SIX EXCITING STRATEGY GAMES FOR FAMILY FUN

SLY is to board games as the standard deck is to card games—a universal set of equipment for a variety
of unique games. Six new games are included—playable by from 1 to 4 players, and by any or all
members of the family.

The SLY board is divided into 144 spaces. It isalso divided into 16 fields, each one containing 9
spaces. The “center’’ space of each field is marked with a circle.

Playing pieces in four colors are provided. Each set consists of one "eylinder,” four “triangles,” and
six "‘squares’’—making a total of eleven pieces. Not all pieces are used in each game.

THE SIX GAMES INCLUDED WITHIN “SLY"”

L) L
aomre a[y* where one player, by clever planning, tries to take off all the pieces

except one.

Ld
5’@3@ — an exciting race for two, three, or four players.
.
”e P — where two players try to be the first to form their pieces into a straight line

of four.

&loc&de — where two players each try to engineer the escape of their own king, while

blocking the opponent’s escape.

L
&”},‘m — a battle by two, three, or four army commanders to take control of an empire.
gab@ay— where 2, 3, or 4 players try to be the first to each start with three pieces and

enter eight more pieces through the gateways.

Solitaire Sly

The Set Up: Six squares and three triangles
are used of each of the four colors—making
a total of thirty-six pieces. These are placed
on the board as shown in |llustration 1.
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Ilustration 1.

The Play: The player chooses any piece and
jumps it over one or more pieces in a straight
line—to the right, left, up, or down—and
lands in the first empty space. The piece can
pass over any other piece, except one of the
same color as the piece jumping. All pieces
passed over are removed from the board.

{As an example, in Ilustration 1, the [
piece in space 3D could jump up, landing in
space 1D and removing one piece. It could
jump to the right to space 3H, removing
three pieces. And it could jump down to
space 8D, removing four pieces. But it
could not jump to the left because it would
pass overa [ piece.)

Note: In the play, there is no difference be-
tween a square piece and a triangle piece.

Winning: The player wins by removing all
the pieces except one. (As an example, in
Illustration 2, the player could win by jump-
ing the [ piece A" to the left to space
“B": and then jumping the [ piece “C" up
to space ‘D,” left to space “E,”” and down
to space “'F."”)

—for one player. Object: Remove all but one of the
pieces from the board,
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Illustration 2, '

If the player ends with two remaining pieces
he has played a good game; with three re-
maining pieces he has played a fair game;
with four or more, he has played a bad game.

Solution: By moving the pieces as shown,
the game can be won in twenty-three moves.
Can you do better?

1)5D-1D 7) 2B-2D 13) 1D-3D 19) 2G-2E
2) 5E-1E 8) 2G-2E 14) 1E-3E 20) 2E-4E
3) 7D-5D 9) 6B-2B 15) 2B-2D 21) 4E-6E
4) 7E-5E 10) 6G-2G 16) 20-4D 22) 6E-B8E
5) 7B-7D 11) 6C-2C 17) 4D-6D 23) 8D-BF
6) 7G-7E 12) 6F-2F 18) 6D-8D

Tips on Good Play: Try to keep the pieces
together as much as possible. If one or more
pieces becomes separated from the others
by two or more spaces, it can be very diffi-
cult to get them together again, Watch for a
lot of pieces of the same color near each
other. If some of them are not removed
they will cause trouble before the end of the
game,

Variation: Instead of placing the pieces as
shown in lllustration 1, mix them together
(in a box or a bag) and then place them at
random to fill the four fields in the middle
of the board.



hd —for two, three, or four players. Object: Race your
nine pieces across the board before any opponent can
do the same with his pieces.

The Set Up: Six squares and three triangles
of the same color are used for each player.
These are placed in one field as shown in Il-
lustration 3—which shows the setup for two
players,
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Illustration 3.

The player to go first is chosen in any con-
venient manner. With three or four players,
the turn to play rotates to the left.

The Play for Two: (Changes when three or
four play will be given later.) Each player, in
turn, moves one of his pieces to the right—
always staying in the same ““track” (row) in
which it started. If the space to the right is
vacant, the piece moves into it. If there are
one or two pieces to the right of the moving
piece, it jumps over them and lands in the
first vacant space. (Note: In the basic play
there is no difference between a square
piece and a triangle piece.) If, after moving,
the piece is in the same column (same dis-
tance along the track) as either one or three
of the opponent's pieces, the piece moves
again. And the piece continues moving as
long as it ends each move in the same col-
umn as one or three of the opponent's
pieces.

(As an example, in lllustration 3, the W
player starts by moving piece A" to space
“B.,” [ then moves piece ""C" to space
"D." The piece is now in a column with one
B piece, and moves to space "'E.")

{As another example, in Illustration 4, if it
is [1's turn to play, he could move piece
“A" to space "B.”” It is now in a column
with three B pieces and moves to space
“C.” It is now in a column with one B
piece and goes to space “D."” If he chooses
to move piece “E" it goes to space “'F" and
then to space “'G." Since there are only two
B pieces in the same column, it does not
move again.)

A player may not leave an empty field be-
tween two fields in which he has pieces. (As

an exampte, in Illustration 4, the M player
is not permitted to move piece “H'' to space
“1" and then to space "“J.” He could, how-
ever, move to space “l" and stay there. This
is the one situation in which a player can
stop after moving into a column with
one or three of the opponent’s pieces.)
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Illustration 4.

Winning: The first player to move all nine of
his pieces into the field at the right side of
the board, regardless of their arrangement, is
the winner.

The Play for Three or Four: Each player
starts with nine pieces in a field at the left
of the board, When a piece ends a move in a
column in which the total number of all op-
ponents’ pieces isodd (one, three, five, etc.),
the piece moves again.

When four play, each can play for himself or
teams can be formed, with partners sitting
s0 that the turn to play alternates between
teams. When played with teams, both players
of a team must move their pieces into the
fields at the right side of the board to win.

Variation for Experienced Players: |n order
to win a player must move his nine pieces
into the field at the right side of the board
with the triangles in the same position in
which they started. For further variety, the
starting- and finishing- position of the tri-
angles can be changed as desired; but keep a
record to avoid argument.

Tips on Good Play: Try to keep your pieces
s0 that there are two in a column, particu-
larly when two are playing. Be careful not
to leave one piece in a track lag too far be-
hind the other two. If it does. it cannot take
advantage of moving ahead by jumping.
When playing the variation, be sure that you
don’t get pieces into the final field so that
it becomes impossible to duplicate the start-
ing position.

L]
&”e w —for two players. Object: Be the first player to form
four of his five pieces into a straight line.

The Set Up: Each player uses two sguares,
two triangles, and one cylinder of the same
color. At the start of the game the board is
empty. During the game only the sixteen
center spaces (marked with circles) are used.
The player to go first is chosen in any con-
venient manner.

The Play: The players, in turn, place their
pieces in empty centers in the following
sequence:

First Player Second Player

Place first square . . .place first triangle.
Place the cylinder . . .place first square,
Place first triangle. . .place the cylinder.
Place second square. .place second triangle.
Move the cylinder

(as explained below) .place second square.
Place second triangle .move the cylinder.

After this, the players continue moving
pieces in the same sequence—square, triangle,
cylinder, square, triangle, cylinder, etc.
{which is the order of their height, from
lowest to tallest).

A cylinder moves to any neighboring cen-
ter—including diagonally—that is empty. A
square or triangle moves to an empty neigh-
boring center—horizontally or vertically, but
not diagonally. lllustration 5 shows the al-
lowable moves of the pieces.
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Illustration 5.

Winning: A player wins by forming a straight
line—including diagonally—of four pieces. If,
on a player’'s turn, he cannot move the re-
quired type of piece because all neighboring
centers are occupied, he loses the game.
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Illustration 6.

(As an example, in Illustration B, if it is the
[ player's turn to move a triangle, he wins
by moving up as shown. If, instead, itis ['s
turn to move his cylinder, he must move it
to the only empty neighboring center. B
then moves his square and wins, But if it is

B's turn to move his cylinder, he loses be-
cause all of the neighboring centers are oc-
cupied.)

Tips on Good Play: Always consider the
type of piece you will be moving on your
next turn, and also the one your opponent
will be moving. Be careful to avoid having a
piece trapped so that it cannot move. Since
a player has only one cylinder, it is particu-
larly vuinerable to being trapped.



L4 —for two, three, or four players. Object: Take
lre control of the “empire,” using a complete force of
eleven playing pieces.

The Set Up: Each player uses the cylinder
(called the “commander’’), the four triangles
(called "horsemen’), and the six squares
(called "“archers”) of one color. These are
placed on the board as shown in Illustration
7—which shows the set up for two players.
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Ilustration 7.

The player to go first is chosen in any con-
venient manner. With three or four players,
the turn to play rotates to the left.

The Play for Two: (Changes when three or
four play will be given later.) Each player, in
turn, moves one of his pieces. All pieces
have the same move—in a straight line hori-
zontally or vertically to any vacant space in
that line, The moved piece can pass over
any number of other pieces, either friendly
or enemy. (As an example, in lllustration 7,
the B horseman “A" could move to any
space marked “'B.")

A piece captures an enemy piece by landing
in the space occupied by that piece. A cap-
tured piece is out of the game. A horseman
can only capture by moving exactly three
spaces (as an aid in remembering, a horse-
man has three corners). An archer can only
capture by moving exactly four spaces (an
archer has four corners). A commander can
only capture by moving exactly two or five
spaces. (As an example, in Illustration 8, the
[ archer “A" could capture the B horse-
man "‘B,” but “B' could not capture "A."’
The M commander “C” could capture the
[ horseman ‘D" or the [J archer “E.")

Winning: The four center spaces marked
with a “T" in lllustration 7 are "'throne”
centers. A player wins if he has pieces in
three throne centers and then moves a piece
into the fourth—even if the piece could be
immediately captured by the enemy. (As an
example, in lllustration 8, if it is the [
player’s turn he could move archer “F" to
capture B's archer 'G.” He has occupied
the fourth throne center and wins—even
though W has three pieces that could cap-
ture the moved piece.)

The throne farthest from a player's starting
corner is his “coronation’ center. (In Illus-
tration 7, Ty is ['s coronation center and

Tr is W’'s coronation center.) If a player
can move his commander into his corona-
tion center without having it immediately
captured, he wins. (As an example, in lllus-
tration 8, if it is W's turn he could move
his commander “C” to capture the [ ar-
cher "'E,”" occupying his coronation center.
But [0 could immediately capture B's
commander with his horseman “H" and
B does not win.)

If a player captures the enemy commander,
he wins.
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Illustration 8.

The Play for Three or Four: Each player
uses the eleven pieces of one color. These
are set up in three or four corners of the
board in the same arrangement as in llus-
tration 7. A player wins by occupying any
three of the four throne centers. He also
wins by moving his commander into his cor-
onation center without having it immediate-
ly captured by any one of the opponents.

Capturing an enemy commander does not
end the game, unless only two players re-
main at the time. Instead, any remaining
pieces of the captured commander's army
now join the capturer's army and can be
used in the same manner as pieces of his
own color.

When four play, each can play for himself
(as explained above) or teams can be formed
with partners sitting so that the turn to play
alternates between teams. A team wins by
occupying all four throne centers, by either
partner occupying his own coronation center
with his commander and not having it im-
mediately captured by one of his opponents,
or by capturing either enemy commander.

Tips on Good Play: It is usually wise to oc-
cupy throne spaces as quickly as you safely
can. Then the enemy has the task of driving
you out. Normally it is preferable to lose an
archer rather than a horseman. There are
less horsemen. Also, with their capturing
move of three spaces, when they are occu-
pying a throne center they attack two other
throne centers. Always keep a careful eye
on enemy commanders to see that they
can't safely sneak into their coronation
space,

—for two players. Object: Engineer the excape of
oc e your “’king" while blocking your opponent’s from
escaping, using your six “‘guards.’”

The Set Up: Each player uses the cylinder
(called the "king’’) and the six squares
(called *'guards’’) of one color. At the start
of the game only the two kings are on the
board, in the positions shown in Illustra-
tion 9.

= o e O
¢

O

[
I

-

Illustration 9.

‘_]C

The player to go first is chosen in any con-
venient manner.

The Play: The object of each player is to ar-
range a path for his king to escape off the
opposite side of the board. Until ready to
escape, the king does not move from its
starting position. In escaping, the king moves
in a straight line—horizontally or vertically—
until it escapes or until it is stopped by a
guard of either color. When stopped by a
guard, the king turns in either direction and
continues until stopped again, etc. (As an
example, see the escape path for the [
king in lllustration 9.)

Each player in turn places a guard in any
vacant space on the board, with the follow-
ing exceptions. The first guard each player
places may not be placed in a center space
{marked with a circle). No guard of either
color can ever be placed in the field (of 9
spaces) occupied by a king.

(As an example of the start of the game, in
Illustration 9, the [J player places guard
“A,’" stopping the M king from an immed-
iate escape. [J is not permitted to place his
first guard in space B, since it is a center.
B places guard “C,"” stopping the [J king.
O now places guard D, threatening an
escape path as shown,)

After all the guards have been placed, the
players, in turn, move one of their guards
one or more spaces—in a straight line hori-
zontally or vertically—into a vacant space in
that line. A guard may not move over an-
other piece—king or guard— of either color.
A guard may not move into a space in either
king's field, but may pass over a king's field
in moving.

Winning: When a player, at the beginning of
his turn, sees an escape path he moves his
king along this path and wins. The escape
path can have any number of turns due to
guards. It can pass over the enemy king's
field, but must stay completely clear of the
enemy king.
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Ilustration 10.

(As an example of the finish of the game, in
Illustration 10, it is ['s turn to play. B
threatens two escape paths—to ""A" and to
“B.”" Movement of guard “C" to space "D"
would stop both paths, but a guard is not
permitted to move over any other piece.
There is no move that [0 can make to save
the game.

Tips on Good Play: Careful attention to
every possible escape path is essential. Try
to keep the opponent on the defensive by
having an escape path at the end of each of
your turns, but make sure that it isn't one
that he can use against you.



Sateway

—a futuristic game for two, three, or four players.

Object: Starting with three pieces, be the first
player to enter eight additional pieces through
the “gateways.”

The Set Up: One cylinder, one triangle, and
one square of each color are placed on the
board as shown in lllustration 11—which
shows the set up for 4 players.
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Illustration 11.

When 3 play the three pieces of any one of
the colors are omitted. When 2 play only
the pieces of two colors are used—either 3
and [} or Mand M.

Each player takes the remaining three tri-
angles and five squares of his color and
keeps them on the table before him.

The player to go first is chosen in any con-
venient manner. With 3 or 4 players, the
turn to play rotates to the left.

The Play: Each player in turn moves one of
his pieces. All pieces have the same move—in
a straight line horizontally or vertically to
any vacant space in that line, except a cen-
ter space (marked with a circle). The moving
piece can pass over any number of other
pieces, either friendly or enemy. (As an ex-
ample, in lllustration, 11, the [ triangle A
could move to any space marked “'B."”" The
O eylinder “C" could move to any space
marked “D."”

When a player moves a piece so that it is in
line with two enemy pieces of the same
color—one in a vertical line and the other in
a horizontal line—and each piece involved is
a different shape (one cylinder, one triangle,
and one square), the player is entitled to en-
ter a new piece. This new piece is placed on
the center space (called the “‘gateway’’) of
the field in which the piece ended its move,
provided the gateway is not occupied. If it is
already occupied, a new piece cannot be en-
tered.

(To clarify this, let's take some examples:
(1) In Illustration 12, if the [ player moves
his triangle A" down as shown, he ends his
move in line with Edsquare "B™ and Elcyl-
inder "C."" He enters a new piece in gateway
“D." (2) If [ moves triangle A" left as
shown, he ends his move in line with an en-
emy cylinder “C""and an enemy square “E."’
However, they are of different colors so he

does not enter a new piece. (3) If [Imoves
triangle “A'right as shown, he ends his
move in line with []square “E" and [cyl-
inder “F." However, the gateway in the
field is already occupied so he does not en-
ter a new piece. (4) If [0 moves his square
"G as shown, he ends his move in line with
£ square “B" and Ecylinder “'C."" However,
there are two squares and no triangle so he
does nut enter a new piece. (5) If T moves
his square “H" as shown, he ends his move
in line with [ triangle ""A" and [ cylinder
“1." He enters a new piece in the gateway he
just left.)

When a player enters a new piece he is free

to enter either a triangle or a square, as long
as both are available.
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Hlustration 12,

When on a player’'s turn he has a piece on a
gateway and there are two or more enemy
pieces in that field, he must move that piece
off the gateway—but not necessarily out of
the field. {As an example, in lllustration 12,
if it is 5I's turn he must move either the E3
square "'J"” or the B triangle "K.” On his
next move, he will have to move the other
one.)

Winning: The first player to enter all of his
pieces is the winner.

Special Rules for 4 Playing as Partners: Part-
ners sit so that the turn to play alternates
between teams. A player cannot enter a
piece by being in line with two of his part-
ner’s pieces. In order for a team to win both
players must enter all of their pieces. The
one finishing first continues moving, to try
and help his partner to finish.

Tips on Good Play:As the board fills up, it
becomes harder and harder to find all the
possible opportunities to enter new pieces.
Since there is only one cylinder for each
player, studying the positions of the cyl-
inders helps to clarify the situation. By forc-
ing an opponent to move a piece from a
gateway, he can be caused to lose valuable
time.
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