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Beginner Play

Starting with Puzzle 1, invite your child to follow the pattern on the card to place
the tiles. Then, invite your child to choose which mystery tiles to place in the
remaining spaces. Load the marbles behind the starting gate, slowly pull the gate
across and watch the marbles race through the maze! Note: Releasing the marbles
too fast or all at once can cause them to collide, get stuck or send them to the
wrong ending spots.

Invite your child to count the marbles in each ending spot. If your child is ready,
compare the number of marbles in each ending spot to the numbers shown on the
solution card. Do they match? If they do, hurray! Your child guessed right. If they
don't match, look at the tiles and, using your finger, show the path that each
marble took. Ask your child if they can see how changing the tiles could change
where the marbles land.

Invite your child to keep trying until there is a match. Congratulate your child on a
job well done! Move to the Puzzle 2 and repeat these steps. Eventually, when your
child is ready, they will be able to skip the guessing game and move right to solving

the puzzle.
Advanced Play

Invite your child to choose a puzzle card and place the starting tiles on the board

as indicated on the card.

Have your child predict the paths of the marbles and place the remaining mystery

tiles on the board.

Slowly have your child slide the gate to the right to release the marbles in the
maze. Reminder: Releasing the marbles too fast or all at once can cause them to
collide, get stuck or send them to the wrong ending spots.

If the tiles are placed correctly, the number of marbles in the ending spots will
match the numbers shown on the solution card. If not, reset the puzzle and try
again. If they match, hurray, they have solved the puzzle! Move on to the next

puzzle card until you can solve them all.

Note: Beginner puzzles show more starting tiles with fewer paths to predict. Puzzle

cards increase in difficulty as fewer starting tiles are shown.
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