Set-up:.
* Give each player a Sliding Puzzle.

* Shuffle the cards and set the pile in the center of the table,
- action side up. In this version, both sides of the Challenge

top of the pile. The first to finish their puzzle and carry
| the action wins 3 cards, the second wins 2 cards, and the
third wins | card.

_ End of ‘the/Game

Cards are used. - The first player to collect 10 cards wins the game. -
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' Plﬂy ing a Round = ; : . Visit www.blueorangegames.com e
* Flip the top card and place it next to the pile, challenge side up. 't\_/ Action to pelform to discover our collection of fun logic races!

'hHave evirylc:ne sl e tabshorllath:lr pu:zrllesf?o th:t * For an added challenge, one or two small gear wheels are
R e green sguares el the BT IpecA pictured on some of the cards.To win the round, you must
. card.The puzzles are square, so it does not matter which = e

0% cction they £ | b o r " not only create a continuous red line on your puzzle,but also
|recjaon they fage dapns as the greefSqHArCS SIS T make sure the wheels are in their pictured location.
locations as those pictured on the card.
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— -Wh_én everyone is ready, begin the race to create a clear train | Exarr]'ple of a clear train of thought _ - D& =
| of thought! Slide the tiles and think quickly to find a way to - matching the Challenge Card at play. o = <, g 3=
@connect the green squares on your puzzle with a continuoﬂr - _J-l:f\g =
“red line. : B SG -
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Version 1- Opponent’s Choice 7 " Playing a Round
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Pl de and he til lic
r P Slidognd s ; e th?". bl lide any 2 of the |6 white tabs on the border of your
uzzles until they have created a continuous red line - L il _
) - - zle to reveal the green squares.These indicate the 2
nnecting 2 green squares.The length of the line does not s that neolSe b # dldurindh ‘i
matter, as long as the green squares are connected.VWhen they * Give each player a Sliding Puzzle with all the tabs ROLIEIAT ECRETORPCICONNEEREARAUNIN St E FACES
- Contents are done, players need to perform a silly action to win cards. |  covering the green squares. * Hand the puzzle you are holding to the player on your left.
~ + 4Sliding Puzzles - The first player to collect 10 cards wins the game. ~ « Shuffle the cards and set the pile in the center of the * Now the game can star... begin the race to create a clear
* 48 Challenge Cards The Challenge Cards are double sided. Pictured on one side table, action side up.The challenge side of the cards will train of thought! Slide the tiles and think quickly to finda |
a - of the cards are the silly actions that players need to complete ~ not be used for this version. S ‘way to connect the green squares on your puzzle witha
Introduction before they win a round, and pictured on the other side of the continuous red line.
Ever feel like your head is in a jumble? Sometimes the engine cards are the challenges used inVersion 2 of the game. * Once you have successfully connected the green squares, do
that keeps you going can get mixed up and turned around. Examples of actions: your best to perform the action pictured on the card at the top
Exercise your brain and get your . A _of the pile.The first to finish their ] : 'T
';'"H ~thoughts back on track in this = ’ = W == i Pl M ‘ (523 Rl Tl F_ $% 7 g 'ili}pl:lzﬂe and carry out the action : 2 3 b
fast-paced race! Think g ) - ?r ] \ D v P ' wins 3 cards, the second wins 2 =l Gee =
. e : - § ! 1 T er ) m
and act quickly to get i gy : ’{h g . - cards, and the third wins | card. ! 2
- m our train of thought i 23 = | - = D 3 ! ' : = g
7O8p g : R gt SE B ! _ ) wy [ _  Example of a clear train of thought! pt+EBSE =
- | going full steam ahead. _ : - ‘ \ = : - - g *
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~ Pretend to looking for Pretend you are Cover your ey;s andt” B= . ; o 11 . @%
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something important!  dancing in a ballet! look sca € d! ~ 4 _ f N Y player to collect 10 cards wins the game.

= p

=
-



