIATE LEVEL

OBJECT

To occupy your opponent’s two command head-
quarters af the same time. This Is @ war game that’s
played with mines and tanks. In order fo win, you'llhave
to move two of your tfanks safely through your opponent’s
hidden minefield. With luck and strategy you can avoid
landing on mines and being hit by enemy tanks.

SETUP

" a)Each player creates 4 mines. To create amine,
place a marker onto a peg. Remember: The markers
are yellow and the pegs are orange.
b) Player1. Place 2 mines anywhere inrow B and 2
anywhere inrow C. Then place 6 tanks (pegs) inrow A
and 4 in the remaining locations in row B. Your com-
mand headquarters are at A3 and Ad.
c) Player 2. Place 2 mines anywhere inrow D and 2
anywhere inrow E. Then place 6 tanks inrow Fand4
in the remaining locations inrow E. Your command
headquarters are at F3 andF4.

PLAYING

At no time during the game may either of you move
amine.

1. Take turns moving a tank.
a) To move atank, placeltintoan adjacentlocation
that's empty.
b) You may move a tank in any direction.

EXAMPLE: Look at Figure 1. If you wanted to move the
tank (e) at B3, you could move it only to A2 or C2.
These are the only adjacent locations that are empty.
Each of the other adjacent locations is occupied
either by atank oramine (X).

2. if a tank that you move does not sound an alarm, you
may either:

a) stop your turn; or
b) move the same tank again. You may move itonly

in the same direction and only into the adjacent
location, if it's empty.

in this manner you may continue to move the same
tank until: you choose to stop; you sound an alarm; or
youreachthe edge of the grid.

EXAMPLE: Look at FIGURE 2. The tank that started from
B3 moved first to C2 and then, on the same turn, to D1.
Because D1is at the edge of the grid, this player’s turn
now ends.

3. If a tank that you move does sound an alarm,
announce its location. Your opponent then fells you
whether your fank landed on a mine or hit one of his or
her tanks.

1. TANK BLITZ
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a) If yourtank landed ona mine, your tank is de-
stroyed. You must remove it from your grid atonce.
Then replace the destroyed tank with a marker. Why?
So you won't hit it again. As you know, a mine can‘tbe
moved. The marker, therefore, will help you to remem-
berthe mine's location.

b) If your tank hits an enemy tank, the enemy tank is

destroyed. Your opponent must remove it at once, but
does not replace it with a marker.

Your opponent now knows the exact location of your
tank. Therefore, fo keep it from being attacked, you
may hide its location before your opponent moves.
You may hide your tank’s location in one of two ways.
If you wish, you may move it back to its previous loca-
tion. Otherwise, you may simply lift it off the grid and
then return it to its current location. Your opponent has
no way of knowing which of the fwo locations you're
choosing. in this way you cankeep your tank’s loca-
tion asecret.

4. You must announce when you have only one tank left
on your grid.

WINNING

The winner is the first to occupy the opponent’s two com-
mand headquarters af the same fime.

If both of you are reduced to only one tank, the skirmish
ends inadraw.

In the old days, small groups of prisoners were chained 2. CH AIN GANG
together for difficult outdoor work. Sometimes they

escaped. Because of the chains, however, they couldnt
travel very fast and were usuaily captured quickly by
troopers.

OBJECT

In this game one player plays a chain gang that’s frying
to escape from troopers. Sooner or later the chain gang
is captured. The two players then change sides. The one
fo capture the other’s chain gang with the fewer
troopers is the winner.

SET UP

Player1 places pegs into any 3 of the 4 central locations
(C3.C4, D3 and D4). These three pegs are the chain
gang and must remain connected —in any pattem—
at alltimes.

PLAYING

1. Player 2 places a peg into one of the four central
locations. This peg is a trooper.
a) If the trooper sounds an alarm, Player 2 leavesitin
and announces its location. Player1 must then move
the prisoner under attack to an adjacent location
thatis “safe”— that does not sound an alarm.

10
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b) If the trooper does not sound an alarm, Playeri
moves any prisoner fo an adjacent location thatis
“safe.” ’

if Player 4 sounds an alarm when moving d prisoner, he
or she must continue fo move that prisoner until a “safe”
adjacent location is found. Remember: The chain
gang must remain connected af all times.

2.a)Player2 adds troopers, one at atime, trying each
time to sound an alarm. Each additional froopef
must be adjacentto any one that's already on the
grid. Oncea trooper is onthe grid, itis not moved of
removed.

b)Eachtime that Player 2 adds a trooper, Player1

must move a prisoner to an adjacent location that is
“safe.”

3. The game ends when:
a)Player1 cannot move a prisoner without sounding
an alarm; or
b) Player1isno longer able tokeep the chain gang
connected.

SCORING

Player 2's score is the number of troopers that he orshe
needed fo capture the chain gang.

The two players then change sides.

WINNING

The player to capture the opponent’s chain gang with
the fewer troopersis the winner.

OBJECT 3.LEAP FROG

To be the first o get 5 pegs into your farget square. In this
game you may move a peg of jump with it. Either way,
youiry nofto sound an alarm.

SETUP
a)Playeri. Place 6pegsintothe lower left-hand
square as shown in FIGURE 1. Your target square isthe
upper right.
b) Player 2. Place 6 pegs into the upper left-hand
square as shown in FIGURE 2. Your targetsquare isthe
lower right.

PLAYING
On a single furn you may change apeg’s locationin
one of these two ways:

1. You may move apeg into any adjacent location
a)lifthe peg that you move does not sound an alarm,
leave itinand end yourturn.

b) If the peg that you move does sound an alarm, first

replace it witha marker; then move the peg backto
its previous location and end your turn.

11

— eSS




2. Y?u mag/iqmp ovgronfe adjacent peg or one adja- 654 321
cent marker in any direcfion. : A 00 000

a) In this way you may jump any number oftimesona x
single turn. B@® \O 000
b) On a multiple jump you may change directions. cCeO Q Q0O
c) On amultiple jump you must peg into each empty N
location along the way. If your peg sounds an alarm, DOOO QO O
first replace it with a marker; then move it back fo its EQOOO|0CO0O
previous location and end your turn. FOOOIO 00O
EXAMPLE: Look at FIGURE 3.0n one turn you could jump (2) PLAYER 2
the peg at F1over the peg at E2 and then—if no alarm
sounded at D3 —over the marker at C3. At B3, however,
your turn would end. You could not now jump this peg fo 123 456
B6. You may jump a peg only over one adjacent peg of AOOO|IO ®O
one adjacent marker at atime.

BOOP O®O
¥r\1’|r\fl'hlth|G to get 5 pegs info his or her target s COOPIO0Q

e first player to get 5 pegs info his or her farget square
isthe winner. D@O b Q00O

| EO0d0|000

If, because of markers, neither player can move 5 pegs F '/ 00|00 O
info the target square, the game ends. if this happens,
the winner is the player with more pegs in his or her (3)
target square.
9BtJECT d t each create a 7-peg blob 4. BATTLE OF

irst you and your opponent each create a /-peg .
Then, by expanding your own blob and sounding THE BLOBS
alarms, you try fo wipe out your opponent’s blob.
SETUP
Each of you creates a 7-peg blob. To do this, one of you
places 7 pegs anywhere in the upper two squares. Your
opponent places 7 pegs anywhere in the lower two
squares. Each of your 7 pegs must be adjacentfo at
least one other peg in your own blob. EXAMPLES:

123 456 654 321 123 456
A@OO|I0OOO AOOOIOOO AOQOOO|0O®
BO®OIOO® BOOO|OOO BO®O 0@
o JoX JK JOJ@ COO0|l000 Co00@ 000
DOOO|OOO bX X Jeljolele DOOO|OOO
EQOOQ|IOOO X X X J{0)O)e) EQOO|IOOO
FOOOIOOO FeOe® o000 FOOOIOOO
m CORRECT @) CORRECT (3) NgTC:IA%I?Jr;\EgN T

12




PLAYING

1. Take turns adding one peg at atime. Each peg that
you add must be adjacent to at least one peg that
you've dlready placed.

2. a) If a peg that you add does not sound an alarm,
leave itin.
b) If a peg that you add does sound an alarm, leave
it in and announce its location. Your opponent must
then remove both the corresponding peg and ali
pegs that are adjacent fo it.

EXAMPLE: FIGURE 4 shows your opponent’s grid. You've
just sounded an alarm at B3. Your opponent must

now remove the peg at B3 and those at A2, A3, A4, B2
and C3.

c) If a player's blob is separated into two or more
parts, any part with only one peg must be removed
from the grid.

EXAMPLE: In FIGURE 4, your opponent must also remove
the single peg that's left at BS.

3. At any time you may ask your opponent how many
pegs are left in his or her blob.

WINNING
You win as soon as you've wiped out your opponent’s
blob.

L JOXONIOX X
cCeeCcee~
COe/00® v

ETmO O w>»

—

OBJECT
To be the first to find the opponent’s hidden shapes.

You and your opponent each hide two shapes. You then
try to find each other’s shapes by adding pegs and
sounding alarms. Each alarm you sound allows you to
place a marker. Your markers will tell you exactly where
your opponent’s shapes are hidden.

SET UP
Each player hides two shapes on the left-hand side of
the grid.
Q) Each of your shapes must have 3 pegs.
b) Your shapes may be 2 lines, 2 triangles or aline and
atriangle.
¢) You may hide your shapes in either one of the
squares orin both.
d) Your shapes may be adjacent but may not share
any pegs.

5. HIDEOUT



EXAMPLES:

654 321 123 456 654 321
A@OOI0O00 AOQOO|00O A%OOOO
BO 00O B&C.)O 000 B olo0 0o
cO 000 C OlooOo COoO00|000
p€0O|lO0OO0 DOOROOO DO Ol00O0
E0OO0O|0OO0O EO 000 EOEO 000
FOOOl0OOO FOOOIOOO FO olo oo,
) CORRECT ) CORRECT (3) CORRECT

654 321 123 456 654 321
A@O® 000 AOOO|0O0O AQ 0|000
BOMO|OOO Bwooo B olo00
cedoel o000 C 000 CO@0|000
DOOO|OOO DOOOI0OO DO®O|0OOO
EO00l000 EOOOI00O0  EOOO 000
FO0O0l000 FOOOI0OO  FOOO 000
(4) INCORRECT 5 INCORRECT 6) INCORRECT

FIGURES 4, 5and 6 are incorrect because of shared
pegs: their shapes have a total of only 5 pegs. not 6.

PLAYING
During the game youmay not move any ofthe pegs
in your hidden shapes.

1. Take turns adding pegs into the right-hand squares.
On each turn youmay add only one peg.
q) if a peg thatyou add does not sound an alarm,
leaveitin.
b) If apeg thatyou add does sound an alarm,
replace it with a marker.

2. Continue to play untilone of you has found the other’s
hidden shapes.

WINNING
The winner is the first fo find the opponent’s hidden

shapes.

You do not have to place 6 markers in order fo win.
Sometimes, after placing only 4 or 5 markers, you might
be able fo guess the remaining hidden locations. If you
want to guess, first announce that you wish to do so. Then
call out the location(s) where you think the rest of your
opponent’s pegs are hidden. If you guess correctly, you
win. if you guess incorrectly, you lose.

14
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ADVANCED LEVEL 1. RAPID TRANSIT
OBJECT

To be the first to transfer all of your pegs from one end
,, of your grid to the other. On your turn you may move a
'; peg orjump with it. The more alarms you sound, the
faster you'll be able to transfer your pegs to the opposite
end of your grid.

SET UP ®

a) Player1. Piace 6 pegs info row A and 6 into row B.
You must transfer your pegs to rows E and F

: . b) Player 2. Place 6 pegs info row E and é into row F
. You must transfer your pegs to rows A and B.

PLAYING

1. On your turn you may either:

a) move a peg to any adjacent location that's
empty; or

b) jump a peg over one other peg that's in an adja-
centlocation.

In FIGURE 1the peg at F3 could move to E2 or F4, Or it 123 456

could jump to D3. It could not, however, jumptoCé:a

peg can only jump over one other peg at a time, ’;‘ O 8 8 8 8 8

2. If your peg does not sound an alarm, leave itin and O

end your turn. CoQCe | XOXO@)

3. If your peg does sound an alarm, do EITHER of the DO@OI0O@O

following: N YoX I Yole
a) Take ancther turn with the same peg. You may Feee 00e
either move or jump with this peg and may continue

—
—_
—

to move and/or jump with it until it fails to sound an
alarm.

EXAMPLE: Look at FIGURE 1. If you sound an alarm after
jumping from F3 to D3, you may continue either by mov-
ing to C2 or D4; or by jumping o B3, BS or D1, If your
move or jJumip sounds an alarm, you may then continue
moving and/or jumping the same peg until it fails fo
sound an alarm.
b) Or announce the location and ask your oppo-
nentto use the corresponding peg for his or her next
furn. This choice (b) is not allowed for an alarm that
\ you sound in either of your starting rows.

WINNING

The winner is the first to transfer all 12 pegs from one end
. ofthe gridto the other.

15



You're an army general. To gain secret information, you
raid the enemy camp and take a hostage. Before you
can question the hostage, however, the enemy generall
raids your own camp and takes a hostage. Both you and
the enemy general want to keep your battle plans a
secret. Therefore, you each decide to rescue your soldier
who was taken as a hostage. To do this, you each send
out arescue team that’s made up of three soldiers. To
these teams you each add reinforcements.

OBJECT

To be the first to rescue the soldier that your opponent is
holding as a hostage.

SET UP

1. Each player places a marker onto a peg, thus creat-
ing a hostage.

2.a) One player places the hostage and 3 soldiers
(pegs) into one or both of the two upper squares. The
hostage must be adjacent to at least one soldier; and
each soldier must be adjacent to at least one other
soldier.

b) Inthe same way the other player places the hos-
tage and 3 soldiers into one or both of the two lower
squares. (Examples1,2and 3.)

PLAYING

Your soldiers must form an unbroken path to your oppo-
nent’s hostage:; in this way you can rescue it.

1. Take turns adding one soldier at a time. Each soldier
that you add must be adjacentto at least one aother
soldier on your grid.

EXAMPLE: In FIGURES 4 and 5 the “X" is your hostage; the
0" is your most recently added soldier. The patternin
FIGURE 5 is incorrect for this reason: your most recently
added soldier is not adjacent o another soldier; it is
adjacent only to your hostage.

2. If a soldier that you add does not sound an alarm,
leave it in and end your turn.

3. If asoldier that you add does sound an alarm,
announce its location. Your opponent then tells you the
reason for the alarm,

Q) If the alarm is being caused by your opponent's
hostage, you've rescued it and have won the game,

b] If the alarm is being caused by one of your oppo-
nent’s soldiers, your opponent must move that soidier
to the hostage’s location and move the hostage to a
“safe” location —one that does not sound an alarm.
Your opponent must move the hostage to a location
that’s adjacent to one of his or her soldiers. At all times
a player's hostage must be adjacentto atleast one
of his or her soldiers.

If your opponent sounds an alarm when moving the
hostage, you win the game.
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2. HOSTAGE

EXAMPLE:
“X"is a hostage:
@ is asoldier.
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If your opponent does not sound an alarm when mov- 123 4 56

ing the hostdge, it immediately becomes his or her

turn to add a soldier. AOO 0|00 O
4. If your rescue team becomes separated, you must BOO ® OO0 O
immediately remove the group that does not contain C OO ® O 0JO)
the hostage.

o DOee®lCeO
WINNING EOO® @00
The winner is the first fo rescue the soldier that the oppo- F O@O " YoXe

) nent is holding as a hostage. (5] INCORRECT

Imagine —way off in the future —a war that's fought by 3. SPACE ATTACK

unmanned spaceships. To fight, each ship depends on
alimited supply of energy. When a ship captures an
enemy ship, the attacker drains the victim of its energy,
wiping out the victim and using the energy for further
movement. On the other hand, ifa ship moves without
capturing an enemy ship, it is drained of its own energy

A
B
and is wiped out. C
D
E
F

OBJECT

To wipe out your opponent’s entire fleet of spaceships.

SET UP

Each player places 18 pegs exactly as shown in (m PLAYER 1
FIGURES 1and 2.

PLAYING
1. Onyourturn move a ship fo an adjacent location
that's empty.

1
A O
B o
a) You may move a ship horizontally or vertically, but C O
D
E

L JOX NN

3
O
o
O
not diagonally,

b) You may not fly over (ilump) one ship with another, L AN JOX )

2. if aship that you move does not sound an alarm, it L 8L J o)X 2¢

has used up all its energy and is wiped out. Therefore, F O XO) L JOX |
remove it at once from your grid. (2) PLAYER 2

3. If aship that you move does sound analarm, an-
nounce its location. Your opponent removes the cap-
tured ship. Since your ship has replenished its energy, you
may, if you wish, move it again and may continue to

, Mmove the same ship as long as each move sounds an

. alarm. If a move does not sound an alarm, remove the
ship and stop your turn.

; 4. At any time you may ask your opponent how many
ships are on his or her grid.

WINNING

You win as soon as your opponent has no spaceships
left.

17
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OBJECT 4. FOOTBALL

To be the first o score 21 points.

The player with the ball has 4 turns of 2 playseachin
which to move the ball forward. On your turn you may
run, pass of, under certain conditions, punt orfry fora
field goal. If you are tackled or intercepted on the first
part of your furn, your turn ends. After each of your turns,
your opponent thenhas a 2-play turn in which to move
men or cause a fumble. Points are scored asin regular
footbaill.

SETUP

1. a) Player1. Piace 6 pegs inrow B and 5 pegs any-
where in row A. Your goal line is row A; your goal post
isat A3 and Ad.
b) Player 2. Place 6 pegs in row Eand 5 pegs any-
where in row F. Your goal line is row F; your goal post is
atF3andF4.

2. Toss a coin to see which player has the ball at the start
of the game.

3 To indicate the ball carrier, the winner of the coin toss
places a marker (yellow) onto any man in his or her
backfield (either row A or row F).

4. The player with the ball plays first.

5. To keep track of the number of moves made by each
player, you'llneeda pencil and a plece of paper.

PLAYING

Before playing, be sureto read these rules through at
least once. The rules aren‘t difficult, but there’s alotto
remember.

A. Running

1. On your turn you may, if you wish, make two runs.
a) The runner need not be the ball carrier.
b) A man may run in any direction, but only to an
adjacent iocation that’s empty.
c) If you choose to run twice on your turn, the two
runs may be made either by the same man or by
two different men.
d) If the same man runs twice, he need notruninthe
same direction both times.
e) The ball carrier runs in the same way as any other
man.

2. a) This rule applies if your runner isnotthe ball
carrier.
If your runner sounds an alarm, announce his loca-
tion. Your opponent then tells you whether your run-
ner hit the ball carrier.

PENALTY. If your runner has not hit the ball carrier,
your opponent removes the man who caused the
penalty and, for the time being, leaves him out of
play.

18



FUMBLE. If your runner sounds an alarm and has hit
the ball carrier, your runner takes the ball. Your
opponent does not remove the fumbler from piay.
Depending on whether the fumble occurred on the
first or second play of your turn, you either end your
turn or make your second play.*

b) This rule applies if your runner is the ball carrier.
TACKLE. If your runner sounds an alarm, announce
his location, remove him from play and give the
bail o your opponent. Your opponent places the
ball onto the tackler and immediately starts his or
herturn.*

B. PASSING
As one play of your turn you may, if you wish, choose
to pass. You may pass on either the first or second
play of your turn, but not on both. To pass:

1. The passer must be in a straight line —horizontally,
vertically or diagonally — with the recsiver;

2.the passer and receiver must be separated by at
least one empty location; and

3. dll locations in the line between them must be
empty.

In FIGURE 1the man at D2 has the ball and can pass
to the man at A5, B2 or F4. Notice that the men at D3
and Dé cannot be receivers.

4.In passing, use a spare peg 1o plug into each loca-
tion along the line of the pass.

5. INTERCEPTION. If you sound an alarm with the spare
peg. announce the location and hand the ball to
your opponent. Your opponent places the ball onto
the man who made the interception and immedi-
ately starts his or her turn.*

REMEMBER: You may not pass twice on the same turn.

C. FOURTH DOWN
Within 4 turns (8 plays) after gaining possession of the
bali, you must move the ball at least one row closer to
your opponent’s goal line. If you don*t, you must give
up possession of the ball.

1. Atthe end of a turn in which you advance the ball,
announce the row —but not the column —that the
ball has reached. Also tell your opponent whether
you reached that row by running or by passing. You
then have 4 more turns (8 plays) in which to advance
the ball another row.

2. Punting. On the second play of your fourth turn you
may punt instead of trying to advance the ball. To
punt, first announce that you intend to do so. Then
hand the ball to your opponent. Your opponent
places the ball onto the man (or choice of men) who

*See page 21

123 456
AOOO[OCl® O
BO@®O|GOO
CO0Ow|@00
DO¥® OO®
X JololfeX Yo
FOO®®@OO
M

19



- —-“
is farthest from your goal line. Your opponent then tells
you the row in which that man is located.*

3.If after4turns (8 plays) you have not advanced the
ball, do not announce the ball’s row, Simply hand the
ball to your opponent, who then places it onto any man
on his or herteam.*

D. FIELD GOAL

You may try for a field goal either as the second play

of your turn or as your entire turn,

1. You may try for afield goal only if:
a)the man with the ballisin a straight line —verti-
cally or diagonally — with either of the locations of
your opponent’s goal post;
b) there are at least two empty locations (one of
which may be the goal post) along that line; and
c) all of the locations along that line are empty.

2. You may not try for a field goal from your own goal
line.

3. Intrying for afield goal, place a spare peg info
each location along the line of the kick.
Q) BLOCKING THE FIELD GOAL. If you sound an
alarm, announce the location and hand the ball to
your opponent. Your opponent places the ball onto
the man who blocked the field goal and immedi-
ately starts his or her turn.*
b) If you reach your opponent’s godal line without
sounding an alarm, you score 3 points,

4. If you score, both you and your opponent set up
yourteams as you did at the start of the game. The
ball goes to your opponent.

E. TOUCHDOWN
When you reach your opponent's goal line without
sounding an alarm, you score 6 points for a
touchdown.

F. POINT AFTER TOUCHDOWN
To score the point after, you must reach one location
of your opponent’s goal post. To set up for the point
after, first clear both grids completely.

1. Your opponent then places two men anywhere in
the row that's next to his or her goalline (eitherrow B or
row E).

2. You place one man in row C or row D, whichever is
closer o your opponent’s goal.

3. Move your manin a straight line —vertically or
diagonally —to either of your opponent’s goai posts.
Peg into each location along the way. If your man
does not sound an alarm, you score 1point.

*See page 21
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In FIGURE 2 the darkened locations show your
opponent’s two men. If your own man starts at C2, C3
or Cé, he will not score. If he starts at C1, C4 or C5, he
will score,

4. Whether or not you score, both you and your
opponent set up your teams as you did at the start of
the game. The ball goes to your opponent.

Each time possession of the ball changes
from one player fo the other, both you and
your opponent may return one man to play.

Toreturn a man fo play, place him into any
empty location on your own goal line. If
there are no empty locations on your goal
line, you may not return a manto play.

You may never have more than 11 men in
play atone time. :

WINNING

The winner is the first to score 21 points.

As an alternative formula, you may set a time
limit— 30 minutes, for example. When time is up. the
winner would be the player with the higher score.
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OBJECT

To be the first o score 3 goals.

On your turn you may move the goalkeeper, move a
man or kick the ball, if you have it. If you sound an alarm
when moving a man, it can only be helpful to you. When
kicking the ball, however, or trying for a goal, fry notto
sound an alarm.

SET UP

1. Each player takes four pegs, representing men.

2.To create the ball, place a marker onto one extra
peg.

3. One player defends a goal at locations A3 and Ad4:
the other player defends a goal at locations F3 and F4.

4.Toss a coin to see which player has the ball at the start
of the game.

a) If you do not have the ball, piace a man into one of
your goal locations. Then, leaving the other goal loca-
tion empty, place your other three men into the same
row.

b) If you do have the ball, place it into a location
that's adjacent to your goal and in the same row.
Then, leaving one goail location empty, fill the rest of
the row with your men.

FIGURES 1 and 2 show a typical set up; “X"isthe ball.
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PLAYING
Before playing, be sure to read through these rules at
leastonce.

1. The player with the ball plays first,

2. 0Onyour turn you may: a) move the goalkeeper:
b) move a man; or ¢) kick the ball, if you have it.

3. Moving the Goalkeeper. You may move the goal-
keeper only from one goal location to the other. Your
goalkeeper may notleave the goal; your other men
may not enter it, After moving the goalkeeper, you end
your turn,

4. Moving a Man. You may move a man in any direction
info an adjacent empty location that's outside of your
goal. If you have the ball, however, at ieast one of your
men, otherthan the goalkeeper, must always be
adjacentto the bail.
Q) If your man does not sound an alarm, you may
move the same man again, but only fo the adjacent
location in the same direction and only if that loca-
tion is empty. Then your turn ends: on asingle turn you
may move a man no more than two locations,
b) If your man does sound an alarm, announce the
location; your opponent then tells you what caused
the alarm:

If you've hit a man, your opponent removes that man
from play and you end your turn. Then, as his or her
turn, your opponent places that same man into any
empty comer location. (A1, Aé, F1or F6.) Ifin doing this
youropponent sounds an alarm, he or she must move
that man to any empty location that's adjacenttothe
one just tried.

If you've hitthe only man who is adjacentto the ball,

your opponent must tell you so, remove that man from

play and give you the ball. You then place the ball into

alocation that’s adjacent o any one of your men other

than the goalkeeper. After placing the ball, you end

yourturn. As explained above, your opponent’s turn then

consists of placing the removed man into any empty !
corner location.

Ifyou've hitthe ball, take it from your opponent and
place itinto any empty location that's adjacentto
the man who hit it. If in doing this you sound an alarm,
place the ball into another location that's adjacent to
that man. Your opponent then plays in the usual
manner.

5. Kicking the Ball. You may kick the ball into an adja-
centempty location in any direction. You may not, how-
ever, kick the ball into your own goal.
Q) If your kick does not sound an alarm, you may
move the ball again, but only to the adjacent loca-
tion in the same direction and only if that location is
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empty. If you do not sound an alarm, you may, inthe
same way, move the ball again. At this point your turn
ends: on a single turn you may kick the ball no more
than three locations.

Inits final position the ball must be in a location that's
adjacent to one of your men (exceptthe goal-
keeper) — unless, as explained in Rule 6 —you're trying
fo score a goal.

EXAMPLE: In FIGURE 3 the man (®) at E6 cankick the
ball (X)to E5, F5 or C3. Toreach C3, however, the ball
must be pegged into both E5 and D4,

b) If your kick does sound an alarm, announce the
location and give the ball to your opponent. Your
opponent places the ball into any location that's
adjacent to the player who stoppedthe ball. Ifin
doing this your opponent sounds an alarm, he or she
places the ball info another location that’s adjacent
to that man. Your opponent then plays in the usual
manner.

6.TRYING FOR A GOAL. You try for a goal by kicking the
ball (as in Rule 5a) toward one of your opponent’s goal
locations.

a)Ifthe ball enters the goal without sounding an
alarm, you score a goal.

b) if you sound an alarm before reaching the goal,
announce the alarm’s location and give the ball to
your opponent. Your opponent places the ball into
any location that's adjacent to the man who stopped
it. If in doing this your opponent sounds an alarm, he or
she places the ball into another location that’s adja-
centto that man. Your opponent then playsin the
usual manner,

c) If you sound an alarm in the goal, you do not score.
Your opponent’s goalkeeper kicksthe ball 1, 2 or 3
locations in astraight line to any empty location that's
adjacent to one of his teammates. The ball must be
pegged into each location along the line of the kick,
Ifthe goalkeeper's kick sounds an alarm, your oppo-
nent announces the alarm’s location and gives you
the ball. You then place the ball into any empty loca-
tion that's adjacent to the man who stopped it. If in
doing this you sound an alarm, place the ballinto
another location that's adjacent to that man. You
then play in the usual manner,
EXAMPLE: In FIGURE 4 the goalkeeper may kick the ball
to any of the locations that are marked with an X!
Notice that location A5 cannot be reached: you may
not move the ball through your own goal.
7. After a goal, set up both teams as you did at the start
ofthe game. The ball goes to the player who was just
scored against.

WINNING
The winner is the first to score 3 goals.

As an aiternative formula, set a 30-minute time limit. The (
winner would be the one to score more goals before the
time runs out.
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LIMITED WARRANTY PARKER BROTHERS P.EGSS.
BARKER BROTHERS, DIVISION OF SERERAL MILLS FLIN
SROUR, INC. [FARKER BROTHERS) heretsy warrants,
subjact to the conditions set forth below, that if the
carnpanents of this product prove defective because
of improper workmanship or material:
During the period of 180 deays fror the date of crigi-
nal purchase, PARKER BROTHERS will repair or
replace the product, without charge for parts o
lakor, or refund the purchase price, at Parker
Brothers apdion.
CONDITIONS:
1. Registration: The enclosed registration card
rust be mailed to PARKER BROTHERS [address: i
50 Dunham Rd., Beverly, MA 01915, Attenfion: Con-
surner Response Dept,) within 10 days affer the date
of orginal purchase af retall. f this registration card s
nat miciled, the retail sales receipt or other proof of
purchose must be provided for work to be doneg |
under the terms of this LIMITED WARRAMTY. 5
2. Proper Dalivery: The product must be shipped, |
prepdid, or delivered to PARKER BROTHERS (addrass:
190 Bridge Streat, Salem, MA 01970, Attention:
Swality Control Dept,) for servicing either in the crigi-
nal package ar in a similar package providing an
equal degree of profectian.
3. Unautharized Repain, Abuse, etc, The product must
reat hove been pravicusly allered, repainred or ser- |
viced by anvone olher than PARKER BROTHERS: the '
product must not have been suljecied fo an acal-
dent, misuse, abuse or have been ocperated cantrary
to the instructions contained in the accompanying
rmanudl.
EXCEPT TO THE EXTENT PROHIBITED BY APPLICABLE
LAW, ALL IMPLIED WARRANTIES MADE BY PARKER
BROTHERS IN COMNECTION WITH THE PRODUCT,
INCLUDING THE WARRANTY OF MERCHAMTABILITY,
ARE LIMITED IN DURATION TO A PERIOD OF 180 DAYS
FROM THE DATE OF ORIGINAL PURCHASE: AND NO
WARRANTIES, WHETHER EXPRESSED OR IMPLIED,
IMCLUDING THE WARRANTY OF MERCHANTABILITY,
SHALL APPLY TC THIS PRODUCT AFTER SAID PERICD.
SHOULD THIS PRODUCT PROVE DEFECTIVE IN WORK-
MAMNSHIP AND MATERIAL THE COMSUMER'S SCLE
REMEDY SHALL BE SUCH REPAIR, REPLACEMENT OR
REFUMD AS IS HEREIM ABCWE EXPRESSLY PROVIDED;
AND UNDER NO CIRCUMSTANCES SHALL PARKER
BROTHERS BE LIAELE FOR ANY LOSS OR DAMAGE,
DIRECT OR COMNSEQUENTIAL, ARISING CUT OF THE
LUSE OF OR INABILITY TO USE, THIS PRODUCT.
Sorme states do not allow limitations on how long an
implied warranty lasts, or the exclusions or limitations
afincidental or consequenticl damagss, so the
abaova limitations or exclusion may not apply o you,
This warranty gives you specific legal rights and you
micly alsc hove ofher ights which wary from stafte to
state.




