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ARROWS Game Rules
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Select a challenge. =q
— M)
Place all puzzle pieces on the game board so that the orientation of the arrows in your solution matches the —I8\
challenge: — )
* Challenges in the Starter level show the orientation of all arrows and the colors of some. =
* Challenges in the Junior level show the orientation of all arrows, but not their color. —_— O
* Challenges in the Expert, Master and Wizard levels only show the orientation of some arrows. The orientation g
of all other arrows is not important for the solution. —

—
* All pieces need to be placed on the game board, even if they are not needed to show the arrows given in _—
the challenge. S
L)

e There is only one solution, which can be found at the back of the booklet.

m ©
< £
86
o c
S
oo
N T
58
3=

© 2019 Concept, game design & artwork: Original product name: 1Q Arrows info@smart.be

SMART - Belgium. Al rights reserved. Neerveld 14, B-2550 Kontich, Belgium www.SmartGames.eu



