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Snail’s Pace

EQUIPMENT:
- 1 standard (8 by 8) checkerboard.
- 16 flat playing pieces, 8 light-colored and 8 dark-colored.
- 3 standard (6-sided) dice.
- 1 set of instructions.

INTRODUCTION:
Snail’s Pace is a board game for two players.  Each player 
controls eight snails that race at a snail’s pace across the board. 
The object of the game is to score points by moving snails 
across the finish line at the far edge of the board.  The winner is 
the player who scores the most points.

SNAILS:
The snails are represented by playing pieces.  Snails are slow. 
Each snail moves one square at a time toward the far edge of the 
board.

If a snail moves over the edge of the board, it wins that race.

If a snail ends up on top of another snail, the bottom snail cannot 
move until the top snail has moved off.

And the two snails in each race are racing in opposite directions.

RACE TRACKS:
Eight race tracks are represented by eight parallel rows on a 
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checkerboard.  There is a 1-square race track on one side of the 
board, followed by a 2-square race track, and a 3-square race 
track, etc. ending with an 8-square race track on the other side of 
the board.

The finish line runs along both edges of the board, perpendicular 
to the race tracks.

The tracks are named after the number of squares on a track. 
The 1-square track is ‘race track 1’, the 2-square track is ‘race 
track 2’, and the 8-square track is ‘race track 8’.

The snails are placed on the board at the beginning of the game 
in two diagonal lines.  Each line stretches from one corner of the 
board to the opposite corner so that one player’s line of snails is 
perpendicular to the other's.  Each player starts with one snail on 
each race track.    (See diagram on the last page.)

SET-UP:
Seat the players on opposite sides of the checkerboard, and give 
each player eight playing pieces of one color.  Place the three 
dice on the board.

The players choose randomly who will be the starting player in 
the first round.  Each player rolls a die, and the player with the 
highest roll becomes the starting player.  (If both players roll the 
same number, they roll again.)

The starting player places his or her snails on the board, and 
then the opponent places her or his snails on the board.  Use the 
diagram on the last page as a guide.  A penny can be placed next 
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to race track 1 and a nickel next to race track 5 to help the 
players keep track during the game.

The players then alternate turns, beginning with the starting 
player.

PLAY:
On your turn, roll the three dice.  Then compare the numbers on 
each die and the two and three dice totals with the race track 
numbers.  Look for a matching race track on which your snail 
can move.  (A bottom snail cannot move.)  If you cannot find 
any race tracks that match, your turn ends.

Otherwise, move your snail on that race track one square toward 
the far side of the board.  If your opponent’s snail is on that 
square, place your snail on top of it.

If your snail moves off the board, you have won the race. 
Remove your opponent’s snail from that race track, and place 
your snail on the square of that race track nearest you.

END OF A GAME:
When all of the races have been won, add up your scores from 
the races you have won.  Each race track scores points equal to 
the race track number.  Race track 5 scores 5 points.

WINNING:
The player with the highest score wins the game.

VARIATIONS:
1. If one snail is on top of another snail, the bottom snail can 
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carry the top snail on its turn.

2. When moving your snail, if an opponent's snail is on the 
square in front of it, your snail hops over it to the next empty 
square.

3. You can move snails on two race tracks during your turn. 
You can match the number on one die to a race track, and the 
number on another die to a race track.  Or you can match the 
number on one die to a race track, and the total of the other two 
dice to a race track.  You can match both numbers to the same 
race track.

4. The game can be played with two dice.  Try to match the 
number on one die, and the number on the other die, and the 
total of the two dice each to race tracks.  You can move up to 
three snails on each turn.  You can match two of the numbers to 
the same race track.
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       _______________________________
      | X |   |   |   |   |   |   | O |
      |_______________________________|
      |   | X>|   |   |   |   |<O |   |
      |_______________________________|
P     |   |   | X |   |   | O |   |   |     P
L     |_______________________________|     L
A  5¢ |   |   |   | X | O |   |   |   | 5¢  A
Y     |_______________________________|     Y
E     |   |   |   | O | X |   |   |   |     E
R     |_______________________________|     R
      |   |   | O |   |   | X |   |   |
X     |_______________________________|     O
      |   |<O |   |   |   |   | X>|   |
      |_______________________________|
   1¢ | O |   |   |   |   |   |   | X | 1¢
      |_______________________________|
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