
The Mole take it easy! 
Game for 2- 6 players
Age: 5-99
Playing time: 30 minutes

Game Components
1 game board 
1 dot dice
24 pieces in 6 different colors

Goal of the game
The goal of each player is to go with your pieces all the way to the finish fields of your color. The player to get there first is the winner. The others continue the game until they reach their own finish fields with their own pieces.

Game Set up
At the start each player gets 4 pieces of the same color. Then place them to the container of the same color, marked with letter B.

Rules of the games
1. At the start each player rolls a dice. The player who rolls the highest score starts the game. You have 3 attempts to roll a „6“, so you can place one of your pieces on the starting field A. If you don´t roll a „6“, the next player in clockwise direction goes on.
2. Once you roll a „6“, you place your piece on the starting field. Then roll once again and move as many spaces as the dice shows.
3. The move of the pieces on the game board is determined by the dice. If your piece is in the game, roll a dice and move as many fields as you rolled.
4. If you roll a „6“ during the game, you must start with another piece of yours on the starting field and roll once again. Then you must move the piece that has just entered the game even if it means eliminating one of your own pieces from the game since one field can hold only one piece.
5. If you have all your pieces in the game and you roll a „6“, roll once again and you can choose if you move one piece the sum of the rolls or divide the individual rolls among more pieces.
6. When moving you go over other pieces in the game, be they your own or other players´. All crossed fields are count properly.
7. If you reach an occupied field, you eliminate the piece standing there and take its place. The eliminated piece goes back to its container B of its color.
8. The eliminated pieces can enter the game upon rolling a „6“ only.
9. The pieces that went through all the track are placed on the fields of the same color marked by letters a, b, c, d. These field are called the „home“. You can enter home from the last field before the starting field A. Any other piece of a different color can’t enter the home. Once your piece is home it cannot be eliminated. You can enter the home only if you roll the exact number of dots to reach a free field at home. If you do not roll this number of dots and you have no other pieces left in the game you must wait for another roll. Inside, the pieces can move in the same way like during the game provided there is some space for it.


The Mole and cars 

Game for 2–4 players
Age: 3+
Playing time: 15 minutes

Game Components
1 game board
16 pieces in 4 colours
1 colour dice

Goal of the Game
Each player has to race the 4 pieces along the whole game board and bring them to the right-colour “home” fields in the board center). First player to bring all four pieces home wins. The other players continue to race until they bring their pieces home too.

Start of the Game
Each player takes 4 pieces of the same colour. One of them goes immediately to the start field of the player’s colour, next to the arrow. The other pieces go to the reserve fields of his/her colour.

Game rules
The youngest player starts the game. All the players continue taking turns clockwise.
The first player rolls the die and moves his/her piece clockwise to the nearest car of the same colour shown on the die. If the die shows the same colour as the players pieces, the player can either put a piece from reserve into the game or move a piece that’s already in the game. The moving piece can pass any number of the player’s or opponent’s pieces or his own. All crossed fields are count properly.
If the moving piece ends the turn in a field occupied by another piece, it pushes such a piece out, placing it into its reserve field. He places his piece on the now empty field. The owner can later return the pushed-out piece into the game, if during the turn he/she rolls his/her colour. 
After going round the whole game board, the player places his/her pieces on the 4 fields in the middle of the board. To those fields you can move only from the last field before the star filed next to the arrow. Those 4 fields are called “home”. Any other piece of a different colour can’t enter the home. Once your piece is home it cannot be eliminated. You can enter the home only if you roll the same colour as is the colour of a car at home. The field you want to enter at home must be empty. If you do not roll the necessary colour and you have no other pieces left in the game you must wait for another roll. Inside, the pieces can move in the same way like during the game provided there is some space for it.

Let’s go pick cherries!
Game for 2–6 players
Age: 5+
Playing time: 15 minutes

Game Components
1 game board
1 dot dice
6 pieces

[bookmark: _Hlk69212101]Objective of the game
Little Mole likes to bring home supplies. Can you help him pick up some sweet cherries? There are many surprises and pitfalls waiting for you along the way, but do not worry, surely you will overcome them all easily. The one who gets to the finish first can taste some!

Start of the game
Each player chooses a game piece of their preferred colour and places it into the little chamber under the ground.

Rules of the game
The youngest player plays first. He or she rolls the die and proceeds forward according to the number on the die. Players then take turns clockwise. One field can be occupied by any number of game pieces. If any player steps on a marked field, he or she must proceed according to the following instructions:

3 The Earthworm showed you the right way. You move 2 fields forward.
8 You replenished your strength from fruits. You move 3 fields forward.
12 You stumbled upon earthworms’ chat. You stay still 1 round.
17 You used the earthworm’s short-cut and jumped onto the field 20.
21 It must be very merry in the meadow, so much so that earth is pouring on your head. You stay still 1 round.
24 You are happy to be with your friends, so you happily jump onto the field 27.
28 The Mouse tells you a better way. You can easily move forward onto the field 32.
30 You gave a cherry to a little bird. As a reward you move 1 field forward.
33 A bird flew out of the nest. You got scared and ran 2 fields back.
36 The sun is shining and it is very hot. You stay still 1 round.
38 You look around as if on a lookout tower. You want to see better, so you move 2 fields forward.
46 You must examine a hollow in the tree. You stay still 1 round.
51 A little bird tells you about what it has seen around. You stay still 1 round.
54 You got caught on a tree branch. You must return 2 fields back.
57 The Hare is cheering you up. Move 1 field forward.
60 The player who first steps on the field 60 wins and can taste the sweet cherries. If the player rolls with the die more than he or she needs to get to the finish, he or she must move from his or her field the rolled number of fields back.

Little Mole on the snow

Game for 2–6 players
Age: 3+
Playing time: 15 minutes

Game Components
1 game board
1 colour dice
6 pieces

Objective of the game
Little Mole and his friends are curious about what is hiding under the tree. Run with them and get to the tree first. Note: The game is more exciting if you put small treats under the tree before the game starts so that the players can compete to get them.

Start of the game
Each player chooses a game piece of their preferred colour and places it to the molehill.

Rules of the game
The youngest player plays first. He or she rolls the die and moves his or her piece in the direction of the arrow onto the nearest field of the same colour as is the colour which appeared on the die. Players then take turns clockwise. One field can be occupied by any number of game pieces. If a player steps on a field with a snowman, he or she moves his or her piece all the way onto the field where the snowman's broom ends. The snowmen are quite at home on the snow and can travel faster. In case the player ends his move on a field with a sledge, he or she cannot resist and rides on it all the way to the field where the string ends. In the next round the player proceeds as usual. The player who first arrives at the last pink field by the lit tree wins. The player must get a pink colour on the last throw. If he or she gets a different colour and cannot move forward, he or she stands still and waits for the next round.

Score
Game for 2 – 4 players
Age: 4 – 99
Playing Time: 15 minutes

Game Components
30 cards ranked 1-5 flowers.

Goal of the game:
The player who wins all the cards is the winner.

Game set up:
At the beginning of each game shuffle the cards thoroughly. Deal out all the cards equaly. Each player makes a stack out of the dealt cards and places them face down in front of themselves. The players do not look at their cards. 

Game rules:
During each round each player plays one card. The player whose card carries the highest number gets all the played cards in this round and puts them to the bottom of his/her stack, face down again. If two cards of the same rank are played, there ensues a combat. The players play 3 cards at the same time. The player whose last card is the highest takes all. In the next round only one card is played again. The player who lost all the cards is eliminated from the game. The player who gets all the cards becomes the winner.

Memo game
Game for 2 – 4 players
Age: 4 – 99
Playing Time: 15 minutes

Game Components
48 cardboard cards

Game Objective
Find as many matching pairs as possible.

Game Set up
When you play for the first time, punch out the cards from the frame carefully. Then place the cards face down and shuffle well. It is necessary that cards do not overlap. The oldest player starts playing (this rule is not obligatory). Then the game continues n clockwise direction.

How to Play
When it´s your turn, flip one card over and then another card. If they are the same, you keep them and go on playing. You play as long as you keep turning matching cards. If you find two cards that do not match, place them face down again. Then the next player continues. Keep the cards flipped over long enough for the other players to see them well and remember their position. If you flip over the wrong card and remember later the right one, you are not allowed to flip over this third card. If you make a mistake, your turn is over.

End of the Game
After the last pair is flipped over, the game is over. The winner is the player with the highest number of matching cards. If there is a draw, all cards are placed face down on the table again, they are shuffled and then the player who finds The Mole first becomes the winner.






