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FOLDING INSTRUCTIONS
1. Fold along the lines.

2.

3. 4. Cut on 
solid line.

5. Push

6. Enjoy!
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Folding instructions

The Game Ends:  Players continue play until 
one of the following things happen:  A player 
runs out of coins or when all spaces are 
occupied with a coin with Tails facing up.  
Players then count up their scores to see 
who wins!

Scores:  A player gets 1 point for every 
territory that has their coin on the top of a 
stack with HEADs up.
A player gets 2 points for every territory that 
has their coin on the top of a stack with Tails 
up.
If a player controls a territory with a capital 
(a black star) they get three additional points 
for each capital.
If a player controls the majority of the same 
color territory they get double the amount 
of points they received for each space they 
control.

Strategy:  Remember, when playing that you 
have to think beyond the next move.  Have 
a plan with goals to achieve (Are you going 
to focus on key points of the map?  Try to 
capture your opponents pieces?  How are 
you going to win??!!

Negotiation, when you are playing, even 
when competing with your opponents, 
you can and should make deals to try 
to further your goals.  You can make 
alliances, trade pieces (or not).  
Don’t like these rules?  Make up your own 
and send them to our website.  Making 
games can be as fun as playing them!!!

Why Play Games?:  Ever at home with a 
friend or two? Or kid brother or sister with 
nothing to do?  Try a few of these games 
to while away the time while having some 
fun!
We play games because they are fun! 
(of course).  But we also learn things by 
playing games.  We learn to take turns, to 
follow rules and to keep score while being 
good sports.
Games can also teach us other things.  In 
Asia, long ago, someone created a game 
called Go in Japan.   The origins of Go are 
shrouded in the mists of ancient Chinese 
history.  Some say that the sage-king Yao 
created the game to teach his rebellious 
son discipline.

Players then take as many actions as they 
won when flipping the coins.  The actions 
are:  Place A Coin, Flip Coins, Remove a 
Coin.

Actions:  Place A Coin:  Place a coin on any 
section of the map.  You must place the 
coin face up (Taipan).  If there are coins 
already on the space, make sure to place 
your coin on top which shows that you 
“control” the space.

Flip a Stack:  You may flip a stack of coins 
over (which means the bottom coin is now 
on top and vice versa).  If there is only one 
coin there flip it over from Heads (Taipan) 
to Tails (Mandarin).  The coin on top now 
controls the space.  Keep in mind that 
having your coin facing tails will mean more 
points at the end of the game.

Remove a Coin:  Players may remove one 
coin from any space IF IT IS ON TOP.  If 
it is your coin, you can play it again.  If it 
is an opponent’s, you keep it because it 
is “captured”.  Players can trade capture 
pieces at the end of the move.

TAIPAN MANDARIN:  is a game for 2-4 
players using different coins and the game 
board on the back of this book.  Players take 
turns placing or moving coins on the map to 
control spaces, outmaneuver their opponent 
and score points.

Setup:   Make a copy of the map on the back 
(or draw your own map).  Players sit on their 
side of the board.
Each player begins the game with 10 coins 
of the same type (pennies, nickels, dimes, 
quarters.  
To determine who goes first for each move, 
players flip a coin the number of heads that 
appear determine who goes first, the rest 
follow in order (ie 2, 3,4 1 if two head come 
up.  Keep doing till the game ends.

Move Sequence:  Each player takes one 
coin and flips it.  The player who is going 
first yells heads or tails.  Depending on 
how many coins are face up with what they 
called (heads or tails) determines how  
many moves they can do (1 to 4 moves).  
If none of the coins are face up, then the 
player gets one move.  

TAIPAN / MANDARIN: 
A GAME OF COINS


