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One player sets up 16 pieces as usual (the warriors) while the other has only a Queen. The Object of the game is for the warriors to checkmate the Queen. The Queen moves like a standard
queen and a knight and can capture any piece, including the King. The warriors move according to standard chess rules.

09. HORSE JUMPING CHESS

Players: 1

Required: 1 knight.

The goal is to move the knight through all 64 squares of the board using the knight's standard movement (two squares in one direction and one square to the side). For example, starting at 

A1, the knight can jump to C2 or B3. To avoid revisiting squares, players can track the knight’s path on paper. This game provides an engaging mental challenge with numerous possibilities.

10. SOLDIERS VS. SOLDIERS CHESS

Players: 2

Required: 3 pieces per player.

The Object of the game is to be the first to move a piece to the opponent’s end of the board or to capture/block all of their pieces. This game uses a 3x3 section of the board. Players place
their three pieces at their respective bases and can only move forward into empty squares or diagonally to capture. Victory is achieved by successfully getting a piece across or blocking the 

opponent’s movements.

Board Required: Board #2 CHINESE CHECKERS
11. CHINESE CHECKERS

Players: 2-6

Requirements: 60 playing pieces (10 of each colour: White, Yellow, Red, Green, Blue, Black).

Object of the game: Chinese Checkers can be played with two, three, four, or six players. In a six-player game, all pawns and triangles are used. For four
players, the game starts in two pairs of opposing triangles, while a two-player game should also begin in opposing triangles. In a three-player game, each
player's pawns start in three triangles spaced equally apart. Each player chooses a colour and places their 10 pawns in the corresponding triangle.The
goal is to be the first player to move all ten pawns across the board and into the opposite triangle.

Let's play: Players decide who goes first and take turns moving a single pawn of their colour. In one turn, a pawn may either move to an adjacent circle or make one or more hops over oth
er pawns. Each hop must be over an adjacent pawn into an empty circle directly beyond it. Players can hop over any coloured pawn, including their own, and can move in any of the six
directions. After each hop, the player can choose to finish or continue hopping if possible. Occasionally, a player may move a pawn from their starting triangle straight into the opposite
triangle in one turn. Pawns are never removed from the board and can be moved into any hole, including those in other players’ triangles or unoccupied triangles. Once a pawn reaches the 

opposite triangle, it may only be moved within that triangle.

How to Win: The first player to occupy all 10 circles in their destination triangle wins. If a player cannot move a pawn into a circle in their destination triangle because it’s occupied by an
opponent’s pawn, they can swap their pawn with the opposing one.

Board Required: Board #3 LOLLIPOP LANE GAME
12. LOLLIPOP LANE GAME

Players: 2-4

Requirements: 4 different coloured playing pieces (one for each player), and 1 dice.

The youngest player goes first. On their turn, they roll the dice and move their piece the corresponding number of spaces. The first player to reach the 

candy house wins, but they must roll the exact number needed to land in the destination area. If the rolled number exceeds what is needed, the player 

must move back the surplus spaces.

Board Required: Board #4 4 IN A ROW
13. 3-IN-A-ROW

Players: 2

Required: 32 game pieces (16 light and 16 dark).

In 3-in-a-Row, the Object of the game is similar to 4-in-a-Row, but players must connect three of their pieces in a row instead of four. Players take turns
placing their pieces on the board, aiming to create a line of three horizontally, vertically, or diagonally. The first player to achieve three in a row wins the
game. If all pieces are placed without any player connecting three, the game ends in a stalemate.

14. 4-IN-A-ROW

Players: 2

Required: 32 game pieces (16 light and 16 dark).

In 4-in-a-Row, players take turns placing their coloured pieces on the board, aiming to connect four pieces in a row. This can be achieved horizontally, vertically, or diagonally. Players place
their pieces one at a time, starting from the bottom of the board and working upwards.

Players must strategize to either build their own row of four or block their opponent's attempts. The first player to connect four pieces in a row wins. If all pieces are placed without anyone 

connecting four, the game ends in a stalemate.

15. 5-IN-A-ROW

Players: 2

Required: 32 game pieces (16 light and 16 dark).

In 5-in-a-Row, players compete to connect five pieces in a row, either horizontally, vertically, or diagonally. Players place their pieces one at a time, with the goal of forming a line of five
before their opponent does. The first player to connect five pieces in a row wins. As in the other variations, if the board fills up without a winner, the game ends in a stalemate.

Board Required: Board #5 NINE MEN’S MORRIES
16. NINE MEN’S MORRIS

Players: 2

Required: 18 game pieces (9 light and 9 dark).

In Nine Men’s Morris, players take turns placing their 9 pieces on the board, with dark pieces going first. After all pieces are placed, players move their
pieces along the lines to unoccupied points, one space at a time. The Object of the game is to form "mills," which are lines of 3 pieces in a row. Each time a
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player forms a mill, they can remove one of their opponent's pieces, unless that piece is part of a mill. The game can end with one player reducing the opponent to 2 pieces, preventing them 

from forming mills, or if a player cannot move. Additionally, if a player is reduced to 3 pieces, they can use the "Flying Rule" to move any piece to any open space, providing a strategic
advantage.

17. DIAGONAL MILL

Players: 2

Required: 24 checker pieces (12 of each colour).

In Diagonal Mill, the gameplay follows the same rules as Nine Men's Morris, but with an added twist: players can also form lines of three pieces diagonally. Players take turns placing their
pieces on the board and then moving them to create mills, capturing opponents’ pieces whenever a mill is formed. The Object of the game remains to reduce the opponent to two pieces or
block their movements.

18. CROSS MILL

Players: 2

Required: 12 checker pieces (6 light and 6 dark).

In Cross Mill, each player begins by placing their 6 pieces on the two central diagonals of the board. Players then take turns moving one piece to an adjacent unoccupied position. The goal is 

to be the first to arrange three pieces in a row, either horizontally, vertically, or diagonally.

19. THREE CHIPS MILL

Players: 2

Required: 6 pieces (3 light and 3 dark).

In Three Chips Mill, players place their pieces on the board according to the initial setup. Players alternate turns moving one of their pieces to any free position on the board. The Object of
the game is to be the first player to arrange three of their pieces in a row, winning the game.

20. 3 TO 7 MILL

Players: 2

Required: 10 pieces (3 light and 7 dark).

In this game, the dark player aims to achieve tic-tac-toe (three in a row) by moving their pieces strategically. The light player’s role is to prevent dark from winning by jumping over dark
and their own pieces. The game is played for a maximum of 15 moves; if dark achieves tic-tac-toe within those moves, they win. If not, light wins by blocking dark's attempts.

Board Required: Board #6 AEROPLANE CHESS
21. AEROPLANE CHESS

Players: 2-4

Requirements: 16 playing pieces (4 of each colour), and 1 dice.

The Object of the game of the game is to move your four pieces all the way around the board and land them in the “Destination” area. Each player selects
four pieces of the same colour and places them in their respective “Airport.” Players take turns rolling the dice, with the highest roll going first, followed
by the others in a clockwise direction. To move a piece to its “Ready” square, a player must roll an even number (2, 4, or 6). Players will then move their
piece according to the dice result on their next turn.

Additional Rules:

1. An even number is required to move a piece to the “Ready” square. After moving a piece, players can either move another piece from the “Ready” square or advance a piece already on the 

track.

2. Rolling a “6” grants an additional roll. However, if a player rolls “6” three times in a row, all their pieces must return to the “Airport.”

3. Landing on a checkpoint of the same colour allows a player to advance to the next checkpoint of that colour (4 checkpoints forward).

4. If a piece lands on a checkpoint occupied by an opponent’s piece, that opponent’s piece is sent back to its starting point (the Airport). If the checkpoint is occupied by two or more 

opponent’s pieces, those pieces remain there.

5. If a piece lands on a checkpoint of the same colour that has a “dotted line” leading to the other side, it can be moved across and then advanced to the next checkpoint of the same colour (4
checkpoints forward). However, if a piece is already on the other side and advances to a checkpoint with a “dotted line,” it can move across but cannot advance further. If there’s an
opponent’s piece on a checkpoint in your path, that piece must return to its starting point (the Airport).

6. Landing on a checkpoint marked with an arrow of the same colour indicates you are close to reaching the destination.

7. An exact roll is required to enter the destination area; if you roll higher than needed, you must move back the excess number.

8. Once a piece reaches the destination area, it returns to the Airport, separate from the pieces still waiting to move.

9. The first player to successfully navigate all four pieces around the board and land them in the “Destination” area wins.

Board Required: Board #7 LUDO/PACHISI
22. THIEVES AND POLICE LUDO

Players: 2

Required: 8 pawns (4 of each colour) and 2 dice.

In this game, one player acts as the thief and the other as the policeman. Players set their pieces in their starting areas and must roll a total of 5 to move
a piece from the starting area. The thief aims to reach their home while avoiding capture, as police cannot be chased. If a policeman catches a thief, they
remove that piece from the board and advance 10 positions. The police officer can circle the board multiple times, always trying to remain behind the
thieves. The policeman wins by capturing 3 thieves, while the thief wins by getting 3 pieces home.

23. ASSASSIN LUDO

Players: 2

Required: 10 pawns (4 of each colour and 2 of different colours per player) and 2 dice.

In Assassin Ludo, each player starts with 5 pieces: 4 of the same colour and 1 assassin of a different colour. The goal of the assassin is not to reach the home area but to capture the opponen
t's pieces. Both players start their assassins from the same position as the opponent's pieces.

After rolling the dice, players choose whether to move their assassin or one of their regular pieces. The assassin is the only piece capable of capturing the opponent's pieces, but it can also
be captured. If a piece lands on a square occupied by an assassin, that piece is captured and becomes the property of the player who captured it. This means one player could end up
controlling two assassins if they successfully capture the opponent's.

The winner is the first player to get all four of their regular pieces to their goal.
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24. LUDO/PACHISI

Players: 2-4

Required: 16 playing pieces (4 of each colour - Yellow, Red, Green, Blue) and 1 dice.

The board is a square with a cross in the center, each arm having a home column. Players place their pawns in the starting area of their colour and take turns rolling a dice, needing to roll a
six to enter a pawn onto the board. Players move their pawns clockwise around the board and up their home column. Landing on an opponent's pawn sends it back to their start. The winner 

is the first player to get all four pawns to the finish square.

25. LUDO - WITH CONSEQUENCES

Players: 2-4

Required: 16 pawns (4 of each colour per player) and 4 dice.

In this variation of Ludo, each player distributes their pieces evenly and can immediately put their first piece into play; the rest can be played after rolling a 6. Before starting, players must
decide whether to move to the left or right, and must consistently follow that direction throughout the game.

Players cannot place pieces on occupied squares, and opponent pieces cannot be removed. Players can distribute their rolled points across multiple pieces. For example, if a player rolls a 5,
they might move one piece 2 squares and another 3 squares. If a player cannot move (due to no available pieces or landing on occupied squares), they lose their turn as a consequence.

If a player lands on an opponent’s square, they get to re-roll the dice. The player who successfully gets all their pieces home first wins.

26. WITHOUT COLOUR LUDO

Players: 2-4

Required: 16 pawns (4 of each colour per player) and 4 dice.

Each player starts with 4 pawns of different colours placed in their starting area. The Object of the game is to move all four pawns to the goal area first. Players can only move a pawn out of
the starting area by rolling a 6 on the dice, and they get up to three rolls per turn. Once a player has moved a pawn, they can only roll once in subsequent turns.

Players can only advance with pawns that have already left the starting area and have not reached the goal. For example, if a player has a green and a yellow pawn in the starting area and a
blue pawn at the goal, they can only advance the red pawn.

Pawns can only move forward but can "capture" backward. A captured pawn can be placed in any goal area where that colour is not present, as long as it doesn't already occupy the goal.

Aside from these adjustments, the normal rules of Ludo apply. Notably, players cannot jump over pieces in the finish area. The winner is the first player to successfully move all four pawns
to their goal.

27. INCOMPLETE LUDO

Players: 2-4 (If 4 players, form 2 teams)

Required: 16 pawns (4 of the same colour per player) and 4 dice.

In Incomplete Ludo, each player's first piece can advance immediately. To bring out additional pieces from the starting area, players must roll a 1 or a 6, though it's not mandatory to do so.
Whenever a player rolls a 1 or a 6, they can choose to advance a piece or take another piece from the start and roll again until they roll a number other than 1 or 6, at which point play passes 

to the next player. Players can also distribute their rolled points among several pieces.

If a piece lands on a square occupied by an opponent's piece, the opponent's piece is sent back to the starting area and must start over. The player who sends an opponent's piece back
receives a bonus of 20 squares.

In the starting areas, multiple pieces from different players can coexist, but in other squares, pieces may only stack if they belong to the same player or their partner. If an opponent's piece
lands on a square with multiple pieces, only one will be sent back. The winner is the first player to successfully bring all four of their pieces to the goal.

Board Required: Board #8 SNAKES & LADDERS
28. SNAKES & LADDERS

Players: 2-4

Requirements: 2-4 playing pieces (one of each colour: Yellow, Red, Green, Blue), and 1 dice.

Object of the game: The aim is to be the first player to reach square 100. Each player takes a counter of a different colour and rolls the dice. The player
with the highest roll goes first, followed by others in clockwise order. Players move their counter according to the dice result. Rolling a six allows a
player to roll again. If a player lands at the foot of a ladder, they must move to the top of the ladder. If they land at the mouth of a snake, they slide down
to its tail. Landing on any other square has no effect. If a counter lands on a square occupied by an opponent’s counter, that opponent’s counter is removed, and they must restart. An exact 

roll is needed to land on square 100.

Board Required: Board #9 BACKGAMMON
29. BACKGAMMON

Players: 2

Required: 30 game pieces (15 light and 15 dark), 4 dice, and 1 doubling cube.

Let's play:

Setup: Position the checkers as shown in the starting Diagram. The board consists of an "inner table" and "outer table," each divided into six points.

Object of the game: Move all your checkers into your home board and then bear them off.

Starting the Game: Players roll one dice to see who goes first. If tied, they roll again.

Movement: On their turn, players roll the dice and move their checkers according to the numbers rolled. Each number is a separate move. For example, rolling a 3 and a 4 allows a player to
move one checker 4 spaces and another 3 spaces or one checker a total of 7 spaces if the intermediate point is open. Both numbers must be used if possible.

If Unable to Move: If a player cannot make a legal move, they lose their turn.

Doubles: When a player rolls the same number on both dice, they have rolled "doubles." In this case, they can move the number shown on the dice four times. They can either move the
same checker all four times or a combination of checkers.

Blocked Point: A point is blocked when a player has two or more checkers on it. Opposing players cannot land on a blocked point. Once a player occupies a point with two or more checkers,
they have "made the Point." There is no limit to how many checkers one player can have on a single point.

Blot: A point occupied by only one checker is called a "blot." If an opponent lands on a blot, they "hit" the blot checker, which is then placed on the bar in the center of the board.

Bar: If a player's checker is on the bar, they must roll the dice to try to "enter" that checker back onto the board. They must enter their checker into the opponent’s inner table before moving
any other checkers. If a player rolls a 3, their checker will enter on the furthest point (point 3) of the opponent's inner table. If both entry points are blocked, the player loses their turn.

Shutout: A "Shutout" or "Closed Board" occurs when all points in the opponent's inner table are occupied by at least two checkers. The player on the outside continues to lose turns until an
entry point becomes available.
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Doubling: Backgammon can be played for an agreed stake per point. A player can propose doubling the stakes at the start of their turn before rolling
the dice. The opponent may refuse, conceding the game and paying one point, or accept the double and continue at the higher stakes. The player
accepting the double becomes the owner of the doubling cube and can make the next double proposal. Redoubles can occur, and if refused, the player
must pay the previous stake. The doubling cube keeps track of the stakes.

Bearing Off: Once a player has moved all 15 checkers into their inner table, they can start bearing off. This means removing a checker by rolling a
number corresponding to the point it occupies (1 is the closest to the edge, and 6 is the furthest). If a player rolls a number but cannot bear off from
that point, they must make a legal move using a checker on a higher-numbered point. If no higher points are available, they must bear off from the
highest point occupied. The first player to bear off all their checkers wins the game.

30. THE DEFENDER CHALLENGE

Players: 2 or more

Requirements: 30 checker pieces (15 light and 15 dark), 4 dice, and 1 doubling cube.

This game follows standard backgammon rules but allows for multiple players. Before starting, players roll the dice; the highest roller becomes the "Defender," while the next highest is
"Challenger No. 1." Subsequent players follow in order of their rolls. After deciding how many rounds will be played, the game begins. If Challenger No. 1 loses, they move to the end of the
challenger line, and the next challenger takes their place. If Challenger No. 1 wins, they become the new Defender, and the original Defender goes to the end of the line. The player who has
spent the most time as Defender is declared the winner.

31. GREEK BACKGAMMON

Players: 2

Requirements: 30 checker pieces (15 light and 15 dark), 4 dice, and 1 doubling cube.

Also known as Tavli, Greek Backgammon follows standard backgammon rules with key differences: all 15 checkers for each player begin on their opponent's one-point. Players can move
their checkers onto points occupied by their opponent’s pieces but cannot send those pieces to the bar. Additionally, an opponent's piece cannot be moved while it is occupied by the other
player's checkers.

32. PAIRING UP

Players: 2

Requirements: 24 checker pieces (12 of each colour), and 4 dice.

Each player positions their pieces in pairs on their side of the board, with two pieces on each arrow. The player with the highest roll from the two dice goes first. The Object of the game is to 

remove all your pieces from the board using the dice. For example, a roll of 4-6 allows a player to remove one piece from arrow 4 and another from arrow 6, or from any other two arrows as 

permitted. The player who successfully removes all their pieces in the fewest rolls wins.

33. TOKEN PLACEMENT

Players: 2

Requirements: 30 checker pieces (15 of each colour), 4 dice, and 1 doubling cube.

In this variation of backgammon, players start with their pieces off the board. Using the dice, players will place their pieces on the starting square based on the rolls; for example, a roll of 3-5 

allows you to place pieces accordingly. Each player starts with 8 pieces in the starting box. Once all pieces have been placed on the starting square, standard backgammon rules come into
effect.

34. THE HUNTER AND THE HUNTED

Players: 2

Requirements: 12 checker pieces (6 light and 6 dark), and 4 dice.

Players take turns placing their pieces on the arrows from 1 to 6 on their side. The player with the lowest dice roll starts the game. The goal is to "hunt" your opponent's pieces while
avoiding being hunted yourself. Pieces move counterclockwise based on the dice rolls. If a player rolls doubles, they get to roll again. Players can split their rolls between two pieces or move 

one piece the total of the roll. The winner is the first player to capture all of their opponent's pieces.

Board Required: Board #10 HORSE RACE
35. HORSE RACE

Players: 2-6

Requirements: 6 different coloured playing pieces (one for each player), and 1 dice.

The youngest player begins the game. On their turn, they roll the dice and can only move forward if they roll a 1. If they roll anything else, the turn passes 

to the next player. If they do roll a 1, they move to circle 1. They must then roll a 2 on their next turn to advance to space 2, a 3 to move to space 3, and so 

forth. The first player to reach the end wins.

Board Required: Board #11 WATERMELON CHESS
36. WATERMELON CHESS

Players: 2

Requirements: Board #15, 12 playing pieces (6 light and 6 dark), and 1 dice.

Object of the game: The goal is to capture your opponent's pieces, reducing them to just two. Players choose their colours and determine who will go first.

To set up, arrange the game pieces in their starting positions on each player's side of the board, as illustrated in Diagram . Players take turns moving their pieces along the designated lines,
one space at a time, with the aim of surrounding their opponent’s pieces.

Moves can be made in any direction, but players can only move from one intersecting point to an adjacent one; they cannot cross open spaces.

When a piece is completely surrounded on all sides and cannot move, it is removed from play. The game concludes when one player is left with only two pieces on the board.
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Board Required: Board #12 GOOSE GAME
37. GOOSE GAME

Players: 2-4

Requirements: 2-4 playing pieces (one of each colour: Yellow, Red, Green, Blue), and 2 dice.

Players take turns rolling the 2 dice and moving their pawn around the board. The board features several special spaces:

The Bridge (Space 6): Advances the player directly to Space 12.

Roadside Inn (Space 19): The player must rest for 2 turns.

The Well (Space 31): The player must wait until another player lands on the same spot before they can move again.

The Maze (Space 42): The player gets lost and must return to Space 30.

The Prison (Space 52): The player remains in prison until another player arrives, at which point they trade places. Alternatively, the player can escape by rolling a 9 and moving to one of
the fields marked by the dice.

Space 58: The Grim Reaper sends the player back to the starting position.

Additional Rules:A lucky roll of 9 at the start of the game allows a player to advance to Space 26 (if rolling a 6+3) or to Space 53 (if rolling a 5+4).Landing on any of the goose spaces
doubles a player's movement.To reach the center goose, an exact count on one or both dice is required; if the rolled number exceeds the needed amount, the player must move backward by
the surplus.Landing on another player’s space sends that player back to their starting position at the beginning of their turn.Players can be moved either backward or forward; take your
chances!

Board Required: Board #13 TIC-TAC-TOE
38. TIC-TAC-TOE

Players: 2

Requirements: 10 playing pieces (5 light and 5 dark).

Object of the game: The goal is to be the first player to align three pieces in a row on the 3x3 grid. Players decide who goes first and take turns placing
their pieces on the board. A player wins if they achieve three in a row, either horizontally, vertically, or diagonally. If all nine squares are filled and no
player has three in a row, the game ends in a draw.

Board Required: Board #14 CROKINOLE
39. CROKINOLE

Players: 2-4

Requirements: 1.For 2 players: each player receives 12 discs of the same colour;2. For 4 players: each player receives 6 discs. Opposing players form
teams and use the same colour discs.

Object of the game: The goal is to score the highest possible points by positioning your discs within the scoring circles by the end of the round.

Let's play: A Crokinole shot is executed by placing your index or middle finger against your thumb and flicking the disc across the board.

To begin, one player takes one disc of each colour in their closed hands, and a player from the opposing team chooses one hand. The colour of the selected
disc determines which team plays first.

Play proceeds in a clockwise direction, with the player to the left of the previous shooter going next.

To shoot, position the disc so that any part of it touches the “starting/shooting line” . Players may only shoot their discs from their designated quadrant of the board, and a disc placed on a
“quadrant line” must not extend more than halfway over that line.

The first player aims to shoot their disc into the center “20” space. If it lands entirely within this space, it is removed and set aside to count as 20 points at the end of the round. If the disc
does not land in the “20” space but remains on the board, the next player must attempt to knock it into the “ditch.” If they miss or do not make contact with the opposing disc, their own disc 

must be removed from play and placed in the ditch.

If a disc is not touched and a player’s disc goes off the playing surface, both that disc and any of the shooter’s same colour discs that were moved will be placed in the ditch. A shot that
bounces back onto the board is considered out of play and is also removed to the ditch, while any discs it touched remain in place. Discs that touch the “shooting line” will not count and
must be removed to the ditch.

At the end of each round (once all discs have been played), the player to the left of the previous round's starter will begin the next round, and this continues for each round. Players aim to
score a 20” in the center whenever possible while making it difficult for opponents to do the same“ .

Scoring:

The game can be played to 50, 100, or more points, with the total agreed upon before play begins.

Inner (or pin) circle: 15 points per disc. Middle circle: 10 points per disc. Outer circle: 5 points per disc.

Discs touching the lines separating each circle score the value of the lesser circle.Discs on the “starting/shooting line” score no points.Tally any “20s” scored during the game that were set
aside.The score for the round is the difference in points between players or teams.Continue playing rounds until a player or team reaches the agreed-upon winning total.

How to Win: The first player (or team) to reach the predetermined score wins!

Board Required: Board #15 SNAIL RACE
40. SNAIL RACE GAME

Players: 2-4

Requirements: 4 different coloured playing pieces (one for each player), and 1 dice.

The youngest player takes the first turn. They roll the dice and move their piece the number of spaces shown. If they land on a space with an arrow, they 

must follow the action indicated by that arrow. For instance, landing on space 9 requires the player to move back 5 spaces, while landing on space 11
allows them to move forward 4 spaces. The first player to reach the end wins.
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Board Required: Board #16 CHECKERS
41. CHECKERS / DRAUGHTS

Players: 2

Required: 24 game pieces (12 light and 12 dark).

Object of the game: The aim is to capture all of your opponent’s checkers by jumping over them onto an empty square, or to block them so they cannot
make a move.

Let's play: Each player starts with 12 checkers of one colour, placed on the first three rows of dark squares, ensuring that the left corner square closest to
them is dark. Players can only move diagonally forward to vacant squares (no backward moves). To capture an opponent’s checker, you must jump over
it into an empty square directly beyond it, removing the captured checker from the board. Players cannot jump over their own checkers.

When a checker reaches the opponent’s back row, it is "kinged" by stacking another checker on top. Kings can move diagonally both forward and backward. Regular checkers can still jump 

over and capture Kings.

How to Win: A player wins by capturing all of their opponent’s checkers or blocking them so they cannot make any moves.

42. CRAZY CHECKERS

Players: 2

Required: 24 game pieces (12 light and 12 dark).

In Crazy Checkers, the Object of the game is the opposite of traditional Checkers: the player who loses all their pieces first wins the game.

43. POLICE AND THIEVES

Players: 2

Required: 24 game pieces (12 light and 12 dark).

The goal is to move your pieces to the opponent's side as quickly as possible or to surround their pieces so they cannot move. Starting positions are the same as in regular Checkers. Pieces 

move diagonally, one square at a time, and can move both forward and backward. If there's a free square behind one or more opposing pieces, players can jump over them in a zig-zag
manner. Jumped pieces remain on the board, as they are not captured.

44. BLOCKADE CHECKERS

Players: 2

Required: 24 game pieces (12 light and 12 dark).

The pieces are set up like in a normal game of Checkers and move only on dark squares, taking one step either forward or backward. The goal is not to capture pieces but to block them. A
piece is considered "blocked" when it is surrounded by opposing pieces in such a way that it cannot move. Blocked pieces are removed from the board. The first player to run out of pieces
loses.

45. PYRAMIDS

Players: 2

Required: 24 game pieces (12 light and 12 dark).

The pieces are arranged in a pyramid shape: light pieces on A1, C1, E1, G1, B2, D2, F2, C3, E3, and D4; dark pieces on B8, D8, F8, H8, C7, E7, G7, D6, F6, and E5. Players can move their pieces 

in any direction, but only on dark squares, advancing one square at a time. Players can jump over their own or the opponent's pieces without capturing them. The Object of the game is to
reform the pyramid on the opposite side of the board. The first player to complete their pyramid wins.

46. CZECH CHECKERS

Players: 2

Required: 24 game pieces (12 light and 12 dark).

In Czech Checkers, pieces move one square diagonally forward. Upon reaching the opponent’s furthest rank, a piece becomes a King, which can then move diagonally forward or backward 

any number of squares.

Capture Rules:

Captures are mandatory. If a piece is adjacent to an opponent's piece with an empty square behind it, the player must capture by moving to that empty square and removing the
opponent’s piece from the board.If a player can capture with either a piece or a King, they must do so with the King.When multiple captures are possible, players can choose to capture one
piece or an entire line; partial captures are not allowed. All captured pieces are removed after the capture is completed.Players cannot capture their own pieces.

A player loses if they cannot move, either due to losing all their pieces or having no legal moves left. The game results in a draw if it becomes theoretically impossible to capture any of the
opponent's pieces with perfect play.

47. ITALIAN CHECKERS

Players: 2

Required: 24 game pieces (12 light and 12 dark).

In this variant, the game is played on a standard 8x8 board, but the A1 square is light instead of dark.

Movement and Capturing: Pawns and Kings move and capture similarly to American Checkers, with the following key differences:Pawns cannot capture Kings.Players must capture as
many pieces as possible in a single multi-jump.If multiple longest captures are available, the jump made with a King is preferred. If this still doesn’t yield a unique result, the option that
captures the most Kings must be chosen.If there are still multiple options, the jump that captures a King first takes precedence.

48. DIAGONAL CHECKERS

Players: 2

Required: 24 game pieces (12 light and 12 dark).

The rules follow standard checkers, but pieces are arranged as shown in Diagram. Players take turns moving diagonally, capturing opposing pieces by
jumping over them. The Object of the game is to capture all opponent's pieces or block them so they cannot move.

49. RUSSIAN CHECKERS

Players: 2

Required: 24 game pieces (12 light and 12 dark).
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Pieces are arranged according to Diagram . In this variant (Shashki), pawns move one space diagonally forward but can capture both diagonally forward
and backward. Queens move any number of spaces diagonally in either direction and can capture similarly. Unlike International Checkers, players are not
required to make the longest jump available. If a pawn reaches the last row while jumping, it promotes to a queen and continues jumping immediately.

50. ANTI-CHECKERS

Players: 2

Required: 30 game pieces (15 light and 15 dark).

In this variant, the goal is to lose all of your pieces first or to be the first player with no legal moves remaining. Players take turns moving their pieces according to standard checkers rules,
but the Object of the game is reversed.

51. CONTACT CHECKERS

Players: 2

Required: 28 game pieces (14 light and 14 dark).

Each player starts with 12 pieces, set up as in German Checkers. The Object of the game is to reach a total of 13 or 14 pieces on the board. Before starting, a designated square (e.g., box 7) is
defined. When this square becomes free, a player can place an additional piece there, enhancing gameplay.

52. OCCUPY 5

Players: 2

Required: 20 game pieces (10 light and 10 dark).

After placing pieces on the board as shown in Diagram, players can move them one square in any direction. The Object of the game is to occupy five
consecutive squares in a line—horizontally, vertically, or diagonally—while preventing the opponent from achieving the same.

53. THAI CHECKERS

Players: 2

Required: 16 game pieces (8 light and 8 dark).

Players set up the pieces on the board as shown in Diagram .

Rules: The game is similar to Czech Checkers but includes the following differences:

Long Jumps: A King can make long jumps over multiple empty squares but must land on the next square immediately after the captured piece.Jumping
Preference: There is no preference for jumping with a King over a Pawn; if both can make a jump, the player may choose either piece.

54. JUMP CHECKERS

Players: 2

Required: 16 game pieces (8 light and 8 dark).

The rules of Jump Checkers are similar to Blockade Checkers, with the difference that pieces move only forward. The first player to get all their pieces to the opponent's back row wins.

55. GERMAN CHECKERS

Players: 2

Required: 16 game pieces (8 light and 8 dark).

Pieces are set up in the first two rows of the board, similar to Thai Checkers. The rules include:Pieces move diagonally, always remaining on squares of the same colour they started on.Only
one square can be moved per turn.Capturing is mandatory, and players must capture as many opposing pieces as possible. Normal pieces can capture diagonally or straight in five forward
directions (left and right included). A piece that reaches the opponent’s last row becomes a queen.Queens can move and capture in any direction, like a chess queen. All other rules follow
standard Checkers.

56. FOUR WIN

Players: 2

Required: 16 game pieces (8 light and 8 dark).

Each player places 8 pieces in a row on their 1st line. Pieces move horizontally or vertically, one square at a time, and can travel through multiple free squares but must stop at the next
occupied square. If there’s a free square behind an opponent’s piece, they can skip it without being captured. The goal is to form a row of four pieces horizontally, vertically, or diagonally,
while blocking the opponent from doing the same. If a player surrounds an opponent’s piece with four of their own, that piece is removed from the board. The game is won by either forming 

a row of four or capturing five of the opponent's pieces.

57. WALLED UP

Players: 2

Required: 16 game pieces (8 light and 8 dark).

Pieces are set up as in a normal checkers game, but only in the first two rows on the dark squares. Movement is diagonal, and capturing the opponent’s pieces is not allowed. The Object of
the game is to isolate the opponent’s pieces so they cannot move. Opponent pieces can be removed from the board when they are surrounded and locked by your pieces, meaning they are
not next to any of their own. The first player to successfully wall in the opponent wins.

58. THE BLACK WIDOW

Players: 2

Required: 13 game pieces (12 light and 1 dark).

The light pieces are arranged like in a standard game of checkers, while the dark piece (the Queen) can be placed on any dark square within the first three rows. The light player aims to lose 

all their pieces within 12 moves; if they fail, the dark player wins. The dark Queen must capture all possible light pieces on each turn, while the light pieces cannot capture the Queen.

59. CHALMA

Players: 2

Required: 12 game pieces (6 light and 6 dark).

Pieces are placed as in standard checkers and move diagonally, advancing one square per turn. If there is an open square behind an opponent’s piece, players may jump over without
capturing. The goal is to rearrange all pieces into the starting positions of the opponent. The first to achieve this wins.
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60. BATTLE OF THE FROGS

Players: 2

Required: 6 game pieces (3 light and 3 dark).

Light pieces (toads) and dark pieces (frogs) are set up on the board as indicated in Diagram . Players alternate turns, starting with light, moving only forward
towards the opponent. If a piece is directly in front of an opponent and the square behind it is free, it can jump over. When no forward move is possible,
pieces must move or jump backward. The first player to occupy all three of the opponent's starting squares wins.

61. THE WOLF AND THE SHEEP

Players: 2

Required: 1 dark game piece, and 4 light game pieces.

One player controls the wolf (dark piece) and places it on one of the four light squares in the top row. The other player places their four sheep (light pieces) on the light squares in the last
row. The wolf moves diagonally and can move forward or backward, aiming to reach the last row. The sheep can only move forward and win by surrounding and blocking the wolf before it
reaches the last row.

Board Required: Board #17 SOLITAIRE
62. SOLITAIRE

Players: 1-2

Required: 32 playing pieces.

To set up Solitaire, place a pawn in each space on the board except for the center spot. Players take turns making moves by jumping one pawn over
another into an empty space, removing the jumped pawn from the board. Moves can be made side to side or up and down, but not diagonally. The Object
of the game is to finish the game with just one pawn remaining in the center spot.

An alternative variation allows players to start with any space empty and try to end with one pawn in that same empty space by the conclusion of the
game.

63. THE PENTAGON

Players: 2

Required: 24 checker pieces (12 of each colour per player).

To start The Pentagon, players place pieces on all points of the board except the corners, forming a pointed square. After removing the bottom piece, players jump over adjacent pieces
according to solitaire rules. The goal is to continue jumping until only the center piece remains.

64. THE FOXES AND HENS

Players: 2

Required: 22 checker pieces (20 light and 2 dark).

In this game, two foxes (dark) are placed in the corner points, while 20 chickens (light) occupy the rest of the board, ensuring four empty spaces between
the foxes and the chickens. The foxes can move freely to jump and capture chickens on their side, while chickens can move forward and sideways but not
backward. The fox wins if the chickens can't occupy all designated colour points. Chickens win if they fill the 9 coop circles on the board.

65. EAT CHIPS

Players: 2

Required: 22 checker pieces (11 of each colour).

In Eat Chips, players alternately place their pieces on any point of the board, with the restriction that no two pieces of the same colour can be adjacent vertically or horizontally. Once all
pieces are placed, players can move their pieces horizontally or vertically. The goal is to align three pieces of the same colour in a row, allowing the player to capture one opponent's piece,
removing it from the board. The game ends when one player captures all but two of the opponent's pieces, achieving victory.

66. CROSS SOLITAIRE

Players: 2

Required: 12 pawns (6 of each colour per player).

In Cross Solitaire, pieces are arranged in the shape of a cross at the center of the board. Players take turns jumping over each other's pieces, following standard solitaire rules. The Object of 

the game is to end with a single piece left in the center of the cross.

Board Required: Board #18 RACING GAME
67. RACING GAME

Players: 2-4

Requirements: 2-4 playing pieces (one of each colour: Yellow, Red, Green, Blue), and 1 dice.

At the start, each player places their four pawns in their coloured starting area. Players take turns rolling a single dice. A player must roll a six to move a paw
n from the starting area onto the racetrack. If a six is rolled, the player rolls again and moves their pawn accordingly. If they land on a space with instructions
(e.g., “+8” means move eight spaces forward, “-6” means move six spaces back), they follow those directions. The winner is the first player to reach the finish 

line, but they must land exactly on it to claim victory.

Board Required: Board #19 MANCALA
68. MANCALA

Players: 2

Requirements: 48 playing pieces.

Setup: Players sit opposite each other, with the long sides of the board facing them. The 6 circles on each player's side belong to them, with the large scoring area (Mancala) on their right.
Each player starts with 24 pieces, placing 4 pieces in each of their 6 circles.

Let's play: Choose a player to start the game. On their turn, a player picks up all the pieces from one of their circles and distributes them counter-clockwise, placing one piece in each circle,
including their Mancala, but not their opponent's Mancala. After placing the last piece, if it lands in the player's Mancala, they get another turn. Players alternate turns throughout the game.

Capturing Opponent’s Pieces: If the last piece of your turn is placed in an empty circle on your side of the board, you capture all pieces in the circle directly across from it on your opponent’s
side. Take both the captured pieces and the capturing piece, and place them in your Mancala.
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Jack for the Starter Suit
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DOUBLE TROUBLE

, aiming to roll both a double 6 and a double 1 as quickly as possible. The game ends when both combinations are rolled, and the player with the 
fewest total rolls to achieve both wins.

leader
leader leader leader

leader leader leader 
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DICE GUESS
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DEUCE COLLECTOR

ROLL FOR THE LOWEST SCORE
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DICE COMBOS

ODD SCORE

CHIPS AWAY



DICE SUM & SUBTRACT
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DICE OF STRAIGHTS
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TH

DICE HAND SHOWDOWN

Form the highest-ranking dice hand, aiming to win by creating the best combination. Straights are not counted in this version.
A preliminary round is played to determine the order of play. The player with the highest roll goes first. On their turn, a player can roll the 

dice up to three times to form the best possible hand. After each roll, the player can choose to keep any or all of their dice and re-roll the others. Subsequent players may roll as
 many times as the first player in that round. The game typically consists of two legs. Players compete in each leg, with the winners facing off at the end of both rounds (if 
desired). If there are no stakes, the lowest scoring players may compete in a final round. In a two-player game, the first player to win two out of three legs is declared    
the overall winner.
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CE BUILD
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298 299 300 301 302 303

304 305 306 307 308 309

310 311 312 313 314 315

316 317 318 319 320 321

322 323 324 325 326 327

328 329 330 331 332 333

334 335 336 337 338 339

340 341 342 343 344 345

346 347 348 349 350

triangles

Move 2 matchsticks to recreate 
the same shape while leaving 
the dot out. (Only moving the 

matchsticks).

squares.
matchsticks

Move 1 matchstick to make the 
number “4” and one triangle

2

4

Move 3 matchsticks so that to 
get 4 equilateral triangles.

Move 3 matchsticks to create 
a cube.

Moving 2 and removing 2 
matchsticks to get 1 loving 
heart.

5

6
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