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OBJECT OF THE GAME

Two ways to WIN!

Turn the Top cogwheel, by creating a linked path from your base-wheel
to the top wheel (fig.1).
The first player to successfully create such a path: WINS! Uinked Path

WARE: After each mowve, you MUST be able to turn
ither independently or through all the linkages).
different move.

If your opponent is able to block you such that after your move,
your base wheel is still not able to turn, he/she WINS! (fig.2)

Simple?! Itis. Butit's also compelling and multi-layered.

Hear that? That's the sound of your opponent's mind shifting
gears.

# Your opponent is devious and will lull you into a false sense of
; security.

@  He/shewill block you at just the right moment so that a win can turn
into a loss with one cog!

Pre-empt your opponent's thinking, predict their next move, attack
and defend...

|
|

Go an, shift your mind into overdrive... Get into

GAME SETUP

The MeCaniX game disk consists of a triangular array of p
Each player is assigned one base wheel and all fourteen cogwheels in hisfher chosen colour (Red or Blue).

Befare play may commence, the Top Wheel (Gold) is placed at the apex of the game board.

Each player now places his/her base wheel in the designated pegs as shown.
The base wheel must be in position at all times during a game and cannot be moved by either player.

Alldone? You are ready to play MeCaniX!.

&




THE GAME

The object of MeCa 0 turn the top cogwheel ( ) by ing ali ath fro eel to the
top wheel. Or to block your opponent’s cog wheels
base wheel!

A toss of a coin may determine who will start the game.

The players take turns to pl ne wheel at a time on any available peg, anyv : an the board.
ternatively, move one of their wheels already on the board to another vacant peg onthe board.

A first move by player RED may be as shown in fig.3.

It is now BLUE's turn. BLUE may open the same way as RED, but may alternatively try to block hisfher opponent's
progress, by g a wheel as in fig.4.

ure shown (fig.4), RED can now no longer turn hisfher base wheel, because it is part of a triangular
formation, which can never be turned.

: it is 2 game requirement that after every mov ou MUST be able to turn your base wheel, RED is
forced to move his/her first wheel to another location, perhaps asinfig.5.

RED has now advanced somewhat toward the top wheel and can freely turn his/her base wheel {(and at the same time
rmake all three cogs turn).

#& Eachplayeris allowed only one action per move.

& fn any move, players may |n’rrnd=|rﬁ fresh cogwheel into the game (provided they have not already -:Iul'lF'!
). Or alternatively, rJ!d pose to move one of thei s already ol .
pard. This is i when a player is blo 1 & way that

longer turns.

Players are not allowed to move their opponent's pieces to a different location at any time in the game.

rjunng rhe [ me, turning f one colour will turn
cludi i even his/her base whe

2]

BLUE could counter th
RED cog (

@ As explained, i
move, hef
(explained in

To win agame by bl

BLUE has successfull
No matter which of his
base wheel turn.

BLUE will therefore bec

The game reguir
opponent, whic

Watch out f




vheel to the
turn their

k hisfher opponent's

ther independent
to make a different
e wheel, that player

art of a triangular

base wheel, RED is

and at the same time

r}lremj',r done
othw

A game in progress could look like the sample game shown in fig.6.

It is now BLUE's turn. The threat to BLUE is that RED will now place a cog on the peg as indicated in fig.7 and
n be ab otate the whole string of cogs, straight up to the top wh
the game.

BLUE could counter this move by Dlaclr‘g a mg on the as indicated in fig.8 and thus force RED to move a
RED cog (the one nearest his/her base @

8 A r_‘.xpiainrad ifa plan{-r is ahIL to block his/her opponent's cogwhi

2 wheel, the player WINS! T

BLOCKING
Any triangular formation will not allow the cogs to turn and forms an effective block.
No playerisa to create a triangular formation in his/her own colour only
No player is allowed to block any of the corner cogs (the base wheels and the tc eel) by two of his/her own
colour (see fig.9).
THE DOUBLE BLOCK

To win a game by blocking, you will use a double b See fig. 10.

BLUE has successfully attacked RED's base wheel and RED is now blacked by the formation in the highlighted a
o matter which of his/her RED cogs hefshe now moves, the block remains and RED cannot undo it to make h
2 wheel turn.

BLUE will therefore become the winner of this game.

STRATEGIES

The game requires you to try to think a eps ahead. Be on the alert for placements of new ¢ by your
opponent, which could create a block for yo erefore force you to take a certain action.

Watch out for the moving of any of your opponent's cogs, located in a block, which may suddenly open up
the block and create a path to the top cog.

Also watch out for the nissible locations for any of your cogs. Any triangular formation in your own
colour is not allowed an t ) clude s al positions on the board.

your opponent, such that he/she can only eliminat 2 of them in a turn

I about any multiple blocks on the board etimes sev these blocks could. ~
r base wheel by just a single move which will tt | 3
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' de t ent aprés chague mouvement, et votre
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Zwungen,

BUT DU JEU : ey
.-a:}mem der Gegner Faire tourner la roue dorée en créant un engrenage depuis son rouage de
B base (fig. 1) ou bloquer son adversaire en 'empéchant de faire tourner sa

base a l'issue de son tour de jeu (fig. 2). Rouspe

! oe base
wirksame Blockade. MISE ENPLACE ;
* Bleu gagne!

nt(Abb. 9). Chaque joueur prend les 15 pi ; i

son axe dans un des coins inférieurs du plateau: les deusx p 5 ai
placées sont appelées rouages de base. Elles ne peuvent jamais étre
déplacées et devront toujours pouvoir tourner 3 I'issue du tour de jeu de

d Goldenes Zahnrad)

wird nun durch die
ird: Die Blockade
REGLE DU JEU
A tour de réle, chaque joueur choisit soit de placer une nouvelle piéce a sa
couleur sur un axe libre du plateau, soit de déplacer une de ses piéces déja
., enjeupourla transférer sur un autre axe libre.

eines Gegners, denn A lissue de son tour, le joueur doit faire tourner son rauage de base pour

montrer gu'il est libre ase est bloquee, il perd la partie.
droit de déplacer les rouages adverses mais e aeane]

tzt. So kann p!DE’IIrh i peul..'er]t

On ne peut p

et ) Bloguer un coin du plateau avec deux roues a sa couleur est interdit (fig. 4
Formation in deiner q & (g.4)

FIN DE PARTIE
n Zahnrad umsetzen i Le premier joueur qui réussit & faire
Siun joueur ne peut pas faire tourne




