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OBJECT OF THE GAME
To be the first to reach one of the squares opposite your own base line 
(Fig.9).

RULES OF THE GAME FOR 2 PLAYERS
At the start of the game, the fences are placed  on either side of the 
board (8 fences for each player).
Each player takes a “mouse” and places in the centre of his base line, 
and place the cheese piece of the same color as the mouse at the 
opposite end of the board to mark the goal (Fig. 1). A draw determines 
which player starts.

PLAYING THE GAME
Each player in turn decides whether to move his mouse or to put up a 
fence. When a player runs out of fences, he must move his mouse.

MOVING THE MICE
The mice are moved one square at a time, horizontally or vertically, 
forwards or backwards (Fig 2). Mice must go round the fences (Fig 3).

PUTTING UP FENCES
Fences must be placed between 2 sets of 2 squares (Fig 4).
Fences can be used to help a player to move forward or to slow down 
his opponent’s progress, but cannot be used to prevent his access to 
the goal line: an escape route must always be left open (Fig 5).

FACE TO FACE
When 2 mice face each other on 2 adjoining squares not separated 
by a fence, the player whose turn it is can jump over his opponent’s 
mouse and place his mouse on the square behind (Fig 6). 
If there is a fence behind his opponent’s mouse, the player can place 
his mouse to the right or to the left of it (Figs. 7 and 8).

WINNING
The first player to reach one of the squares opposite his base line is 
the winner (Fig. 9).

RULES OF THE GAME FOR 4 PLAYERS
At the start of the game, the 4 mice are placed in the centre of each of 
the 4 sides of the board. Each player is given 4 fences. The rules of the 
game are identical to those for two players, but a player may not jump 
over more than one of his opponents' mice.
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 The creator of each Gigamic game earns 
royalties on each game sold! Don’t hesitate 
writing us at Gigamic to propose a game you 
yourself may have designed.

L’auteur de chaque jeu Gigamic perçoit des 
royalties pour chaque jeu vendu...N’hésitez 
pas à envoyer toute proposition de jeu de 
votre conception en écrivant à Gigamic.

Des Erfi nder erhält Tantiemen für jedes 
verkaufte Spiel. Zögern Sie daher nicht, alle 
von Ihnen entwickelten Ideen Für Spiele an 
Gigamic einzusenden.

El autor percibe royalties por cada juego 
vendido... No dude en enviar cualquier 
propuesta de juego que Ud. haya creado 
escribiendo a Gigamic.

L’autore percepisce i diritti d’autore per 
ogni gioco venduto... Non esitate ad inviare 
proposte di giochi da voi creati, scrivendo a 
Gigamic.

Auter ontvangt royalties voor ieder verkocht 
spel... Aarzel niet spelvoorstel dat u zelf heeft 
uitgedacht op te sturen door te schrijven naar 
Gigamic.

o autor cobra direitos por cada jogo 
vendido... Não hesite em enviar toda e 
qualquer proposta de jogo concebido por si, 
escrevendo a Gigamic.
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Informations à conserver.
informazioni da conservare

Please keep for future reference
Bitte bewahren Sie die Regel gut auf

Informaciones a conservar
Informatie te bewaren

Informação a conservar 
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