
 

 

  

MANGALA  

  
The Object of the Game  

The object of the game is to capture more stones than your opponent.  

How to Play  

1. The Mancala board is made up of two rows of six holes, or pits, each. If you don't have 

a Mancala board handy, substitute an empty egg carton.  

2. Four pieces—marbles, chips, or stones—are placed in each of the 12 holes. The color 

of the pieces is irrelevant.  

3. Each player has a store (called a Mancala) to the right side of the Mancala board. 

Cereal bowls work well for this purpose if you're using an egg carton.  

4. The game begins with one player picking up all of the pieces in any one of the holes 

on thier side.  

5. Moving counter-clockwise, the player deposits one of the stones in each hole until the 

stones run out.  

6. If you run into your own store, deposit one piece in it. If you run into your opponent's 

store, skip it.  

7. If the last piece you drop is in your own store, you get a free turn.  

8. If the last piece you drop is in an empty hole on your side, you capture that piece and 

any pieces in the hole directly opposite.  

9. Always place all captured pieces in your store.  

10. The game ends when all six spaces on one side of the Mancala board are empty.  

11. The player who still has pieces on his side of the board when the game ends capture 

all of those pieces.  

12. Count all the pieces in each store. The winner is the player with the most pieces.  
  
  
  
  

 

 

 

 

 

 

 



 

 

 

CHINESE CHECKERS  
Equipment  

The Chinese Checkers or Chinese Chequers board is in 

the shape of a six pointed star.   Each point of the star is 

a triangle consisting of ten holes (four holes to each side).   

The interior of the board is a hexagon with each side five 

holes long.  Each triangle is a different colour and there 

are six sets of ten pegs with corresponding colours.    

Preparation  

Chinese Checkers can be played by two, three, four or six players.  Obviously, for the six player game, 

all pegs and triangles are used.  If there are four players, play starts in two pairs of opposing triangles 

and a two player game should also be played from opposing triangles.  In a three player game the 

pegs will start in three triangles equidistant from each other.   

Each player chooses a colour and the 10 pegs of that colour are placed in the appropriately coloured 

triangle.  

Many rules state that any unused triangles must be left populated with their unused pegs so that they 

cannot be used during the game. We suggest that the game is slightly more interesting if unused 

triangles are left empty so that pegs can hop through and come to rest in them, if desired.  

Objective  

The aim of the game is to be the first to player to move all ten pegs across the board and into the 

triangle opposite.  The first player to occupy all 10 destination holes is the winner.  

Play  

A toss of a coin decides who starts.  Players take turns to move a single peg of their own colour.  In 

one turn a peg may either be simply moved into an adjacent hole OR it may make one or more hops 

over other pegs.   

Where a hopping move is made, each hop must be over an adjacent peg and into a the vacant hole 

directly beyond it.  Each hop may be over any coloured peg including the player's own and can 

proceed in any one of the six directions.  After each hop, the player may either finish or, if possible and 

desired, continue by hopping over another peg.  Occasionally, a player will be able to move a peg all 

the way from the starting triangle across the board and into the opposite triangle in one turn!   

Pegs are never removed from the board.  However, once a peg has reached the opposite triangle, it 

may not be moved out of the triangle - only within the triangle.  

The question soon arises as to whether it is possible to move a peg into a triangle that is the starting or 

target triangle for another player. House rules apply but Masters Games suggests the following: A peg 

can be hopped through such a triangle but is not allowed to come to rest in that triangle.  

  

 

 

 

 

 

 

 



 

 

 

 

 
 

 

QUORIDOR  

Rules  
The rules of Quoridor are so simple you could probably just look at a fully set up board and start playing without 

having read anything about the game. Because you are already at a Quoridor strategy site we’re going to move 

fast. Here’s a quick synopsis of the rules.  

• The board is 9×9. The game is played between two players. Each player has one pawn and ten walls.  

• Each player’s pawn starts on one side of the board in the center spaced. The goal is to reach the other 

side of the board.  

• On a turn a player may take one action: move their pawn or place a wall.  

• Pawns move in four directions: up, down, left, or right.  

• Walls are placed to block or disrupt opponents, or to push a player’s own pawn towards the goal.  

• Once placed walls cannot be moved. Walls must be fully placed on the board.  

• You can never completely wall in an opponent. There must always remain one path to the goal for each 

player.  

That’s it. Clean and simple. Walk to the other side of the board, throw some walls down to mess with your 

opponent along the way. Ok, let’s move on to the basics.  

The Basics  
Walling  

• Wall yourself, not your opponent  
• Save your walls  
• Don’t get walled off  

• You can’t win a wall race   The optimal wall  
Newer players often get great satisfaction from placing walls directly in front of their opponents, turning pawns 

around 180 degrees, and watching opponents scratch and pull their hair in the combined emotions of confusion 

and frustration.  
  
More experienced players of course know that this will leave the newer 

player without any walls left to play and no control over the board. In 

fact, the Quoridor veterans take this very strategy and turn it 180, 

saving their walls to push their own pawns towards the goal.  
Watch the edges of the board, and remember, there are four. It is not 

uncommon to find yourself pushed towards one side of the board while 

an open path still remains on the other side. While this path on the 

other side of the board remains open your opponent has the chance to 

completely block you off and send you back around the board. It is 

sometimes beneficial to spend a wall to close off a path far away from 

your pawn, especially if it leaves you only good options.  
   

Purple, moving top, has wasted almost all his walls and not blocked 

off much of the board  

  



 

 

 
  

 

Purple, moving to top, is pushed to one side of the board 

and about to be turned around  

 

 

Yellow, moving bottom. Purple wanted to trap Yellow 

and turn him around, but Yellow can close the other side 

of the board faster, one wall to Purple’s two.  
 

If you find yourself racing your opponent to close off one side of the board, you’ll only win if you are ahead. Try 

not to get into wall races. They just waste walls and it’s better to change the direction of the action, or move your 

pawn to change the situation on the board.  
The optimal wall is one that adds the most amount of moves to your opponent’s path. Try to get the most out of 

your walls. Use your walls together to force opponents to walk all the way around them.  
Moving  

  Your unlimited resource   When you don’t know, move   The 3 space rule While you’ve only 

got 10 walls, you have an unlimited number of moves. This can be your worst enemy when trying to 

calculate things, but in general save your walls and move your pawn if you’re not sure what to do.  
Keep in mind that walls cover two spaces. When planning your movements anything that is two spaces within 

your path or existing walls can potentially be used against you.  
  

  

Yellow, moving bottom, turns towards the bottom too 

quickly. This close to so many walls it would have been 

better to move right or place walls to push his own pawn 

before moving.  
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