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INSTRUCTIONS
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BARRIER is a game for 2 players, ages 8 to adult,

matching tactics and cunning to cross through
“barrier” rows and into the opponent’s territory.
By setting up the “barrier” rows, each player tries
to block his opponent’s progress—and help his own
at the same time.

As in checkers, the object of the game is to elim-
inate the opponent's playing pieces by “jumping”
them from adjacent squares. In BARRIER, however,
the freedom of being able to move forward or
diagonally, plus the additional “barrier” rows in
the center of the board, add an entire new dimen-
sion to the game. X

GAME EQUIPMENT: game board, 16 yellow “barrier”
tiles marked with directional arrows, and 24 plastic
playing pieces-12 tinted yellow and 12 clear.

TO PLAY: the board is set up as”in figure 1. Each
player places his playing pieces flat side down on
alternating squares on his side of the-board and
takes haif of the “barrier” tiles—one player the 8
marked with small dots and the other the 8 marked
with short lines. As the tiles are placed in the “bar-
rier" rows, the markings must all face the same
direction, alternating dots and lines in adjacent
positions (see illustration). The “barrier” tiles are
placed, one at a time, alternately by each player
until all 16 are in place.

Each player should arrange his 8 “barrier” tiles so
that the directional arrows most effectively block
the opponent's progress through the “barrier”
rows. For example, a “barrier” tile at the end of a
row, pointing off of the board in one direction and
back toward the opponent's starting side in the
other direction would effectively block him from
making any progress across the “barrier” rows on
that particular “barrier” tile. His only option after
moving onto such a tile would be to move back to
his starting side (figure 1).

As play begins, each player is allowed to move his
playing pieces forward or diagonally toward the
opposite side of the playing board. He may not
move backwards or sideways except when these
moves are indicated by the directional arrow of a
“barrier” tile. A player may jump an opponent’s
playing piece (pieces) whenever the opponent’s
piece is in an adjacent space in the path of a for-
ward or diagonal move, or in the path of any indi-
cated move in a “barrier” row. Jumped playing
pieces are removed from the game board.

When a playing piece reaches a “barrier” tile, it
may only be moved in the two directions indicated
by the arrow on that tile.

By passing through the “barrier” row to the oppo-
nent's side, the player can move toward the last
row of the opponent’s side and, if he reaches
it without being jumped by his opponent, be
“crowned” by turning his playing piece over so that
the flat surface is now on top. Once a piece has
been “crowned” it may be moved in any direction
—forward, backward, sideways or diagonally—
except in the “barrier” row. Here, it may be moved
only in the directions indicated by the arrows on
the “barrier” tile. A “crowned” piece may be
jumped and removed from the board by any other
playing piece.

The winner is the player with the last remaining
playing piece(s) on the board.

ADDITIONAL STRATEGY:

Each “barrier” tile offers different possibilities to
playing pieces crossing over it. In the example
cited in the illustration, a yellow piece would be
blocked by the arrow pointing off the board in one
direction and back into his own zone in the other.
A clear piece moving onto the tile, however, could
move through the barrier and into the opponent’s
zone. Studying barriers carefully before making a
move will allow a player to make more effective
moves and anticipate his opponent’s moves.

“Crowning” a playing piece may be the key to
winning the game for a player. The added mobility

of a “crowned” piece allows that player to control
the game. Therefore, the remaining opponents play-
ing pieces should be as spread out as possible,
preventing the “crowned” piece from jumping
several pieces in any one turn.

YARIATIONS: A game may be called a draw when
each player, having the same number of pieces,
cycle repeatedly through the same series of moves,
each to avoid losing. An indirect win occurs when
a player with at least one more playing piece than
his opponent forces that opponent into an endless
cycle of moves that will not allow capture.

FIGURE 1
CLEAR PLAYING PIECES
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YELLOW PLAYING PIECES
8 Barrier tiles set by each player.

NOTE: Marking dots and dashes on each tile must
face in the same direction when the board is
set up.

L= Sample (barrier)—

Only option after moving onto tile indicated is to
move back to player's starting side.
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