
S
etup:
E

ach cube
2 gam

e com
es w

ith a gam
e board and

24 colored gam
e pieces. T

her
e are two cubes and

tw
o cylinders in each of six colors. Red, Yellow

,
B

lue, G
reen, O

range and P
urple.

To set up the board, each player takes a turn
putting any one playing piece anyw

here they
choose on the board. T

he players do not have to
follow

 any order as to w
hich shape or color is

placed, or w
here they are placed, except that no

piece shall be placed on either of the “hom
e

squares” that have a star on them
.

O
n

ce
 a

ll 24 pieces have been placed, eac
h

player takes a turn choosing and m
oving a

piece according to the m
ovem

ent rules be-
low

, until a player has won the gam
e.

T
he player w

ho placed the first piece usu-
ally goes first in play. For subsequent gam

es,
players m

ay take turns starting out, or m
ay

use the rule of w
inner goes first.

M
ovem

ent B
asics:

If there are tw
o cubes or cylinders of a color on

the board, (see 
1,2,3,4 in Illustration 1

) the color
is considered “open” for that shape, and eit

her
player m

ay m
ove either of the cubes or cylinders in any direction that is open to them

 and m
ay

m
ove the piece either one or tw

o places if they
choose.

E
xam

ple: S
ince pieces 

3 and 4, tw
o cubes of

lik
e color, are both still on the board, either can

be m
oved one or two places. S

im
ilarly, like-col-

ored cylinders 1 and 2 could also be m
oved one

or tw
o places.

O
nce a player m

oves a cube or a cylinder off of
the board (see I and II in Illustration 1

), that
shape’s color is considered “closed” and the re-
m

aining cube or cylinder of that color can only
m

ove one space at a tim
e from

 that point on.

E
xam

ple: P
ieces 

5 and 6 are lim
ited to m

oving
a single place, because their m

ates, cylinder 
II

and cube I respectively, are already off the board.

A
s long as there are tw

o cylinders of the sam
e

color on the board the color is still “open” for the
cylinders (regardless of the num

ber of cubes still
on the board), and they m

ay still m
ove tw

o spaces
per turn until one is off the board; the color is
then “closed” for those cylinders.

M
em

ory T
ip:

2 of a kind on the board, m
ove once or tw

ice
(E

ach player m
ay only m

ove an
“open” piece two turns in a row

.)

1 of a kind on the board, m
ove only once

(P
layers can’t m

ove a “closed” piece
tw

o turns in a row
 unless they “need” it)

Jum
ping D

uring M
ovem

ent:
A

 player m
ay jum

p another piece directly in
their path, and that only counts as one space
(5).  If the second cube or cylinder of the
sam

e color is still on the board, they m
ay

m
ove one extra space if they choose and the

space is open (2,3). T
hey can also m

ove in a
different direction for the second m

ove (7,8).

It is possible to m
ove one piece a t

otal of four
board squares in a single turn, if a suitable am

ount
of open and occupied spaces are set out just right
(3).A

 piece m
ay not “turn a corner” in a single

m
ove. A

 piece m
ust still be part of a pair on the

board to m
ove tw

o spaces, and a piece m
ust m

ove
in a straight line for each space or jump.

O
bjective:

T
he object of the gam

e is to be the
first player to get one of
each colored cube and its
m

atching colored cylin-
d

e
r o

ff th
e

 b
o

a
rd

 a
n

d
onto the twe

lve hom
e

spots on their side of the board.

O
ver the course of the gam

e, each
player w

ill m
ove one of

each colored cube and
cylinder to the “hom

e
square” w

ith the star that
is on their side of the board, and then
exit onto their twelve hom

e spots.

M
ovem

ent R
estrictions:

T
he player w

ho no longer needs a “closed”
color cannot m

ove the rem
aining cube or cylin-

der of that color two turns in a row
. T

he player
w

ho still needs the “closed” color can m
ove it as

often as they like, except that at no tim
e shall a

player m
ove any piece m

ore than tw
ice in a row

onto the “hom
e square” of their opponent.

G
etting P

ieces
O

ff the B
oard:

IM
P

O
R

T
A

N
T

: A
 player m

ay not have a cylin-
der exit the board until the cube of the sam

e color
has exited the board and is on one of their hom

e
spots!

O
nce a cube is m

oved off the board and onto a
hom

e spot, the player m
ay then m

ove a cylinder
of the sam

e color as that cube tow
ards the hom

e
square and off of the board. A

 player can m
ove a

cylinder tow
ards their hom

e square at any tim
e,

but they m
ust rem

em
ber that they cannot get

it off of the board until they have the m
atch-

ing cube off. T
he cylinder is usually placed

on the circular hom
e spot closest to the cube

of the sam
e color.

A
 player’s piece m

ust land on or touch their
“hom

e square” w
ith the star on it before it exits

the board (4). If a piece m
ay still m

ove tw
o spaces

(its color is still “open”, thanks to its m
ate still

being on the board) and the “hom
e square” is

open, that piece m
ay exit the board straight aw

ay.
If the piece is lim

ited to m
oving one space be-

cause the color is “closed”, the piece m
ust land

on the “hom
e square” and w

ait until the next turn
to exit the board. A

 piece m
ay not jum

p over
a

n
o

th
e

r p
ie

ce
 w

h
ich

 is sittin
g

 o
n

 th
e

 “h
o

m
e

square” to exit. It m
ust w

ait until the “hom
e

square” is free to land on or be touched on the
w

ay off of the board.

N
o piece is “safe” until it exits the board. If a

player m
oves a color they need onto their “hom

e
square”, the other player m

ay still m
ove that color

off the space if they choose and prevent the other
player from

 collecting it, but all of the other rules
for m

ovem
ent m

ust be observed.

T
he w

inner is the first player
to fill all tw

elve of their hom
e

spots w
ith a cube and a

cylinder of each color!

T
ips:
A

 large part of the strategy of  
cube

2  is in the
placem

ent of cubes and cylinders. A
 player m

ay
decide to place cubes and cylinders of the sam

e
color near each other on their side of the board so
that it m

ay be easier to have pieces exit the board
in order of a cube and cylinder of the sam

e color
as soon as possible, or they could choose to place
a large num

ber of just cubes or just cylinders on
one part of the board or the other w

hich w
ill m

ake
for trickier m

ovem
ent decisions. T

his ability t
o

place pieces anyw
here on the board m

akes for a
m

ore strategic gam
e.  P

layers w
ill have to decide

w
hether they w

ant to m
ove pieces off the board

in order of one cube and one cylinder of a certain
color or if they w

ould rather m
ove off one cube of

each color first and then all of the cylinders of the
m

atching color or even m
aybe som

e in order and
som

e in groups.  T
here are literally thousands of

possible m
ovem

ent com
binations.

cube
2  is a pure strategy gam

e, and learning
w

hen you should m
ove a piece one or tw

o places
or w

hether or not to m
ove your opponent’s

piece or even w
here to place your pieces

during setup w
ill m

ake for years of gam
e

playing exploration. T
here are literally hun-

dreds of opening starting positions that can
be tried as w

ell as hundreds of opening m
oves

w
hich should provide for m

any years of gam
e

playing pleasure.   Try to find them
 all…

 enjoy!

O
ptional F

irst M
ove R

ule:
G

am
es m

ay tend to have lopsided outcom
es

w
hen a gam

e is played betw
een players of vastly

different skill levels or even betw
een two evenly

m
atched skillful opponents that believe they have

figured out the optim
al opening placem

ents, so
the rule of “O

ptional F
irst M

ove” m
ay be agreed

upon before play begins.

T
he rule states that after the first player m

akes
their m

ove, the second player has the choice of
taking their first m

ove O
R

 they m
ay turn the board

so that the “hom
e square” of the first player is

now
 in front of them

 and player one’s first m
ove

has becom
e their first m

ove. T
he original player

one is now
 player tw

o and takes their first m
ove.

W
hen this rule is in force, it m

akes the player that
is going first consider carefully w

here they w
ill

place pieces because if they are too obvious in
their setup, they m

ay have it reversed on them
and thereby give their opponent the advantage
of good piece placem

ent.
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N
ot recom

m
ended for children under age 3.  C

ontains sm
all parts w

hich pose a choking hazard.
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