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A MINUTETO LEARN
Each player takes 32 disks and chooses one
color to use throughout the game.

Black places two black disks and White places
two white disks as shown in Figure 1.

3. A disk may outflank any number of disks in
one or more rows in any number of
directions at the same time--horizontally,
vertically or diagonally. A "row" is defined as
one or more disks in a continuous straight

5. Disk(s) may only be outflanked as a direct
result of a move and must fall in the direct
line of the disk placed down. (See Figures 5
and 6.)

10. When it is no longer possible for either
player to move, the game is over. Disks are
counted and the player with the majority of
their color showing is the winner.

It is now White's turn. A white disk can be
placed on square C3, E3 or C5 to outflank a

black disk. White decides to place a disk on C3.

(See Figure 9.)

Players may also set up their own methods of
scoring. For example, establishing a
predetermined number of games or points to
win by a series of games.
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DIAGRAM 3

Sometimes it is possible to develop a plan for
capturing a corner even though your opponent
does not yet have a disk on a‘dangerous’
square. For example, Diagrams 4 and 5
illustrate what will happen if Black moves to E8.

Each of the following five puzzles (#1 to #5)
illustrates how Black can make a move that will
guarantee them the chance to capture a corner
on their next move. In each case, it is now
Black’s turn. Look at all the places Black can go
(including the ‘dangerous’ squares) and try to
find the move that will force White into
offering Black a corner.
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PUZZLE #4

left with two possible moves - G8 and H7.
Either move will make it possible for Black to
capture corner H8 because White's move will
change the color of Black’s original disk at G7.

With careful play Black can go on to win all five
of the games depicted in the puzzles.

board, you can minimize your opponent’s
options.

© 2010 Mattel, Inc. All Rights Reserved. Consumer Relations - Mattel, Inc. 636 Girard Avenue, East Aurora, NY
14052, U.S.A. 1-800- 524-8697. Retain this address for future reference: Mattel U.K. Ltd., Vanwall Business Park,
Maidenhead SL6 4UB. Helpline - 01628 500303. Mattel Europa, B.V.,, Gondel 1, 1186 MJ Amstelveen,
Nederland. Mattel Australia Pty Ltd., Richmond, Victoria. 3121. Consumer Advisory Service - 1300 135 312.
Mattel East Asia Ltd., Room 1106, South Tower, World Finance Centre, Harbour City, Tsimshatsui, HK, China.
Diimport & Diedarkan Oleh: Mattel SEA Ptd Ltd. (993532-P) Lot 13.5, Menara Lien Hoe, Persiaran Tropicana Golf
Country Resort, 47410 PJ. Tel: 03-78803817, Fax: 03-78803867. Imported by Mattel Canada Inc., Mississauga,

Ontario L5R 3W2.

©2010J. A. R. Games Co. All Rights Reserved. Licensed by J.A.R. Games Co.

T8130-0920




