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RULES:

- GAME PLAY IN CLOCKWISE, ONLY THE (4) CARD IS ANTFCLOCKWISE.
- EVERY TWO OPPOSITE PLAYERS ARE ONE TEAM, THE FIRST PLAYER FROM THE SAME TEAM
TO PUT ALL 4 MARBLES IN THE BASE HAS TO HELP HIS TEAMMATE FINISH BY MOVING HIS
MARBLES INTO BASE,

- A PLAYER. CAN NOT MOVE HIS MARBLE OVER. ANOTHER OF HIS OWN MARBLES, BUT HE
CAN MOVE ABOVE ANY OTHER PLAYERS MARBLE AS LONG AS IT DOES NOT EXCEED ONE
MARBLE.

- THE HOME OF EACH PLAYER IS HIS SAFE SPOT, NO PLAYER CAN JUMP ABOVE HIM, KILL HIM
OR SWAP WITH HIM.

- THE GAME STARTS BY EACH PLAYER TAKING ONE RANDOM CARD, THE PLAYER WITH THE
HIGHEST CARD PLAYS FIRST, AND IS CALLED THE MATCH LEADER.

- THE MATCH LEADER STARTS BY DISTRIBUTING THE CARDS TO EACH PLAYER, THE FIRST
AND SECOND ROUND 5 CARDS ARE GIVEN TO FACH PLAYER, THE THIRD ROUND 6
CARDS ARE GIVEN TO EACH PLAYER(NOTE: IN SIX PLAYERS 8 RANDOM CARDS ARE REMOVED
FROM THE 2 DECKS).

- AFTER THE THIRD ROUND THE NEXT PLAYER ON THE RIGHT OF THE MATCH LEADER
BECOMES THE MATCH LEADER AND SO ON.

- WHEN'A MARBLE IS KILLED IT IS RETURNED TO THE GRAVEYARD.

-A PLAYER WITH NO MARBLE OUTSIDE THE GRAVEYARD CANNOT PLAY, UNLESS HE HAS A
(DROP) CARD.

- IF THE PLAYER HAS CARDS THAT CANNOT BE PLAYED HE HAS TO THROW HIS CARDS
AND WAIT TILL THE NEXT ROUND TO PLAY.

~ ANY MARBLE THAT LANDS ON ANOTHER MARBLE KILLS IT EVEN IF IT WAS OF THE SAME
PLAYERS MARBLE.
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MOVES ONE MARBLE
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MOVE ONE MARBLE
FROM GRAVEYARD
TO HOME
OR
MOVE MARBLE
THERTEEN STEPS
KILLING EVERYTHING
ON ITS WAY

NOTE: CAN NOT KILL
USED ON MARBLES
IN HOME
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DEFINITIONS:

MARBLES: COLORED CRYSTAL MARBLES (4 MARBLES PER. PLAYER).
GRAVEYAR D: THE STARTING POINT OF ALL MARBLES,

HOME: DROP ZONE FOR MARBLE FROM GRAVEYAR D(EACH PLAYER HAS A ONE
HOME).

BASE: FINISHING POINT, WHERE EACH PLAYER HAS TO INSERT ALL 4 MARBLES TO
WIN.

CARDS: USED TO MOVE THE MARBLES ACCORDING TO EACH CAR D RULES.
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RULES:

- GAME PLAY IN CLOCKWISE, ONLY THE (4) CARD IS ANTFCLOCKWISE.
- EVERY TWO OPPOSITE PLAYERS ARE ONE TEAM, THE FIRST PLAYER FROM THE SAME TEAM
TO PUT ALL 4 MARBLES IN THE BASE HAS TO HELP HIS TEAMMATE FINISH BY MOVING HIS
MARBLES INTO BASE.

- A PLAYER. CAN NOT MOVE HIS MARBLE OVER ANOTHER OF HIS OWN MARBLES, BUT HE
CAN MOVE ABOVE ANY OTHER PLAYERS MARBLE AS LONG AS IT DOES NOT EXCEED ONE
MARBLE.

- THE HOME OF EACH PLAYER IS HIS SAFE SPOT, NO PLAYER CAN JUMP ABOVE HIM, KILL HIM
OR SWAP WITH HIM.

- THE GAME STARTS BY EACH PLAYER TAKING ONE RANDOM CARD, THE PLAYER WITH THE
HIGHEST CARD PLAYS FIRST, AND IS CALLED THE MATCH LEADER.

- THE MATCH LEADER STARTS BY DISTRIBUTING THE CARDS TO EACH PLAYER, THE FIRST
AND SECOND ROUND 4 CARDS ARE GIVEN TO FACH PLAYER, THE THIRD.ROUND 5
CARDS ARE GIVEN TO EACH PLAYER.

- AFTER THE THIRD ROUND THE NEXT PLAYER ON THE RIGHT OF THE MATCH LEADER
BECOMES THE MATCH LEADER_ AND SO ON.

- WHEN A MARBLE IS KILLED IT IS RETURNED TO THE GRAVEYARD.

-A PLAYER WITH NO MARBLE OUTSIDE THE GRAVEYARD CANNOT PLAY, UNLESS HE HAS A
(DROP) CARD.

-IF THE PLAYER HAS CARDS THAT CANNOT BE PLAYED HE HAS TO THROW HIS CARDS
AND WAIT TILL THE NEXT ROUND TO PLAY.

- ANY MARBLE THAT LANDS ON ANOTHER MARBLE KILLS IT EVEN IF IT WAS OF THE SAME
PLAYERS MARBLE.
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- GAME PLAY IN CLOCKWISE, ONLY THE (4) CARD IS ANTI-CLOCKWISE.

- A PLAYER CAN NOT MOVE HIS MARBLE OVER ANOTHER OF HIS OWN
MARBLES, BUT HE CAN MOVE ABOVE ANY OTHER PLAYERS MARBLE AS
LONG AS IT DOES NOT EXCEED ONE MARBLE.

- THE HOME OF EACH PLAYER IS HIS SAFE SPOT, NO PLAYER CAN JUMP ABOVE
HIM, KILL HIM OR SWAP WITH HIM.

- THE GAME STARTS BY EACH PLAYER TAKING ONE RANDOM CARD, THE
PLAYER WITH THE HIGHEST CARD PLAYS FIRST, AND IS CALLED THE MATCH
LEADER.

- THE MATCH LEADER STARTS BY DISTRIBUTING THE CARDS TO EACH
PLAYER, THE FIRST, SECOND,THIRD AND FOURTH ROUND 5 CARDS ARE
GIVEN TO EACH PLAYER, THE FIFTH ROUND 6 CARDS ARE GIVEN TO EACH
PLAYER.

- AFTER THE HFIH ROUND THE NEXT PLAYER ON THE RIGHT OF THE
MATCH LEADER BECOMES THE MATCH LEADER AND SO ON.

- WHEN'A MARBLE IS KILLED IT IS RETURNED TO THE GRAVEYAR D!

-A PLAYER. WITH NO MARBLE OUTSIDE THE GRAVEYARD. CANNOT PLAY,
UNLESS HE HAS A (DROP) CARD.

- IF THE PLAYER HAS CARDS THAT CANNOT BE PLAYED HE HAS TO THROW
HIS CARDS AND WAIT TILL THE NEXT ROUND TO PLAY.

- ANY MARBLE THAT LANDS ON-ANOTHER MARBLE KILLS IT EVEN'IE IT WAS
OF THE SAME PLAYERS MARBLE.



