


MATCH MADNESS JUNIOR RULES

CONTENTS
+ 16 playing blocks (4 sets of 4 different blocks)

« 48 numbered pattern cards (4 progressive difficulty levels®)
« Game rules with solutions at the end.

*NOTE: Difficulty levels are indicated by the cards’ border colors and the number of lines on the border of each card.

O PROGRESSIVE CARDS
LEVEL 1:

= Do ,
a : The cards from level 1 show a suggested block placement outline and a
‘ number to help you start your puzzle matching.
LEVEL 2:

The cards from level 2 show a suggested block placement (outline) with
no block number to help you start your puzzle matching.

Level 3 and 4 are regular puzzle cards with no additional clues.

OBJECT OF THE GAME

Be the fastest to recreate with your blocks the pattern shown on a card to
win the card. The first player to win 4 cards wins the game!

SET UP

- Each player receives a set of 4 blocks numbered from 1to 4. (Fig. A).
-Choose the level(s) you wish to play and shuffle the cards. We recommend
new players to start at level 1.

GAME PLAY

Flip the top card from the deck. All players simultaneously scramble to
match, with their blocks, the pattern shown on their card. When a player
completes a match (Fig B.), they show their card to the other players. If the
player is correct, they keep the card.

NOTE: If a player makes a mistake (Fig. C) they wait 5 seconds before
they can try to solve the puzzle again while the other players continue
flipping their blocks.

END OF GAME

The first player to win 4 cards wins the game.

SOLO MODE

Shuffle the cards from the desired level(s) and make a face down pile. Set a timer for a predetermined length of time (e.g. 5 minutes).
Start the timer, flip a card, and try to match the pattern as fast as possible. Flip a new card each time you make a correct match.
When time is up, count the number of cards you have won. Play again to beat your own score!
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NOTE: Block outlines and numbers give players ONE SUGGESTED solution to each puzzle.

LEVEL 1 10D




LEVEL 3

A game by : Jeppe Norsker
Published by: FoxMind Group LTD. 5530 St.Patrick, suite 1104, Montréal, QC, H4E 1A8, Canada
©2023 FoxMind Group LTD. All rights reserved. ©2023 Jeppe Norsker.

Match Madness® is a registered TM of FoxMind Group LTD.
Thanks for Mr. Ole Norsker for developing the software to generate the Pattern Cards.
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