DELUXE EDITICN

PARCHEES

For 2 fo 4 Playees

CONTENTS:

* gameboand :

* 16 pawns [4 sets of 4 colozs)
* & ddice

+ 4 dice cups

ORIECT: Be first 1o pove all four
al your pawng from your START
cirele w HIME.

SETUP

Take four pawns of the same
colur. Find the blue rath space
with the eirele that matclhos Fur
colog pawns. This is your EMTER
space, Place your pawns in the
START eircle to des right, All
players do the same. Players should
be sitting 5o that their START
cireles are to their right, See the
Green Players START circle in the
gamchoard diagram at righs.

HOW TO PLAY

Al players moll vwo dice Juze your .

dice cup if you wish). Highost
woller stares. Play then continues (o
the Lelt,

ENTERING YOUR FAWHS

Each pawn must be entered belore
it ean mave around the gameboard
path. On cach of pour wins, by

o enler your pawns by rolling
FIVES, as cxplained below, To enlber
each pawn, place it on your
EMTER space.

*Fawns are enered only on die
1olls el FIVE—a 5
dice; or any combination toralling
Sl o 3T

* When possible, you suseenter a
pawn. However, if you can't use a
FIVE o ener, try to use it lor
movement, See MOVING YOUR
EMTEREL PAWNS, below.

MOVING YOUR ERTERED PAWHS
Bove your entered pavns
counterclpckwise along the path
the muimber of spaces you mll on
the dice |see the arrow on the
gamehoard diagram|. Move your
pawns by the rules below.

* You May move one of fwo pawns

5 on one or both

tay yourr furn, For {wnmp!c_, il vou
roll 4 and 3, you can meve one
pawein 4 + 3 spaces, or 3+ 4 spaces,
OF YOu Can Ve one pawn
sparccs, md another pawn 3 spaces
* You sest muove whenover possi
bl B you caetnot move by the
count of both dice, you may mose
one pawn by the count of either
o of the dice.

* Mo mnze than two of your pawns
Cai GCCupy any space,

DOUELETS

Aol of mawching dice is called
doullers. A rell of doublels en
titles you to another roll —and may
alser entitle you to s bonus move

+ [ you roll doublets before alb four
of your pawns are entered, take
your turn as wsual, then roll again.
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doublets after all four af yeur,
pawns arc entered, use the four
numbers on the wops and the
Loreouns of the dice for movement,
The total of this 4-parg o is
always 14, and can be taken by
one pawn of 2plit among ¢ W G
more pawns, |00 :
For example, if you rell two 6%,
use the vwo &' on the togs and the
twn U's'on the bottoms for your
dopart meve 1 vou decide to split
e imovie among three pawns, you
may decide 1 move one pawn &
spaces, 3 second pawn | space, and the
third pawn & spaces,
I wou can't take all 4 pares of
your move, dow's move your pawns -
at all. Whetlier you MOVE 0F not,
ol apain i
'I'IJI: third con-
secutive time you roll doublets,
doer't amove your pawns at all,
Instead, temove your pawn closest
tor HOME [even il its on vour Home
Tach) and cewuen it v your START
circle, where it must be re-cntered
larer. This ends :rt:-u. tuii, I_ e

CAPTURING .ﬂuN UPPGHIHF 5 F'Nl"l'ﬂ
When vou land en an opponent's
pawn by the count of any die, you
capture it. Return the captured

ELLE B

then 1 space,

Douiders Penalty:

pawn o ity START circle, where it
must be re-entered later. -

Pawns cannat be caprured on
sheir Home Path spaces, or on
mast Salety spaces [ser Balety
spazes, at right, for the exception),

1f you captuie o pawn slter move
ing by the countof one die, you
may continueg ;-t:_u: rmove with the
same pawn or with anothes ]-.x.awn.

Capruee Borus: Alver |.:;pl|.1|:i|1|{_
a pawn, move any ane of Your
pawns an additienal 20 spaces at
the end of your tarm. (i you cap-
ture duning a Doublets Bonus -
move, complete your Capture
Bonus belore rolling again |

1 o can't monse one pawn the full

sl A S ) | b

SAFETY SPACES

All blue spaces finclwding ENTER
spaces) are Salety spaces. Towo pawns
of dillerent colois can never share a
Safety space.

Pawens capns be capiused on Safery
spaces. Exceprion I an opponcnt’s
Pl OCCUPIEE Your EFRTER space
when you: enter a pawn, you
CAPLRE T

ELOCKADES

T pavns of the same color on
any path space form a blockade. A
blockade cannot be landed on,
passed or caprured by any pawn.

I a blockade occupies your
EMTER space, you cannot ener
n pawn,

Tow may be lorced 1o break up
your onwn blockade i you camt
e any of your other pawns

The vwo pawns ina blockade
cannot e mosed forward to form a
blockade wgether on a new space.

REACHING HOME

Tin reach HOME, move your pawns
up your Home Patly [the red p;lh
in front_ ol you] and inw the
HOME square. You may nob move-
VOIE Pawiis Gnto any opponent’s
Home Path spaces

Each pawn must enwer HOME by
exact die poll, counging the HOME
square a5 a space. For example, the
Green Player's pawn on space C in
the gameboand diagram is 3 spaces
away from HOME.

Home Sonus: Alter moving a
pawn HOME, move any o nf
your pawns an additional 10 spaces
at the end of your wrn. 1 you cam
mawe one pawn the full 10 spaces,
you forleae the bonus,

HOW TO WIN

The lirst player toomove all four
pawns HOME wins!
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