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‘ \ \ ‘ ' s The goal of the game:
Players try to move their frogs from their own home leaf to the home leaves
@ of the other players. If there are four players, then players try to get one of their

frogs to the home of each opponent. If there are three players, one frog should
movwe to one opponent's home, and two frogs should move to the other opponent's
home. With two players, all three frogs should move to the one opponent's hame.

& family game for 2-4 players, from 7 to 99 years,

Game preparation:

, Game designer: Adam Kaluza ‘
‘ Ilustrations and graphic design: Piotr Socha

‘ Arrange the board elements as shown below, \ j

Figure 1. Beginning setup i there are two players.

Hop! Jump! Hop! Jump! Frogs jump from leaf to leaf They try as fast as possible "ﬁ;\?
to move to the home leaves of their opponents. After each frog jump the bridge Special bridges
which connects the two leaves disappears. This makes jumps for other frogs harder.
The player who mowves all his frogs onto the home leaves of the other players wins,

Hop, frog! Hop! Hawve fun!
Bridges
Game contents:

Double sided board, 50 bridges, 12 plastic frogs

(3 apiece in 4 colors), 4 starting home leaves,
16 special action cards, instructions.

Starting leaves




Figure 2. Beginning setup if there are three players.
Place bridges so that all adjacent leaves are connected.

The youngest player begins, and then play proceeds clockwise,

Turn:

During their turn, a player can do one of the following 2 actions:
-maove a frog from one leaf to another \
- place a bridge v

Frog movement:

& frog can jump from one leaf to another if there is a bridge connecting them.
After the jump, the bridge is remowved.

EXCEPTION: the bridges which connect players' homes to their dosest leaf
are not removed.

. : Figure 6.
Figure.4. | Figure 5. Hiegal jump:
Legal jump. After the jump, there is no bridge
there /s a bridge we remove the brgge. :
[\ ™ : connecting the leaves.,
" connecting the leaves,
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Figure 3. Beginning setup if there are four players.



Ifafrog jumps onto aleaf which already has another frog (belonging to any player),
then that frog must also jump to another adjacent leaf connected by a bridge. After
each jump, remove the bridge that connected the leaves. If on that following leaf
there is also a frog, then it must be moved to yet another leaf, The first jump can
trigger a chain of jumps. The player whose turn it is decides where each relocated
frog will move. Ifitis not possible to relocate some frog in the chain because of

a lack of bridges, then the original jump is illegal.

& series of jumps is shown below,
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Figure 7. Beginning position.

Figure 8, The player makes a jump with
the red frog from his home to the
adjacent leaf. After this jump, there are
two red frogs on the leaf. The frog that
was already there must jump away to
an adjacent leaf.
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Figure 9. The red frog jumps left to the
leaf with a blue frog. We remove the
bridge it used. The blue frog must jump
to one of three leaves.

- up to the leaf with a green frog

- left to the empty leafl

- down to the leaf with a pink frog

But jumping up is illegal, as shown in
the following figure.
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Figure 10. After a jump up, there wou
be two frogs, but no way for the green
frog to jump off that leaf. il
Such a move is illegal.

N L
J..l*

Figure 11. The player deddes to jump
down with the blue frog, onto the leaf
with the pink frog. After the jump,

the bridge is removed.
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Figure 1 2. The last move of this chain
of jumps:
The player moves the pink frog

to the right.
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If a frog enters an opponent's home leaf, then it stays there, It can not
maowe out, nor does it push away other frogs which were already there.

Placing a bridge

Instead of jumping, a player can put a bridge between two adjacent leaves
that are not currently connected by a bridge. There can be only 1 bridge
between 2 leaves,

Spedal action cards

Each of the players has 4 special action cards. They can be used at any
moment in the owner's turn, at most one card per turn. Each card can be
used only once during the game, After using a card, the card's owner puts\
it aside or turns it over to show it has been used.
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At the beginning of the game each player has 4 cards (figures IE;JLE}. o, B~
Each setis marked in the corner with acrown in a colored circle, :

The circles have the same color as the player's frogs,
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Figure 13. Extra jump

The player can make a frog jump twice.

Both jumps must be made by the same frog.
The first jump must be to an empty leaf,

but the second jump can be fo an occupied leaf,
where pushing would occur as usual,

Figure 14. Parachute

Instead of a normal jump (with a bridge), «*
the player can move frog to an adjacent "
leaf which is not connected by a bridge. b u

The leaf may be occupied, causing pushmg }\‘L ¥

as usual.

Figure 15. Extra bridge

Instead of placing just one bridge as an action,
the player can place two bridges anywhere on

the board (connecting 2 different pairs of adjacant
unconnected leaves).

Figure 16. Bridge removal

After his reqular action (moving a frog or placing
3 bridge), the player can also remove a bridge
from anywhere on the board.
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End of the game

The first player to get all 3 of their frogs onto their opponents' home
leaves wins,

The following pictures show the final winning positions in games
with 2, 3, and 4 players.

Figure 17,
The pink player has moved the three pink frogs to the opponent's
home and wins. The blue player is behind by one move.
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Figure 1 8. The blue player has moved two
blue frogs to the home of the opponent on
the right side and one biue frog to the
opponenton the fop.

Figure 59. The blue player has moved
the three blue frogs to each of the three
opponenits’ homes.,

Happy jumping! Adam {follo ) Kahza 2007
I dedicate this game fto my daughters Elaudia and Weronika

Translated by Anna Bludlarskea and Fugs Williams a4
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