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Copyright © 1995 Lionel Coombes. All Rights Reserved.

This Puzzle Book/PDF/Game Design and the puzzles contained herein,
including but not limited to the specific grid layouts, region configurations,
clue designs, puzzle generation algorithms, and the unique combination of
game mechanics involving colored regions, pathfinding, and turn
constraints (including variations in grid size and turn limits), are protected
by copyright law.

This copyright extends to the original expression of these puzzles and all
derivative works based upon them. Derivative works include, but are not
limited to, adaptations, modifications, or variations of these puzzles, such
as:

* Changing the grid size (e.g., from 6x6 to other dimensions).

* Altering the number of allowed turns or turn constraints.

Modifying the region colors or configurations.

* Changing the visual presentation or layout of the puzzles or clues.

* Creating digital or interactive versions of these puzzles.

No part of this Puzzle Book/PDF/Game Design may be reproduced,
distributed, or transmitted in any form or by any means, including
photocopying, recording, or other electronic or mechanical methods,
without the prior written permission of the copyright holder, except in the
case of brief quotations embodied in critical reviews and certain other non-
commercial uses permitted by copyright law.

For permissions requests, please contact: it@rustenburger.co.za



Circuit Turn Rules!

Your goal is to find the correct path from the (top-left corner) to (@ (bottom-right
corner) while following some important rules!

1. The Grid & Colours

« The grid is made up of different colored regions (like blue, red, green, etc.).
« Each color makes a big shape of squares that are connected.

« You will draw a path that moves square by square through the grid.

2. The Clues

o Each color region has a number.

e This number tells you how many times you "stay inside" that color while
moving. (see image below, inside steps marked)

e These are called "encompassing steps"—steps where you move from one
square to another, but stay in the same color.

« If you step from one color into a different color, that step does NOT count
as encompassing!

B> (blue to blue) 4 This is an encompassing step!
B> (blue to red) ¥ This is NOT an encompassing step!

3. Path Rules
« Start at [& (top-left corner) and go to (@ (bottom-right corner).
« Move one square at a time, up, down, left, or right.
e Your path CANNOT cross itself or go backward.
e You must make exactly 7 turns (a turn happens when you change direction).

e Your path must follow all the clues by making the correct number of
encompassing steps in each color!



4. Winning the Game!

If your path (see image below):

Goes from [ to @

Makes exactly 7 turns

Follows the clues for every color
... then YOU WIN! %

For more information and to buy our puzzle books visit us at http://humpot.com/
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Solutions for Free Giveaway Puzzle Book

Solution for Puzzle 1

Solution for Puzzle 2

Solution for Puzzle 3
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Solution for Puzzle 4

Solution for Puzzle 5

Solution for Puzzle 6




Solutions for Free Giveaway Puzzle Book (Continued)

Solution for Puzzle 7

Solution for Puzzle 8

Solution for Puzzle 9
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