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KOREAN TRADITIONAL BOARD GAME
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race rS (four racers for each team)
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how to play

1. The game is played between two teams who play in turns or more.
2. A player throws four sticks on the ground.

3. Depends on the figures, player can make his racer move on the game board. 0““5

DO(piggy): 1step GAE(doggie): 2steps GEOL(sheeppy): 3steps

(you can use dice instead of four sticks if you want)

YUT(poddy): 4steps MO (horsy): 5steps back piggy: -1step

4. A player achieving at Poddy(4) or Horsy(5) is allowed to cast again
(No limit the number of times).

5. When racer gets vertexs on the board(horsy spot), he can move to the center of it.
(shortcut)
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6. If a racer lands on a station occupie by the opponent’s racer is removed from
the course and returned to the starting position, and the current player is
allowed to cast again.

7. If a racer lands on a station occupied own team, there racers can trave
together from the point on(counting as one).

8. However, if an opponent lands their racer on a station occupied by several
racers of the opponent, all there are removed from the course.

9. A player that makes all racers a around of the board is a winner.

10. A player must go back one spot that he just passed when he gets back step.

11. Caught racers have to be started again when their turns come.




