PATHFINDER

(For 2 Players)

FIGURE #1 — IDENTIFYING GAME PIECES
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Pathfinder is the amazing game of strategy and imagi-
nation. You hide a pawn on the home grid and secretly
construct a winding set of barricades around it. When
play begins, watch out for the dead ends and false trails
as you try to find a path to your opponent’s secret pawn
before he or she finds yours!

Pathfinder stores in its own carrying case . . . perfect for
travel!



PREPARING THE GAME:

1. Your Pathfinder game stores inside a carrying case
whose base has two orange HOME GRIDS and
whose cover doubles as a BARRIER SCREEN. Also
included are two TRACKING GRIDS, BARRIER
CHIPS in two colors, red TRAIL DISCS, tall pawns
and short pawns (see FIG. 1).

FIGURE #2 — INSERTING THE BARRIER SCREEN
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2. While resting the case, label up, on a playing sur-
face, remove the cover by pressing in the two
catches on either side of the handle.
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3. Lift out the two TRACKING GRIDS and give one
to each player.

4. Now, set up the BARRIER SCREEN by pushing the
handle of the cover down into the channel that
separates the two orange HOME GRIDS. (FIG. 2)

° SETTING UP FOR PLAY:

1. The first time you play, some of the small playing
pieces must be removed from the runners by twist-
ing them and then pulling.

2. Give each player 30 dark and 30 light BARRIER
CHIPS, 30 TRAIL DISCS, 2 tall pawns and 1 short
one.

3. Sit facing each other on opposite sides of the BAR-
RIER SCREEN so that neither one of you can see
the other’s HOME GRID.

4. Place your TRACKING GRID on one side in full view
of both of you.

5. Now, place the small pawn on any square on your

HOME GRID and build barricades around it by in-
. serting the dark BARRIER CHIPS lengthwise into
the slots. The barricades must be built so that at
least one route can be traced from a square in col-
umn one to the square on which the short pawn is
placed. You may use as few or as many of your dark
chips as you like.
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FIGURE #3
BUILDING
THE
BARRICADES

This is a sample grid having one path, indicated by
the dotted line, from square F-1 to the short pawn
on square E-5. An opponent would be able to enter
the barricades at any of squares F-1, E-1, D-1, B-1,
A-1, even though only square F-1 would allow you
to reach the pawn. The others are dead ends. Also,
the opponent could not enter at C-1 because of the
barrier chip placed in the slot to the left of it.

JBJECT: Be the first to find a path through your
pponent’s barricades to the square on which he has
\idden his short pawn.

)LAYING THE GAME:

1. Choose one of the players to go first.

NOTE: You will be using your TRACKING GRID and
light colored BARRIER CHIPS to reconstruct parts
of your opponent’s barricades as you try to find a
path to his hidden pawn.
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2. If you are the first player, select which square in
COLUMN 1 you think begins a path into your oppo-
nent's barricades. Ask if it can be entered at that
square. :

NOTE: To identify a square, trace horizontally to the
left side of the grid to find the correct letter, and
vertically to find the correct number. Remember, you
are naming the squares themselves, and not the slots
that divide them.

3. Ask for example, “May | enter at B-1?" If your op-
ponent says “Yes,” there is no barrier preventing
entry at B-1 and you may enter. Place one of your
tall pawns on square B-1 of your TRACKING GRID.
Your turn continues.

4 Now decide on any square next to the one you ocC-
cupy that seems likely to form a path. Ask if you can
move into it. DIAGONAL MOVEMENT IS NOT AL-
LOWED AT ANY TIME.

FOR EXAMPLE: ‘“May | move from B-1 to B-27?"
If your opponent tells you “‘Yes,’~ move your tall
pawn into the next square.

5. Continue to go from square to square, moving your
tall pawn as you do, until you receive a “No’" answer
to tell you there's a barrier blocking your path on
the side you want to enter. Your tall pawn now re-
mains where it is on the path, and you place an
orange BARRIER CHIP in that slot on your TRACK-
ING GRID (see FIG. 4). It is now your opponent’s
turn. '
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FIGURE #4 — COMING UP AGAINST A BARRIER
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If Fig. 4A represents your opponent’s home grid,
you can see that he has a barrier chip between
squares B-3 and B-4. Thus, if you were to ask to go
from B-3 to B-4 you would get a “no” answer. A
light colored chip is placed in the slot between B-3
and B-4 on your tracking grid as shown in Fig. 4-B.

. As you move from square to square, always place a
red TRAIL DISC on the square you occupied last.
This will help to identify your path in case you want
to reverse direction. You may go back on your steps
at any time you like. This will usually be when you
come to think you are following a false trail or when
you find yourself in a dead end.

. Retreating is done in the same manner as moving
forward. Call out the letter and number of each
square you want to pass into, even if it is one you
have been on before. Follow your TRAIL DISCS on
what you think is a clear way out.
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8. You may, if necessary, retreat all the way back to

COLUMN 1 and re-enter the barricades at another
COLUMN 1 square. In this case, your turn ends
upon exiting from one of the column one squares.
Your next turn begins by asking to re-enter the bar-
ricades at a new square.

. When it is your opponent’s turn, he asks you if he

can enter the grid at COLUMN 1 square as he be-
gins his path. As he moves from square to square,
frace his progress by moving your remaining tall
pawn through your own HOME GRID (see FIG. 5).
This will help you picture his location within your
barricades and his distance from your hidden
pawn.

FIGURE #5 — TRACING YOUR OPPONENT’S PATH

10. Continue to take turns as each player encounters

barriers.
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11. You must tell your opponent when the square he
has asked to enter, if not blocked by a barrier, is
the one containing your secret pawn.

12. The first player who traces a clear path to his oppo-
nent’s hidden pawn is THE WINNER!

SAMPLE GRIDS

Here are some sample barricade layouts you can try
while first learning to play Pathfinder.
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