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How	to	use	warp	in	trouble	game

Sometimes	it’s	the	simple	board	games	we	played	as	children	that	are	still	the	most	fun.	Here’s	an	overview	of	trouble	game	rules	for	your	old-school	gaming	pleasure.	Trouble	is	a	simple	enough	game	at	first	glance.	This	unique	title	was	designed	for	two	to	four	people	to	play	at	the	same	time.	The	most	exciting	part	about	trouble	is	the	specialized
board	introduced	by	Hasbro,	which	includes	a	“Pop-o-Matic”	dice	roller	at	the	center	of	the	game.	The	popping	center	on	the	game	board	controls	the	way	that	the	dice	are	rolled,	to	make	sure	that	the	game	is	completely	random.	So,	how	exactly	do	you	play	this	fast-paced	game?	The	concept	is	easy	enough	to	understand.	If	you’ve	accidentally
misplaced	your	copy	of	the	Trouble	rules,	or	you	just	want	to	learn	more	about	the	game	before	you	buy	it,	read	on.	Trouble	Game	Rules:	Components	and	Setup	The	Trouble	game	from	Hasbro	comes	with	one	plastic	game	board	featuring	the	“POP-O-MATIC”	die	roller	–	which	is	the	most	interesting	part	of	the	game.	Beyond	this	plastic	component,
you’ll	also	get	16	plastic	playing	pegs	in	four	colors	and	usually	some	rubber	gameboard	feet	to	keep	the	board	stable	while	you	play.	The	object	of	the	game	is	to	be	the	first	to	move	all	of	your	colored	pegs	across	the	board	and	into	the	“finish	line”.	During	the	game,	you	also	attempt	to	send	your	opponents	back	home	so	that	they	have	to	start	their
Trouble	journey	from	scratch.	To	get	started,	each	player	in	your	group	will	need	to	choose	a	color	and	place	the	four	pegs	in	that	corresponding	color	into	the	“Home”	section	of	the	board.	If	only	two	people	are	playing,	you	can	decide	whether	you	want	to	play	with	two	sets	of	pegs	to	ramp	up	the	challenge.	To	determine	who	gets	to	start	the	game,
each	player	will	roll	the	die	by	pressing	on	the	POP-O-MATIC	plastic	dome	once	and	letting	go.	The	proprietary	plastic	bubble	will	roll	the	dice	for	you,	and	the	person	with	the	highest	number	will	get	to	go	first,	with	play	continuing	with	the	person	to	their	left.	Playing	the	Game	When	everyone	has	rolled	the	dice	to	determine	who	gets	to	play	first,
the	game	begins,	with	one	pop	of	the	POP-O-MATIC	plastic	bubble,	and	one	move,	if	the	dice	allows	it.	On	your	first	turn,	you	need	to	roll	a	number	six	to	move	one	of	your	pegs	out	of	the	“Home”	section	on	the	board	and	into	the	“Start”	environment	for	the	playing	track.	You’ll	only	have	the	option	to	pop	the	bubble	in	the	center	of	the	board	once,	so
if	you	don’t	get	a	six,	you	just	have	to	wait	until	your	next	turn	to	start	again.	Once	you	do	roll	a	six,	the	fun	begins,	and	you	can	move	one	of	your	pegs	into	the	“Start”	position.	Remember,	you’ll	also	get	an	extra	free	turn	for	popping	a	six	too,	so	you	can	roll	again	to	move	your	peg	further	into	the	board.	Trouble	game	players	will	need	to	move	their
pegs	around	the	track	in	a	clockwork	fashion,	counting	every	space,	whether	it’s	free,	or	filled	by	another	peg.	According	to	the	Trouble	rules,	every	time	a	player	pops	a	6	using	the	POP-O-MATIC	dice	system,	they	have	a	decision	to	make.	You	can	either	move	a	peg	that’s	already	on	the	track,	or	you	can	move	a	new	peg	out	into	the	start	position,	to
get	more	of	your	team	to	the	finish	line	as	fast	as	possible.	While	having	more	pegs	out	on	the	track	could	speed	up	your	success,	it	also	increases	your	chances	of	another	player	landing	on	one	of	your	pegs.	When	a	player	lands	on	an	opponents	peg	with	their	roles,	that	peg	has	to	go	back	to	the	Home	segment	of	the	board	again.	That	means	that
once	again,	the	player	has	to	pop	a	six	to	bring	the	peg	out	again.	The	aim	is	to	send	as	many	people’s	pegs	back	to	the	Home	position	as	possible	while	you	work	on	getting	all	of	your	pegs	into	the	finish	line.	If	another	player’s	peg	ends	up	in	your	“Start”	space	when	you	roll	a	six	and	want	to	move	a	peg	out	of	your	Home	section,	that	counts	as
landing	on	another	player’s	peg.	This	means	that	the	peg	in	your	Start	section	will	be	sent	back	to	the	other	player’s	home,	and	they’ll	have	to	roll	a	six	to	get	it	out	again.	If	one	of	your	own	pegs	is	in	the	Start	space	when	you	pop	a	six,	you	won’t	be	able	to	bring	a	new	peg	out	until	you	move	that	other	peg.	Winning	the	Game	According	to	the	Trouble
rules,	if	you	want	to	win	the	game,	then	you	need	to	be	the	first	person	in	your	group	to	move	all	of	your	pegs	into	the	Finish	line.	You’ll	have	to	roll	the	exact	number	of	spaces	required	to	move	your	pieces	into	the	empty	“Finish”	spot.	If	you	roll	a	higher	number,	then	you	can’t	move	your	piece,	and	your	turn	is	over.	Pegs	in	the	Finish	section	of	the
gameboard	are	also	safe	from	other	players’	pegs,	because	other	players	can’t	move	into	their	opponents’	finish	line.	You’ll	need	all	four	of	the	pegs	in	your	chosen	color	to	be	lined	up	in	the	Finish	section	to	win	the	game.	After	that,	the	other	players	can	continue	playing	to	find	out	who	comes	second	or	third.	Time	to	Play	Some	Trouble	Trouble	is	a
fun	and	fast-paced	game	that’s	as	frustrating	as	it	is	exciting.	The	unique	dice-rolling	mechanics	make	the	game	an	engaging	one	for	younger	children	to	play	–	although	it	can	get	noisy	with	young	kids.	Additionally,	the	popular	title	is	now	available	in	a	range	of	different	themes,	from	Star	Wars	edition,	to	Disney	editions.	If	you	like	the	idea	of	a
dynamic	game	where	your	chances	of	winning	rely	heavily	on	luck,	and	you	don’t	mind	upsetting	your	friends	by	sending	them	back	to	the	beginning	of	the	game	every	now	and	again	–	this	is	sure	to	be	a	title	that	appeals	to	you.	artwork	of	a	Warp	Barrel	from	Donkey	Kong	Country	3:	Dixie	Kong's	Double	Trouble!	usually	hard-to-reach	or	dangerous
spots	Warp	Barrels	are	rare,	uncommon	Barrels	found	in	the	Donkey	Kong	Series.	Warp	Barrels	are	quite	useful	when	found,	as	they	act	as	quick	shortcuts	through	most	of	a	stage,	and	are	very	useful	for	speed-runs,	though	often	found	in	well-hidden	or	plain	dangerous	locations.	Warp	Barrels	are	found	in	some	of	the	early	world's	stages	in	the
original	Donkey	Kong	Country.	Warp	Barrels	were	not	common	in	many	stages,	though	often	found	in	difficult	early	stages,	such	as	the	famous	Stop	&	Go	Station's	Warp	Barrel	found	by	going	back	through	the	door	the	Kong's	entered	at	the	very	start	of	the	stage.	Some	of	the	Warp	Barrels	found	in	this	game	also	could	only	be	entered	by	Donkey;	not
only	this	but	in	the	stage	Vulture	Culture	the	Warp	Barrel	would	disappear	after	an	amount	of	time	had	passed	and	also	could	only	be	seen	and	entered	by	Donkey.	Switching	the	Kongs	at	this	area	if	the	Warp	Barrel	was	present	would	cause	it	to	disappear	and	appear	accordingly.	The	Warp	Barrel	found	in	the	stage	Slipslide	Ride	had	its	own	distinct
camouflaged	color	palette.	In	the	Game	Boy	Advance	version,	more	Warp	Barrels	were	added	to	earlier	stages,	and	even	got	its	own	theme,	complete	with	a	trail	with	bananas.	While	no	Warp	Barrels	appear	in	Donkey	Kong	Land,	they	are	replaced	with	alternate	exits.	Only	found	in	Artic	Barrel	Arsenal,	Sky	High	Scraper	and	Skyscraper	Caper.	Warp
Barrels	reappear	in	Donkey	Kong	Country's	sequel,	Donkey	Kong	Country	2:	Diddy's	Kong	Quest.	Instead	of	appearing	in	random	early	stages,	a	Warp	Barrel	would	be	found	in	every	stage	of	the	first	two	worlds,	Gangplank	Galleon	and	Crocodile	Cauldron.	Warp	Barrels	were	still	very	hard	to	find,	and	when	they	are	found,	Kongs	are	teleported	to	a
secret	room,	with	bananas	in	the	shape	of	a	"!",	indicating	the	surprise	of	discovering	the	warp.	Unlike	Donkey	Kong	Country,	Warp	Barrels	which	were	not	off-screen	were	invisible	to	the	player	until	entered,	where	they	would	appear	as	a	regular	Barrel	cannon.	Warp	Barrels	reappear	in	Donkey	Kong	Land	2.	They	possess	the	same	function,	but
strangely	have	a	"B"	on	the	Barrel	like	a	Bonus	Barrel	does.	This	could	have	been	an	error	in	the	game	though.	They	are	only	found	in	Gangplank	Galleon.	Donkey	Kong	Country	3:	Dixie	Kong's	Double	Trouble!	marked	the	Warp	Barrel's	most	recent	appearance.	Warp	Barrels	were	now	marked	with	a	"W"	when	entered.	As	with	Donkey	Kong	Country
2:	Diddy's	Kong	Quest,	they	appeared	in	the	first	two	worlds	exclusively,	Lake	Orangatanga	and	Kremwood	Forest.	The	Warp	Barrel	would	appear	just	in	front	of	the	stage's	end	flag	when	used.	Warp	Barrels	reappear	in	Donkey	Kong	Land	III.	They	act	normal	and	are	only	found	in	Cape	Codswallop	much	like	Donkey	Kong	Land	2	has	it	as	a	function.
These	Warp	Barrels,	however,	transport	Dixie	and	Kiddy	to	a	secret	Bonus	Area.	TroubleDesigned	byFrank	Kohner,	Paul	Kohner,	Fred	KrollPublished	byHasbro,	Winning	Moves	Games	USAPublication	dateMarch	7,	1965;	56	years	ago	(1965-03-07)Players2–4Setup	time1	minutePlaying	time30	minutesRandom	chanceHigh	(dice)Age	rangefamily
Trouble	(known	as	Frustration	in	the	UK	and	Kimble	in	Finland)	is	a	board	game	in	which	players	compete	to	be	the	first	to	send	four	pieces	all	the	way	around	a	board.	Pieces	are	moved	according	to	the	roll	of	a	die.	Trouble	was	developed	by	Evan	Hill	and	initially	manufactured	by	Dalz.,	later	by	Milton	Bradley	(now	part	of	Hasbro).	The	game	was
launched	in	America	in	1965.[1]	The	classic	version	is	now	marketed	by	Winning	Moves	Games	USA.[2]	The	gameplay,	board,	and	concept	is	derivative	of	the	Indian	board	game,	Ludo.	[3]	A	similar	game	called	Headache	was	also	produced	by	the	Milton	Bradley	Company;	besides	a	different	track	layout,	its	pawns	are	conical,	compared	to	the
cylindrical	pieces	used	in	Trouble.[4]	Gameplay	Players	can	send	opponents'	pieces	back	to	the	start	by	landing	on	them.	Players	may	not	touch	the	other	player's	piece,	otherwise	the	piece's	owner	must	redo	the	pop/roll.	Teaming	is	not	allowed	in	the	game.	Pieces	are	protected	from	capture	after	arriving	in	the	final	four	slots.	Unlike	more	complex
race	games,	however,	counters	cannot	be	maneuvered	to	block	opponents'	moves.[5]	The	most	notable	feature	of	Trouble	is	the	"Pop-O-Matic"	die	container.	This	device	is	a	clear	plastic	hemisphere	containing	the	die,	placed	over	a	flexible	sheet.	Players	roll	the	die	by	pressing	down	quickly	on	the	bubble,	which	flexes	the	sheet	and	causes	the	die	to
tumble	upon	its	rebound.	The	Pop-O-Matic	container	produces	a	popping	sound	when	it	is	used,	and	prevents	the	die	from	being	lost	(and	players	from	cheating	by	improper	rolling).	It	allows	for	quick	die	rolls,	and	players'	turns	can	be	performed	in	rapid	succession.	The	die	is	imprinted	with	Arabic	numerals	rather	than	the	traditional	circular	pips
(though	the	circular	pips	are	used	in	the	Travel	version,	which	contains	a	cover	to	keep	the	pegs	from	being	lost).	Players	may	move	pieces	out	of	their	start	only	when	the	die	lands	on	6.	Getting	a	6	at	any	point	in	the	game	also	allows	the	player	to	take	another	turn,	even	if	the	player	cannot	move	any	of	their	pieces	(as	they	cannot	land	on	any	of
their	own	pieces).	They	can	also	move	a	new	piece	out	even	if	they	have	another	piece	currently	in	play,	and	can	also	do	the	same	if	another	player's	piece	is	occupying	their	"start"	space,	but	cannot	do	so	when	one	of	their	own	pieces	is	occupying	their	"start"	space.	Play	media	Demonstration	of	the	Pop-O-Matic	bubble	from	Headache	If	the	die	in	the
"Pop-O-Matic"	container	has	not	clearly	landed	on	a	number,	then	the	player	who	popped	it	can	tap	the	"Pop-O-Matic",	but	may	not	re-pop	while	the	die	is	in	limbo.	Editions	Double	Trouble	(1987)	-	was	originally	published	by	Milton	Bradley.	It	is	currently	being	produced	in	the	USA	by	Winning	Moves	Games	USA.	In	this	Variation	of	Trouble	players
move	both	arrow	playing	pieces	along	the	path	through	detour	wheels	and	to	the	finish	spaces.	Each	player	tries	to	remove	their	two	pieces	from	the	board.	Each	piece	that	lands	on	one	of	the	Finish	spaces	is	removed.	There	are	four	wheels	built	into	the	board.	When	a	players	lands	on	a	Star	space,	they	must	turn	a	wheel.	If	pieces	are	on	the	chosen
wheel	then	they	will	stay	there	but	may	have	to	exit	on	to	a	different	route	than	they	intended.	Thus	players	can	help	themselves	or	hinder	their	opponents.[6]	[7]	References	^	"Trouble	Board	Game".	prezi.com.	^	"Winning	Moves	Games:	Trouble®	Classic	Edition".	winning-moves.com.	^	"Ludo	|	Cyningstan".	www.cyningstan.com.	^	"Headache".
BoardGameGeek.	^	"How	to	play	Trouble	|	Official	Rules	|	UltraBoardGames".	www.ultraboardgames.com.	^	"Double	Trouble".	BoardGameGeek.	^	Board	game	industry	networking	platform	Doodlemeeple	goes	free	of	charge	External	links	Trouble	and	Double	Trouble	at	BoardGameGeek	Retrieved	from	"	
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