Jee 11273
THE NINE-HEX PUZZLE

1. The play consists in deliberately disavranging and then trying to
voarrange the hexagons.  When starting see that all ved blocks arve
in corners of hox, as indicated on cover, and never move them duving
play. No words used in Rules 2 and 8 refer to the red blocks.

2. Lift some or all of the 18 playing-picces out of box, match each
numbered piecce with a blank one and replace all in box as 9 com-
plete hexagons in different order from that of cover but with all num-
bhers properly readable from same side as on cover.

3. Then remove one complete hexagon and try by sliding the
remaining 16 half-hexagons from space to space, to areanze then in
order shown on cover. Do not lift up or twist pieces, hat only slide
them in directions parallel to their sides so numbers always remain
facing as in Rule 2. Number 9 hexagon is the one we suggest remov-
ing except when no piece could be slid into the space so left, in which
case remove any hexagon which leaves a possible first move.

4. We helieve every possible arrangement is solvable and heveby
offer a PRIZE OF $1,000.00 for the first avrangement submitted which
cannot be solved by ourselves or the general publie hefore Deecmber
A1, 1923, The rules permit about 3,265,920 starting positions, ana
heeanse of the immense possibilities we limit the contest as follows:
Answers must be submitted on U, 8. Postal Cards.  Only the first
answer received from ench contestant will ho considered.  Arrange-
ments must. clearly conform to above vules.  Contestants agree that
we shall not bhe obliged to answer correspondence.  We cannot afford
1o reply unless 10e¢. is remitted in advance, and not even in that case
will we assume any obligation,

G. The NINE-TIEX PUZZLE is deeper than at first appears and
well repays earveful study. Take note of difficult positions for use in
friendly contests. We intend soon to announce solvable problems of
our own, and to offer prizes for the hest solutions.
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Nine-Hex Puzzle Contests

The latest cad wherever introduced ! Provide lively amusoaent fo
il ines of soung and old! .

Fael player wses a separate Puzgle, hut all work on same probleam
Al e (oee winnes hoing contestant who finishes in fewest noves
when all play in turn, or, the one who finishes first when «ll starl
. o at oand play inlependontly.

Phis makes a very exciting party game when ea solutions arve

awranged, Ly wisplacing only 1 or 2 hexagans or by working back-
wards from the cover positions for a few moves.

ERRXAGONS™
This gane for 2 persons played with the Nine-TTex Puzzle ranks
with eciicekers and chess in cleverness and fovesight required.  There
Fi als (0 be kept in sight; cornering the picees, and forming mis
aated hexagons.
tnoooveral the rules of the Nine-lfex Puzzle apply. Nuwmbor 5 is the
complete hexagon o be rernoved, and its own space (the center) the

onlv vacant space at start.

Plavers move inoallernate tarns bhut in cach turn may elecet to mov
Cither 1ol 20 picees (not hoth neeessarily  from sime hed m). |
a playee does not announes his intention to move 2 picees, as by say-
vt woae 20 bejore touching first piece, he loses that privileg:

for this turn.

11 ie not allowable for a player to move the pieces moved in his
opponent’s last turn.

The player wins who  first suceceeds in forming a hexagon of 2
Blank. or 2 numbered, halves, or in cornering the picces so his oppo
nent eannot wove.  Neither player should move to win in his first turn,
as that would be taking undue advantage of a too-favorable starting

position.

This game—HEXAGONS
to learn but hard to master.
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is an ideal present-day diversion, casy
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