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The object of this game is to make more small squares than your opponent. To play, The object of this game is to make more small squares than your opponent. To play,

simply connect two adjacent dots, alternating turns with your opponent. If you complete a simply connect two adjacent dots, alternating turns with your opponent. If you complete a

square, you get another turn., but be warned... This can be tricky! square, you get another turn., but be warned... This can be tricky!
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Fill in the grid so that every row, Fill in the grid so that every row,
column and coloured box contains column and coloured box contains
ALL the numbers from 1 to 6. ALL the numbers from 1 to 6.
Bonus clue: which number should go Bonus clue: which number should go
in the circle: 1 or 4? in the circle: 1 or 4?
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Complete the grid so that every row, column and

coloured box contains every digit from 1 to 9 inclusive.
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1. Make a series of straight line jumps from
Start to Finish.

2. Write the sequence of your moves
(1,2,3,etc.) in each circle you pass.

3. Eachcircle already contains a small
number; this is the distance of your next
jump.

4. Choose the direction to jump (vertical,
horizontal, diagonal), from the choices
offered.

5. Solve the puzzle in the fewest moves.

Your Rating

17+ : worth learning to swim
16 : worth having a ship

15 : seasoned sailor

14 : Master Navigator!

1. Make a series of straight line jumps from
Start to Finish.

2. Write the sequence of your moves
(1,2,3,etc.) in each circle you pass.

3. Each circle already contains a small
number; this is the distance of your next
jump.

4. Choose the direction to jump (vertical,
horizontal, diagonal), from the choices
offered.

5. Solve the puzzle in the fewest moves.

Your Rating

17+ : worth learning to swim
16 : worth having a ship

15 : seasoned sailor

14 : Master Navigator!
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SIMON SHUKER S

CODE-CRACKER is challenging, bt fum.

Each number in the main grd represents a
letfter. For example, if 4 turns out to be an H,
fill in H every time 4 appears.

Start by entering the letter or letiers given inlo
the appropnate squares in the main grd. Now
use your knowladge of words to work out which
letters should go in the missing squares.

Some of the letlers of the alphabel may not be
used,

As you gel the leflers, write them in other
squares with the same number in the main grid
and the cantral gnd. Check off the letters you
have found on the alphabel provided

Solution to the previeus CODE-CRACKER:

CODE-~CRBCKER
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In this game, use the four given numbers to get a
total of 24. You can add, subtract, multiply and divide
as often as you like - but you must use each of the

8 we get 8x(1+1+1)=24; 4,6,7 and 8 can be written as

Lo
S
%D four numbers only once. For example, using 1,1,1 and

(4x6)x(8-T)=24; and 1,2,7 and 7 becomes (7Tx7-1)/2=24

EI“ Today’s four numbers are: 3 3 7 8
=
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CODE-CRACKER is challenging, but fun.

Each number in the main grd represents a
letter. For example, if 4 turns out to be an H,
fill in H avery time 4 appaars.

Start by entering the letter or letiers given inlo
the appropnate squares in the main grd. Now
use your knowledge of words to work out which
letters should go in the missing squares.

Some of the letters of the alphabel may not be
used,

As you get the leflers, write them in other
squares with the same number in the main grid
and the cantrol gnd. Check off the letters you
have found on the alphabel provided

Solution to the previeus CODE-CRACKER:
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as often as you like - but you must use each of the
%:js four numbers only once. For example, using 1,1,1 and
8 we get Bx(1+1+1)=24; 4,6,7 and 8 can be written as
(4x6)x(8-T)=24; and 1,2,7 and 7 becomes (7x7-1)/2=24
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@2 In this game, use the four given numbers to get a
Q:::) total of 24. You can add, subtract, multiply and divide
as often as you like - but you must use each of the
four numbers only once. For example, using 1,1,1 and
8 we get 8x(1+1+1)=24; 4,6,7 and 8 can be written as
(4x6)x(8-7)=24; and 1,2,7 and 7 becomes (7x7-1)/2=24
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Crossjig 1s
designed for
lovers of both
crosswords
and jigsaws.

HOW TO PLAY

A crossword has been
completed and broken into
equal sections, The player
must rearrange the
sections and place each
one inta its proper place on
the blank crossword grid,
In each Crossjig a ane let-
ter clue is provided in its
correct location an the grid
which should help you get
started in this entertaining,
and at times frustrating
game.
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Crossjig is
designed for
lovers of both
crosswords
and jigsaws.

HOW TO PLAY

A crossword has been
completed and broken into
equal sections, The player
must rearrange the
sections and place each
one inta its proper place on
the blank crossword grid,
In each Crassjig a ane let-
ter clue is provided in its
correct location an the grid
which should help you get
started in this entertaining,
and at times frustrating
game.
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Can you guess which line of colored squares Can you guess which line of colored squares
is most like to the decorative pattern in the is most like to the decorative pattern in the

mm middle of the tie: A, B or C? mm& middle of the tie: A, B or C?




ON YOUR BIKE

Can you find all the words hidden in the grid? Read backwards or forwards, up or down, even
diaganally, The words will always be in a straight line. Cross them off the list as you find them.
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ON YOUR BIKE

Can you find all the words hidden in the grid? Read backwards or forwards, up or down, even
dizgonally. The words will always be in a straight line. Cress them off the list as you find them.
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