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How 1O pLAY JUMPIN

O0BJECT OF THE GAME MATCH PLAY

Each player, in turn, tries to move one of his pawns as far as pessible by “leap-
frogging” rank (across) and file (down), either back or forth over single pawns and

Each player attempts to get his twelve
pawns to the opposite side of the board

—before his opponent can do the same solid rows of pawns — all in one move (as long as there is an empty hole to receive
—by jumping over his own or his oppo- his pawn). He cannot move merely to the next hole, he cannot jump over a hole,
nent’s pieces. nor can he move diagonally. (See examples below.) Winner Is first player to get all
of his pawns to the opposite side.
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who moves first. * :
The first move is standard for both players: from In one turn, a player could make the above
the back row. A player may move only by multiple jump. Before moving thus, a player
jumping over single pawns and rows of pawns. must make sure that he will not strand an-
In a two-man game, players merely alter- other pawn.
nate moves. In a four-man game (two MEDAL PLAY

teams), teams alternate moves; team-
mates take turns playing for the team —
without communicating strategy to one

Medal play is an extension of match play. When one player has succeeded in get-
ting all of his pawns to the other side, the second player continues to place all of
his pawns, counting and recording the number of moves it takes him to succeed.

another. : : T
After four games, instead of counting number of games won, the winner is player
LOST OR MISPLACED PAWNS? T I them, .
specify whether gold or silver, and sinziegﬁa: ?or e:?h with lowest score.
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