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Start: White places two adjacent tiles in the playing areq, such that edge colours match.

Play: Players then take turns adding two adjacent tiles, such that ot least one touches an
existing tile and all edge colours match. Both tiles must be played unless the first tile wins
the game.

Aim: The game is won by the player to form a creature (closed group) of their colour with
ot least one straight. Only one tile need be played if that tile wins the game for either
player. If a move simultaneously completes winning creatures for both players then the
mover loses. If the tiles run out before either player wins then the game is a draw.

Holes: Single holes enclosed on all six sides, as shown in Figure 4, represent a special
case. A player cannot place the first tile of their move in such a hole (unless that tile
immediately wins the game) as it would then be impossible to place the second tile of the
move adjacent to it.



