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CORN HOLF

RULES:

@ The boards should be about 27 feet aparit.

e Form two teams, with each team having
four bags of a single color. Teams will
play standing next to their competitor.

e Determine which team goes first.

« Stand behind the foul line to throw the
bag. Alternate throws between teams.

« Receive 1 point for a bag that lands on the

oouncing pags onto tne board!

» Make sure to cancel out points; for
example, if you both land on the board
neither point counts.

e The first team to reach 21 points WINS,

1 4 : 1
and vyou must win by Z:

Rules of Backgammon
.

Backgammon is a game for two players, played on a board consisting of
twenty-four narrow triangles called points. The triangles alternate in
color and are grouped into four quadrants of six triangles each. The
quadrants are referred to as a player's home board and outer board, and
the opponent’'s home board and outer board. The home and outer
boards are separated from each other by a ridge down the center of the

board called the bar.

Outer Board Reds Home Board
# *

Figure 1. A board with
the checkers in their
initial position.

An alternate arrangement
Har =4 15 the reverse of the one
shown here, with the

r | I_ [ home board on the left
- ' and the outer board on
the right.
| | ' l |

#
Outer Board White's Home Board

The points are numbered for either player starting in that player's home
board. The outermost point is the twenty-four point, which is also the
opponent’'s one point. Each player has fifteen checkers of his own color,
The initial arrangement of checkers is: two on each player's twenty-four
point, five on each player’'s thirteen point, three on each player’s eight
point, and five on each player's six point.

p— CHECKERS BASICS

1. Hook up your video game system. Follow manufacturer's instructions.
2. With power OFF, plug in game cartridge.

3. Turn power ON. If no g connection of your game system

1o TV, then try steps 1.3

4. Select game

Ga

[

Use left Joystick Controller to play the pieces
(Games 1, 2, 3, 4). Use right Joystick Controll

screen (Game 4 only). Computer plays th "e 1op of the screen

o

n of red and white pieces by using right difficulty switch. The

o
white pieces follow the switch position (up or down). (Left difficulty switch has
no effect on game. )

~

me, press game reset. The color of the flashing X tells you
st

@®

we the flashing X diogonally and
ress the red bution on your

showing that you've picked it up.

the Joystick. Put the piece down

tton again.® If you try to move a piece fo.an illegol

let you put your piece down

s the bution a second time 1o

¥ move it 10 an adjocent

55 the button to put down o

down in a new square, if’s 100

¥ put down your piece to complete
one pick up your piece again, jump
ogain, and put it down again

When it's the computer’s move, the game
screen goes blank. That means he's think

ing. Don't adjust your set! In Game 1, he'l
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Please give the rules of JavaScriptuno, Reverse Book 1 Game Plate 138 Colorful Plastic Units, consisting of: 60 paints (10 per house) 30 knights (5 per house) 36 ships (6 per house) 12 siege engines (2 per house) 81 81 Large cards with the 24th small tide of combat cards 2 reference sheets of 6 screens for players specific to the house, 266 cardboard
chips that consist of the game, follow the following steps: Prepare the game board: express the game board and place it in the center of the game platform. Prepare a wild deck and a threat for a threat from Wilding: Stop the wilderness cards and create a deck. Place this package in the top of the game board. Then place the token Wilding Threat
Token at the "2" position on the wilderness route. Prepare Vesteros package: Westeros cards in deck in accordance with your Roman character (I, II or III). Place each deck and place it with a game plate face to face. Place neutral forces: first collect neutral forces that are marked with the right area of the player. Then place these tokens in the game
plate that corresponds to the name on each token. However, neutral processes are bilateral. One page is used exclusively when playing with three players. The rear part is used when the current number of players falls into the given area of the player. After you have placed all the necessary neutral forces, put all unused tokens back into the box. If
you play with four, five or six players, not every neutral sign of force is used. Place the game. Determine the players at home: Every player now chooses which house he wants to control during the game (Stark, Lannister, Graijoy, Tirell, Baratheon or Martell). As an alternative, players can accidentally determine which house each player controls.
Some houses have a game with less than six players and have no right to play. Collect the house materials: Each player collects all the materials in your house. These are: 1 player screen, 7 house cards, token 15 orders, 1 token for delivery, 3 influence token, 1 token -win, 1 token crew and all plastic units of its color (until they have all the forces
specific to the Home of the Armed Forces . In contrast to the tracks, more than one house can share the same positionPlease activate JavaScriptuno Game 1 Rules 1 Book. 81 Large cards from 24. Little battle cards Tides 2 Links to Pages 6 Descriptions of the Home Evens 266 player in composite cardboard before the game in the next order: Prepare
the gaming board: Put the gaming board and place it in the center of the game. Prepare. Deck Deck and Wildling Menace Game: Mix Wildling cards to create a deck. Place this deck in the upper part of the game board. Then place the Wildling threat token in the position of the "2" savages. Prepare Vesteros cards: divide the Westeros cards into their
Roman numbers (I, I or III). Mix each deck and place them separately with your face next to the gaming table. Place neutral tokens: first, collect a neutral flea market marked with a good player. Then place these tokens on the area of the gaming board corresponding to the name of each token. Nevertheless, tokens of neutral force are mutual. One
side is used only when you play with three players. The back is used if the current number of players is part of the specified beach of players. Turn unused tokens into the box after all the necessary neutral tokens. Playing with four, five or six players do not use all neutral tokens. Place the game marker: Place the game marker on the position "1".
Determining the house for players: each player now chooses a house that he wants to control during the match (Stark, Lanister, Graij, Tyrell, Barafan or Martel). As an alternative, players can accidentally determine which house every player will control. When you play a game with less than six players, some houses are not suitable for playing. Collect
the materials of the house: each player collects all the materials belonging to their house. These are: 1 screen of the player, 7 home cards, 15 personalized tokens, 1 delivery chip, 3 impact icons, 1 victory icon, 1 garrison icon and all its colored plastic units (do not take a specific token specific to the house). ) Influence, victories and delivery tokens:
each player makes his victories, their supply and the influence of tokens on the table computers of the game, as indicated on the screen of his player. Unlike the influence of rails, more than one house can be in the same placeand delivery rails. If you play with less than six players, you press each strip of influence to the left (position "1" in the
direction) to fill the empty position on the left side (in other words, position with most. Leave each band empty and unused). Games with less than six players). The introduction chart on page 5 shows how the influencers were moved to the left in the four -player game. For homes that take each position "1" (ie left to the left) in each effect of the
influence, now requires a marker of this band dominated (iron throne, Valyal steel blade or Ravenbod marker). Place units: Then each player places all their starting teams according to their player's screen. Place the garrison markers: each player places his or her garrison marker in his home area (according to the name of the area on the marker).
Collect the tokens: Place all the force chips (all homes) on the central pile. This pile of power markers is called the "power set". After that, each player takes five force chips that correspond to the energy source from his home. The game can start now. Thrones Playing: The board game is played in 10 rounds of play, each with three phases: the top
card of each westeros deck is pulled out, then each card will be distributed in the middle (I, then, then, then, II, Then III). Westeros cards are important game processes and events. Each player also gives hidden team markers to each area with one or more of his units. Team markers assigned to the planning phase are now being executed. Most
players play in Game of Thrones: The Board Game takes place in this phase. After each stage of action, a new round of the game begins, starting with the next round of the Westeros. The goal of the game is if the player controls seven zones with castles or fortresses during the game, the game is over and this player is the winner. Otherwise, the game
lasts until the end of the game 10, and at this point the castle or fortress wins the player with the most areas. I. Westeros phase in this phase you pull out and activate three Westeros cards, one of the piles of each Westeros. Note: If you miss this step in the first round, continue directly with the planning step. The Westeros phase consists of the
following actions: Acceptance round markers move forward: circle marker in the game circle moving in one position. When the gameThe brand was on the 10th box at the beginning of the Westeros phase, it is not possible to drive the game tour. Instead, the game is completed and the winner is set up. Westeros card check shows a map on three
Westeros decks. PROGRESS OF THE WILDLINGS TRACK: Calculate the number of wilderness icons on three exposed Westeros cards (if it is relevant) and promote wild threat token as many boxes on a wild route. If the "12" position reaches the wilderness at this stage of Wilding, the Wilding attack is immediately resolved (ignore Wilding in excess
icons). Subject Westeros Card: Solve now in the order of packages (starting with number I), each westeros card revealed. If you want to solve the Westeros card, simply read the map text and use your effects. Many cards are explicitly, but some require a detailed understanding of their specified effect. The effects of dissolving these important
Westeros cards lie on the following pages. Westeros cards exist three Westeros card games, each of which is marked with a Roman character. If you later reveal and solve Westeros during the Westeros phase, always start with a draw I, followed by a draw II, then draw III. Name of action and illustration. Cover number: The number in the right field
indicates which Westeros package this card belongs (also specified on the back of the card). Text effect: describes how this card affects gameplay. The wilderness symbol: Some cards show the wilderness symbol in the upper right corner. During the preliminary phase of Wildlings, the wild threat token is selected for each of these symbols on the
Westeros cards with a Pico with a box. Westeros card: armies complementing refueling need a huge amount of refueling: food, water, steel, horses, clothing, etc. Without reasonable provisions, the army deteriorates rapidly. During the dissolution of the Westeros card, each house counts the number of areas controlled in areas, printed, and then
moves the token refueling on the supply route to reflect this level of offer. Each column of delivery route has a sentence that is the result of symptoms. These symptoms illustrate the number of different armies and the maximum number of units in each of these armies that can align the house on the game board. For example, a house with a "3" van
can use four armies: an army with a maximum of three units and three smaller armies with a maximum of two units. Memory: The army is defined as two or friendly units inthe same land or sea area. A single unit does not count as an army and does not have to pay for supplies. In the picture above, Stark (with a real supply of two) can deploy up to
three armies, two of which are two armies of two units each and one army of up to three units. Both Lannisters and Baratheons have larger supplies and therefore can field proportionally more (and larger) armies. After a player adjusts his resources, he must ensure that the actual number (and size) of his army on the board does not exceed his
resource limits. If his armies exceed the new supply limits, he must immediately remove units from the board until the number (and size) of his armies is what his position on the supply line allows. A player may have a smaller and/or smaller army than his position in the supply line. Although a knight or siege engine unit is more powerful than infantry
or ship units, they only count as one unit for transport purposes. Although a player may gain or lose supply icons on the board during one or more action phases, their armies are only accounted for when the supply path changes (via the Westeros map or other game effects). a player may never take any in-game action that would cause him to exceed
the actual supply limit determined by his position in the supply line (such as mustering, marching, or retreating). Westeros Map: The Gathering The Westeros Map "The Gathering" depicts the great houses' efforts to call their banners to action, train and equip troops, assemble warships, and build mighty war machines. When solving the Westeros
Muster map, each player may take turns recruiting new units in any area they control that contains a castle or fortress. Each castle or stronghold provides mustering points that can be spent on recruiting new units in your territory: Each stronghold provides 2 mustering points. Each castle provides 1 rally point. Mustering costs for each unit type are



as follows: Infantry: Costs 1 mustering point. Knight: Costs 2 harvest points (or 1 point if upgraded from Footman). Delivery: costs 1 rally point. Siege Engine: worth 2 points per raid (or 1 point if you upgraded Infantry). The harvested unit is removed from its player's unused units and placed directly on the castle or keep area that provided the
gathering location(s). A pawn unit placed in a rally area (i.eA castle or fortress) can be increased by 1 folding point on a knight or siege motor block (i.e. replaced). A player may never create a unit to create or expand an army that exceeds his actual delivery limit. In other words, if the construction of a new unit would produce more (or larger) armies
than their position in the delivery lane, this unit cannot be built. If an area that contains a castle or fortress cannot combine or upgrade unit (or its owner decides that the area does not have to be built or upgraded), its sample points are lost (i.e. they do not move here to the future). Each player has to dissolve the entire collection (in all areas that
contain their castles and fortresses) before the next player begins with his collection. Collection units of ship units and other units are collected in the area in which the castle or fortress is located. In contrast to other unit types, however, ship units can only be placed in one port that adjoin a collection area or in an adjacent sea area. Ship units cannot
enter sea areas that contain one or more enemy ships. If a castle or fortress area does not have a port or transport of an adjacent sea area, no ship unit can be built there. Remember that two or more ship units in the same sea area are viewed as an army and how any other army must meet the delivery restrictions. (Although it would be more precise
to call several shipping units as a fleet, an army is used for the sake of simplicity). In contrast to ship units, foot, knight and siege units can never accumulate in ports or sea areas. Map of Westeros: a struggle of the kings from the first people to the invasion to rule the kings of the Andalen; From the fiery conquest of the Targaryens to the rebellion of
Robert Baratheon, the continent of Western has experienced constant military upheavals. However, Game of Thrones is not played on the battlefield. Intrigen, betrayal and murder have fallen victim to many rivals and therefore lacked support from the small home of Westeros. A house that dares to pay attention to the Iron Throne has to turn many
bikes to make rounds. Westos' "Clash of Kings" card ahmt ahmt and plans in silence what is going on behind the curtain of the war, which affects many subtle (and some less subtle) wise. In order to negotiate a “struggle of the kings”, all marker effects are initially removed from the three influencing strips on the game plan. The players then offer an
available energy positionThree traces. The prices are awarded bit by bit, starting with the piece "Eiserner throne", followed by the play "Fiefdoms" and ending with the piece "Konigshof". Offer on influence strips when offering every influence strip hide the players first all available power markers behind their visual panels. Each player then secretly
places any number of power markers he has in his hand and hides them in a closed fist. When all players have made their choice, everyone at the same time reveals their bid by opening their hand. The player with the highest bid places one of his influencers on position "1" of the auction bar. The player with the second highest bid places one of his
influencers in position "2" of the same groin, the third bidder in position "3" and so on. That means. The result of all draws is determined by the player who holds his Iron Throne token. This player puts the influencing markers of the players involved in any order on top (i.e. all the power markers offered by players are thrown into the power pool,
regardless of whether the player who takes up the position after all influencers have been placed on the bid bar "1" The bar receives its dominance marker (Iron Throne-Marker, Steel Blade Valyrian or Messenger Raven), then the players begin to offer for another influence bar. The game continues. All remaining power markers are back in front of
the influence of each player Dominance marker on the The schedule is three different influence strips: bar, feet and courtyard of the courtyard. The player king. The player in the highest position on each track receives a marker of special dominance: Iron Throne, Valyrian Blade of Steel or Messenger Raven. The effect of our influence and the
corresponding dominance sign is described below. The order of the influencing markers on the iron throne influence strip determines the access order. Always start with the player with the player, whose playing stone is on position "1" on the bar, followed by the player whose playing stone is on position "2", etc. Influence of the Iron Throne has a
playstate of the Iron Throne.Holding the Iron Throne token determines the outcome of all game draws, except for battle draws (which are determined by the player's position on the manor track) and for the winner to draw the game. NOTE. The Iron Throne token does not change hands while betting on the Iron Throne path is allowed, but this path
will be affected by tokens. Thus, a player who owns an Iron Throne token still breaks a tie during the auction at the Iron Throne scale, even though he may lose the Iron Throne token after the auction ends. Fiefdoms track players with a higher rank (i.e. Closer to 1) to follow Fiefdoms and win bonds against a lower ranked player. A player whose token
is "1" holds the steel blade token regardless of influence. Please note that all decisions regarding out-of-battle draws and the determination of the winner of the game are decided by the owner of the Iron Throne token, including draws to the Fiefdoms Trin menu. A player who owns a Walalii Steel blade token, after the end of the game, use this token
in battle to gain a +1 bonus to combat strength. When a player uses a Valiri Steel blade, they flip the token with the faded side to indicate that it was used at this stage of the game. At the end of each action phase (and therefore at the end of this round), the Welsh steel blade holder swings back, indicating that it can be used again for the next round.
The Royal Court is followed by the house position in the Royal Court, which determines the number of tokens for this House Special Order that can be found during the planning phase. The higher the rank of the house (that is, closer to "1") in the Royal Court, the more tokens of special orders this house has. A player with a token of "1" influences the
influence of the Royal Court and holds the token of the raven messenger. The number of Special Orders issued in the Path of the Royal Court is indicated by the number of stars printed on the Path of each grade (some lower ranks do not issue Special Orders). In three- and four-player games, the King's Court input flow is above the King's Court to
change the number of special teams each position provides. A player with a crow messenger token can do one of the following actions at the end of each assigned command.Exchange one of his tokens order on the game set for one of his unused order tokens. Look at the Wildling package: the holder looks at the card from the Wildling package. After
checking, he can choose to put the card above the Wild package or put the card under the Wild package. He can share (or even lie) the information found on the card with other players, but he does not have to show the card. Whenever a player uses a Messenger Raven, he returns the Messenger Raven token on his blurred face to indicate that he was
used. At the end of each action phase, the owner of the Messager crow returns the marker on his colorful side, indicating that he can be reused in the next round of play. 2. Planning phase in this phase, the players secretly give Orders to the areas of the game board. The planning phase consists of the following steps: assign orders to reveal orders to
use messenger raven 1. assign orders in this step, each player must place exactly a hidden face token (that is -Are secretly with the coat of arms of his visible house) on each territory he controls. contains at least one of its units (pawn, knight, ship or seat machine). All players place their orders at the same time. You cannot attribute more than one
token to an area. Although players are not allowed to reveal the orders given to other players, they can besides, cajolate themselves and/or develop strategies during this stage. There are five different types of serial tokens: Defense orders Defense Orders Raids Raids Consolidation Order Order tokens indicated above are normal tokens. Each player
also has five special tokens - stronger versions of each type of order, marked with an asterisk. Special commands are described here. A player can use any of his 10 regular serial tokens during the planning phase, but only as many special tokens as the number of stars printed next to his position on the influence of influence the royal court. The play
effects of each type of current contract are described here. Once all the players have entered their orders, go to the reveal the orders. Before continuing, make sure that each area with at least one unit has a token assigned it. If this is not the case, then one or more players have not placed all the required control tokens. You don't have enough control
tokens? In very rare cases, a player will have fewer eligible order tokens than needed (that is to say that he cannot give an order to each area which contains one or moreits units). In this case, all players must execute Passmyms commands (not simultaneously). The first player all his orders (with a regular) game board, followed by the next player, etc.
Players with insufficient numbers of correct orders must give up all their appropriate order chips in the process. However, if you turn as an exception to the normal rules, it can leave (selected) areas without an order. Under no circumstances should a player be able to give chips special orders other than his position on the king's judgment on the
route. 2. Discover orders for all orders assigned to the game board that are also revealed. Simply surround all orders and reveal your orders. They will be resolved later in the action phase. 3. Use Messenger Raven Token Messenger Raven can do one of the following: Change order token: Change one of the order token to one of the unused order
token. Look at the top free card: Looks at the top wild card of the deck. After looking at it, he can decide to return the card to the face of the wild deck or place the card face up on the bottom of the wild deck. He may be ready to exchange information on the map with other players, but does not show the card to others. If you wish, the Messenger
Raven owner can choose not to use any of these skills in this step. When a player uses Messenger Raven, they transform the Messenger -raven -token on its faded side and explain that it was used. At the end of each step of the campaign, the messenger holder turns the token back to the fully colored side and explains that it can be used again in the
next game round. With this step resolved, the planning phase is now over and the game moves into the action phase. III. During the action phase, players resolve all the orders that were assigned to the game board during the planning phase. The action phase is resolved according to the following steps: Resolve RAID orders. Solve March. Release
orders (and leads to fight) to fix electricity orders to clean. 1. Clear the RAID orders. Each player resolves one of their RAID order games on the board. If the player abandoned such orders, he lacks further action in this step. You cycle in order order, each player releasing one of your raid orders until there are no raid ordersOn the game board. The
game then proceeds to the "Solution Instructions" stage. When resolving a raid chapter, the player simply selects the Mission, Raid, or Enemy Consolidation order next to the RAID chapter. The selected order and RAID order are removed from the board. By attacking the enemy's orders, players are actually canceling the opponent's orders, leaving the
attacked areas unmarked. When a RAID order is used to remove a Power Contract token from an opponent, the raiding player is said to be plundering the opponent. After a loyal player completes a task, he gains a power token from the power reserve, and the opponent discards one of his available power tokens from the power reserve, if possible. A
player who always wins a pot chip, even when the opponent has nothing to lose. A raid mission set in a land area can never invade an adjacent sea area. However, a raid order placed in a sea zone may attack an adjacent land or sea zone. RAID orders can revoke adjacent special order tokens as long as they match the legal type (i.e. supporting
support, RAID or power consolidation). If no adjacent enemy tokens qualify during resolution, the order order is removed from the board with no effect. When resolving a RAID order, a player may decide that the order will have no effect (simply removing it from the board), even if there are one or more eligible adjacent enemy orders. 2. Resolve
Traveling Orders In turn order, each player resolves one of their Traveling Orders on the board. If a player does not have such orders, he simply jumps to other actions at this stage. Continue directing the travel order, each player deciding one travel order at a time, until there are no travel orders on the board. The game then proceeds to the "Resolve
Power Consolidation Orders" step. Solving travel quests is perhaps the most important aspect of Thrones: the board game. In this phase, players move from units on the set, battle opponents, and capture key territory needed to realize their ambitions. The following rules apply when resolving a move order: A player may move all or none of his units in
the area to which the work order is assigned. Units can move together or separately in multiple adjacent areas and/or stay in the area assigned to the work order. A player may only move units in adjacent spaces (unless using sea transport). infantry,And the separation of seat vehicles can never move to sea areas or ports. Ships can move to friendly
port sites or neighboring sea areas, but can never move to the ground. In each campsite order, the player can move units in one area with separations from another home. In other words, although the walking player can divide his loosens and move them to several related locations, only one of these areas may have separations from another home.
When a player moves one or more units in the area with units from another home, he begins the fight as an attacker. Before solving the battle, all other invisible movements must be completed in the region to which the walking order is named. The number printed on each camping marker means a battle power modifier that the attacker player
provides when the fight is started with this camping order. If the player goes (that is, it does not leave any detachment), he loses control of the area unless he or she determines control by placing the power of power available to the released area. Tips on an improved strategy can "distribute" the movement by handing over several walking orders to
related locations. Thus, the unit can move to more than one area for movement. This is done by moving from separation to an area with another friendly order, then (by making this second order), moving the separations of this area to the new region (potentially contains the third friendly order that will allow the separation to move again). When this
order lasts in March last year). However, this can be a tough advice, as a successful enemy attack can remove one of the procession orders in this chain. 3 There are other activities at this stage. Continue to repeat progress cyclically, while each player is completed by one of his orders of the consolidation of the authorities, while only one remains on
the playground. Then the game goes to "cleaning” walking. When a player corresponds to the sequence of the merger of the authorities, he removes the marker of the authorities to obtain a mandate marker from the Energy Reserve, as well as the additional capacity of each force icon printed on the basics of authorities. 4. Cleaning of all other
support and protection orders is now removed from the rules of the game and all broken parts are returned to an upright position.Flip the Raven and Valyrian Steelblade tokens to their available (unfaded) side. Action phase completed. If this was the end of the 10th round, the game ends and the winner is declared. Otherwise, the game proceeds to
the next round, starting a new phase of Westeros. Removal/Execution of Orders Whether the order token is executed normally or otherwise removed from the game board, it simply returns to its home's available orders, where it can be used in the next planning phase. Game of Thrones: The Board Game ends in two ways: The game comes to the end
of the 10th game round. Immediately after a player controls their 7th territory, which has a fortress or stronghold. Each player must constantly keep track of the number of spaces containing castles and/or strongholds they control on the victory track on the game board. At the end of the 10th round of the game, the player with the highest position on
the victory track (i.e., the one who controls the most areas with castles or strongholds) wins. If two (or more) players occupy the top position, the player with the same number of strongholds wins. If still tied, the player with the highest position on the supply track wins. If still tied, the player with the highest available power wins. In the extremely rare
case of a tie, the player with the highest position on the Iron Throne track wins. If at any time a house reaches the seventh position on the victory track (i.e. captures its seventh territory with a castle or stronghold), the game ends immediately and that player is declared the winner. Also read our beginner's guide. Learn more Report this ad
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