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Dieter Stein  
Ac c asta 
Stra tegy game for 2 p layers aged  8 and  up   

Ac c asta is a tac tic a l stac king game. At the 
start p layers set up their p iec es on their side 
of the game board and try to oc c upy the 
c astle on the opposite side. In the proc ess 
they inevitably c ross paths. 
 

Components 

•  six-side game board  c omposed  of 37 tiles 
•  2 sets of 20 p iec es, b lac k and  white 
 

Game Board 

Ac c asta  is p layed  on a  six-sided  board . 
Piec es a re p lac ed  on the intersec tions of 
lines. Nine intersec tions a t either end  of the 
board  a re marked  as p layer c astles. 
 

Playing Piec es 

Players c hoose c olors. 
To sta rt the game a ll of the p iec es a re 
p lac ed  on the board . Most of them will be 
stac ked .  
 

White p lac es 3 stac ked  p iec es on eac h of 
a1, a2, a3 and  a4, 2 p iec es on b2, b3 and  b4, 
as well as 1 p iec e on c 3 and  c 4. Blac k makes 
the c orrespond ing p lac ements on his side of 
the board . 

 
The sta rting  p lac ements 

Basic  rule: the top  p iec e on a  stac k (the 
“ c ontrolling  p iec e” ) determines whic h 
p layer owns the stac k, tha t is, p iec es 
a re free and  may move and  whic h a re 
c ap tured .  
 
Goal of the Game 
The p layers try to p lac e 3 or more 
c ontrolling  p iec es in the opposing 
c astle.  
 

Playing the Game 
White takes the first turn and  from then 
on turns a lterna te between the p layers. 
A p layer must a lways perform a t least 
one ac tion whenever he has a  turn. 
 

Moving Piec es 

Piec es may move 1, 2 or 3 spac es, but 
a lways in a stra ight line. No p iec e or 
stac ks may ever be jumped over, 
however it is possib le (within c erta in 
restric tions exp la ined  below) to jump on 
top of other p iec es (regard less of 
whether owned  or opposing). 
 

 
The c ontrolling  p iec e of the stac k a t b2 
(lower left) may move up  to 2 spac es, 
the sing leton  p iec e a t f4 (upper right) 
may move 1 spac e.  
 
The distance a piece may move 
corresponds to its height, ignoring opposing 
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p iec es in its stac k. For examp le, a  sing leton 
p iec e a lways moves only 1 spac e. A p iec e 
with one same-c olor p iec e somewhere in 
the stac k below it (not nec essarily 
immed ia tely below) is in the sec ond  
position and   moves 1 or 2 spac es. A p iec e 
in the third  position moves 1, 2 or 3 spac es. 

 
Illustra tion: The ma in p iec e of the white stac k a t 
c 4 may move up  to 3 spac es in a  stra ight line, 
but not over other p iec es (or stac ks) 
 

In the c ourse of the game mixed  stac ks of 
b lac k and  white p iec es will c ome into 
existenc e. The determina tion of the height 
for purposes of movement range c ounts 
only one’s own p iec es in a  stac k. 

For examp le, a  white ma in p iec e a top  3 
b lac k p iec es may only move 1 spac e. 
 

Jumping 

It is possib le for p iec es to jump on top  of 
other p iec es (regard less of whether 
owned  or opposing). However, any move 
whic h would  result is a  stac k having  more 
than 3 p iec es of the same c olor is not 
permitted . 
 

Carrying Piec es 

When it moves, a  p iec e may c a rry a long 
as many other owned  and  opposing 
p iec es as desired  so long as they a re 
stac ked  under it. Thus a  stac k c an be 
a rb itra rily d ivided . However, the range of 
the p iec e in question is not a ltered  by the 
number of p iec es b rought a long, but is 
only determined  by its height before the 
move. 
 

Multip le Moves 

If a stack is split and after the controlling 
piece moves off, the new controlling piece on 
a stack belongs to the current player, then 
this p iec e may a lso immed ia tely move. 

 

 

A selec tion of possib le 
moves for the white 
stac k of three a t c 4: 
 
a) the c omp lete 

stac k moves,  
b)  the top  two 

p iec es a re 
separa ted  and  
move 3 spac es, 
then the 
rema ining  p iec e 
moves 1 spac e   

c ) 2 moves in the 
same d irec tion  

d)  with a  stac k of 3 
up  to 3 moves a re 
possib le. 
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in the same round . It c an move in a  
d ifferent d irec tion and  take p iec es with it 
and  even end  on top  of another stac k, but 
it may never jump over other p iec es or 
stac ks. 
 

In this way a  p layer may make up  to three 
moves in a  round . It is never required  to 
make a  multip le move; a  p layer may stop  
a fter having  made a t least 1 move. 
 

Release 

Moves whic h leave an opposing p iec e in 
the position of c ontrolling  p iec e a re 
permitted  (termed  a  “ release” ).  
 

In tha t event the next turn is immed ia tely 
taken by the opponent. It is not a llowed  to 
release an opposing p iec e whic h rests on 
one of the 9 spac es in one’s own c astle. 
 

Safe Stac ks 

Basic  rule: At a ll times a  stac k may only 
c onta in at most 3 p iec es from any one 
p layer. All moves whic h would  result in a  
stac k c onta ining  more than 3 p iec es of the 
same c olor a re not a llowed . 
 
 

 
 
Illustra tion: White must sp lit his stac k his 
stac k a t left if he wants to move on top  of 
the c enter stac k. Simila rly, Blac k must 
release a t least one white p iec e from his 
stac k a t right to be ab le to stac k a top  the 
c enter stac k. 

Thus a  stac k c onta ining  3 p iec es of a  
c olor may not have any more p iec es of 
this c olor added . If these p iec es a re 
c ap tured , this is known as a  sa fe stac k as 
it is invulnerab le. 
 

Thus if a  p layer has c ap tured  3 p iec es in 
a  sing le stac k, this stac k is unassa ilab le as 
long as he does not sp lit it. 
On the other hand , c ap tured  p iec es c an 
be a  hind ranc e if p iec es a re to be 
moved  on top  of an opposing stac k. 
 

End of the Game 

The first p layer ab le to p lac e 3 (or more) 
c ontrolling  p iec es in his opponent’ s c astle 
wins the game. 
 

Alterna tively, a  p layer wins if the oppo-
nent is unab le to perform a  lega l turn. 

  
 

Illustra tion: White wins with 3 c ontrolling  
p iec es in the opposing c astle. 
 

Q&A 

•  Wha t is the orig in of the game’s name? 
 

From the Ita lian ac c a tasta re whic h  
means “ to stac k up ”  

 

•  After a  release, is the opponent  
   required  to opera te from the stac k  
  whic h was just  released? 
 

   No, he may c hoose any stac k he  
   c ontrols. 
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Notation 
The spac es on the six-sided  board  a re 
c lea rly marked  with c oord ina tes. The 
horizonta l rows a re marked , sta rting  from 
White, with “ a ”  through “ g”  and  the 
ind ividua l spac es numbered  left to right. 
The c entra l spac e therefore has the 
c oord ina te “ d4” , for examp le. 
 
Ac c asta  turns may c onsist of up  to 3 moves 
whic h a ll depart from the same spac e.  
 
A c omp lete turn is nota ted  as follows: 
 
Stac k loc a tion: Tota l number of p iec es 
moved  (a  “ 1”  may be omitted ) — 
end ing spac e, further turns, … 
 
When a  p layer stac ks on top  of one of his 
own p iec es, this c an be noted  by a  “ +”  
ra ther than a  “ - “  while c ap turing  an 
opposing p iec e is noted  via  an “ ×º . 
 
 
Sample Game: 
 
Whi t e             Bl ack 
1.  b4: 2- c5        e4: +e3 
2.  a4: 3- b4        f 2: +f 3, +e3 
3.  b2: 2+c3        f 4: 2- e5 
4.  c4: - d4         e3: +e5, ×d4 
5.  b4: ×d4, 2- c4    e5: ×c4 
6.  c5: ×c4, - d5     e5: - e4 
7.  d4: 2×e3, - d3    e4: - d4 
8.  c4: 2×d4        f 3: ×e3, 2×d5 
9.  c4: ×d5         e3: 3+e5, ×d4 
10.  d3: ×d4        e5: 2×d5, - e3, - e4 
11.  d4: 2+c4, 3×e3  d5: 6- b5 
12.  a3: 3- b4       b5: 3- a4, ×b4, 2+a4 
13.  a2: 3- a3       g3: 3- e5 
14.  c4: 2- d5       g2: 3- d2 
15.  c3: ×e4, - c2    e5: 2- c6, ×d5 
White concedes. 
 
 
Ac c asta game rules:  
Copyright © 1998 Dieter Stein 

More information is ava ilab le on-line a t 
KWWS� � � DFFDVWD� FRP 

 
Plac ements a fter turn 15. ... e5:2-c 6,×d5. 
 

Strategy Hints 
·  Keep  an eye on the sa fe stac ks! The  
   stac king  height restric tion should  be  
   used  to tac tic a l advantage. 
 

·  Sa fe stac ks a re worthwhile, but they  
   c an be more easily b loc ked  by the  
   opponent.   
 

·  Notic e how the range of p iec es  
   c hanges! If you stac k on your own  
   p iec es, range inc reases, but if you  
   p lac e ind ividua l p iec es on vac ant  
    spac es, they dec rease  
 

·  If on the first turn you move your three- 
   stac k from a1 to d1 (a1: 3-d1) pull, you 
   have a lready lost. Do you see why? 
 

   Your opponent answers with g1: 3×d1;  
   this 6-height stac k is unstoppab le.  
 

For More Information 
Ac c asta , together with the games 
Abande and  Attangle, c omprise the 
stac king  game trilogy by Dieter Stein, 
invented  between 1998 and  2006. 
 

Stric tly speaking the above rules desc ribe 
a  va riant of the base game c a lled  
Ac c asta Pari, whic h is p layed  with 
unmarked  p iec es. In the orig ina l game 
there a re three d ifferent p iec e va lues 
whic h p rovide fixed  ranges.  
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Dieter Stein 

Abande 
Stra tegy game for 2 p layers aged  8 and  up  
 

Abande is a board game with the feel of a  
c lassic  – simple rules and an abundanc e of 
tac tic a l possib ility. 
 

The p layers try to oc c upy valuable positions, 
where it is impossib le to lose the opponent’s 
c ooperation.  At the end points are earned 
for owned p iec es, but only with the help of 
the opponent.   
 

Components  

·  six-sided  game board  c omposed  of 37 tiles 
·  2 sets of 18 p iec es, b lac k and  white  
 

Game Board  

Abande is p layed  on a  six-sided  board . 
Piec es a re p lac ed  on the intersec tions of 
lines.  
 

Playing  Piec es 

Eac h p layer selec ts a  c olor and  rec eives the 
18 c orrespond ing p iec es. The p iec es a re la id  
out openly (these a re the p iec es ª in the 
handª ).   
 

During  the game these p iec es a re stac ked  
up  in d ifferent ways. A p layer owns a  stac k 
when the topmost p iec e belongs to him.   
 

Goal of the Game 

Players try to sc ore as many points as 
possib le. Eac h ind ividua l p iec e and   eac h 
stac k of p iec es a re sc ored  a t the end  of p lay.  
 

Playing the Game 
In the beg inning the board  is empty.  The 
p layer with the b lac k p iec es beg ins by 
p lac ing  one of his p iec es on any spac e on 
the board . This turn is c a lled  ª the initia tive 
turnº , in c ontrast to the usua l turn. 

 
Afterwards the p layers a lterna te turns.   
There a re 3 d ifferent possib le turn 
op tions:   
 

·  Plac ing one' s p iec e on the board    

 

·  Moving an owned  p iec e (or stac k)  
   a lready on the board  on top  of an  
   ad jac ent opponent' s p iec e (or stac k)  
 

·  Passing, i.e. to do nothing , whic h is  
  only a llowed  if the p layer has no more  
   stones in hand .  If both p layers pass  
   c onsec utively, the game is over. 
 

The “ Chain”  

At a ll times a ll p iec es (and  stac ks) must 
be c onnec ted  to one another. 
 

No ind ividua l p iec e and  no group  of 
p iec es may be isola ted  (i.e. be without 
any p iec es in any ad jac ent spac e).   
 

Plac ing New Piec es 

As long as a  p layer has p iec es in hand  
and  is unab le or unwilling  to move a  
p iec e a lready on the board , he must 
p lac e a  p iec e on an empty spac e. 
 

Newly-p lac ed  p iec es must appear 
a lways adjac ent to another (regard less 
of owner) p iec e (or stac k). 
 

 
 
In this examp le there a re 14 spac es 
where a  new p iec e c ould  be p lac ed . 
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Moving Piec es 

Instead  of p lac ing  a  new p iec e, a  p layer 
c an move one of his own p iec es (or one of 
his c omplete stac ks): 
 

·  Piec es (or stac ks) may move 1 spac e in  
   one of the 6 possib le d irec tions.   
 

·  Piec es (or stac ks) in moving must  
   c apture  an opposing p iec e or stac k.  
   They a re p lac ed  on top of the opposing 
   p iec e (or stac k). They c annot be moved   
   to a  vac ant spac e or on top  of one' s  
   own p iec e (or stac k). 
 

 
 

Blac k to move. Besides being  ab le to p lac e a  
new p iec e, there a re 5 d ifferent movement 
op tions. The p iec e in the very c enter of the 
boa rd  (d4) c annot move bec ause this p iec e is 
bound ;  moving  to either c 4 or  e4 would  b reak  

A p layer who has passed  is a llowed  to 
take a  regula r turn aga in, in the following 
round . 
 

End of the Game 

If both p layers pass, one immed ia tely a fter 
the other, the game ends.   
 

Sleeping Piec es 

Before sc oring , p iec es (or stac ks) whic h 
are not adjac ent to an opposing p iec e (or 
stac k) a re removed  from the board , i.e. 
do not c ount for sc oring . Note tha t this 
does not app ly to p iec es within mixed  
stac ks. Only the tops of the stac ks a re 
taken into ac c ount when dec id ing  if they 
a re asleep . It is possib le tha t by removing 
these sleep ing p iec es tha t the c ha in is 
b roken. This does not ma tter for purposes 
of sc oring . 
 

Sc oring  

Sc oring  is performed  a fter the sleep ing 
stones a re removed . 
 

Players rec eive: 
 

·  1 point for eac h ind ividua l owned  p iec e 
·  2 points for eac h owned  doub le stac k   
·  3 points for eac h owned  trip le stac k 

the c ha in. 

·  Stac ks may not g row to 
  more than 3 in height. 
·  Stac ks may never be d ivided . 
• Moving is allowed only after  
  Black has entered his second  
  piece, i.e. Black cannot  
  directly capture White's reply  
  to the initiative turn. 
 

Passing  

If a  p layer has no more p iec es in 
hand , he is permitted  to pass; 
the opponent rec eives a  
c onsec utive turn. 
 

It is possib le tha t a  p layer must 
pass bec ause there no regula r 
turn is possib le. 

 
After the sleep ing  p iec es a re removed , a ll the stac ks a re 
sc ored . In this examp le the c ontest is a  12:15 vic tory for 
Blac k. 
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The p layer who ea rns more points wins the 
game. Should  both p layers have the same 
point tota l, the result is a  tie. 
 

Variant 

Abande c an a lso be p layed  on a  square 
grid . Then it is tac tic a l and  even a  b it more 
demand ing.  
The p iec es a re p lac ed  on the 49 (7x7) 
intersec tions between spac es in the midd le 
of the board . Piec es a lso c ount as 
c onnec ted  if they a re ad jac ent a long the 
d iagonal. Thus there a re a t most 8 lines of 
c onnec tion for any one loc a tion. All other 
rules a re as in the base game for a  six-sided  
board . 

Sample Game 

Whi t e     Bl ack 
          d4 
1.  d5     e4 
2.  c3     b2 
3.  e3     c4 
4.  b4     d3 
5.  d2     d1 
6.  f 4     c5 
7.  d5- d4  g4 
8.  d4- c4  f 2 
9.  c6     d7 
10.  a1    a3 
11.  f 1    b5 
12.  b3    c5- c6 
13.  c5    b5- b4 

 

Whi t e      Bl ack 
14.  b3- a3  c2 
15.  b5 a4 
16.  b5- c6  a4- a3 
17.  g2 a2 
18.  c3- d3  c3 
19.  b1     c2- d3 
20.  c1     b4- c5 
21.  c1- d1  b4 
22.  c2     b2- b1 
23.  a1- b1  f 3 
24.  e6     pass 
25.  b5     pass 
26.  pass  
White wins 14:13. 

 
 

Q&A 

·  Wha t about trip le stac ks? 
   Careful a ttention to the rules shows  
    tha t trip le stac ks may never be  
    c ap tured  nor moved  for the rest of  
    the game. 
 

·  Some moves c ause the c ha in to be 
b roken in one loc a tion, but everything  is 
still c onnec ted  elsewhere. Is this 
a llowed? 
 

Yes, bec ause a ll p iec es a re still a lways 
pa rt of one c ha in. It' s just tha t the 
c onnec tion pa th has been a ltered . 

 

Notation 

The c oord ina te system from Ac c asta  
(see page 4) is used  for nota tion. 

Strategy Hints 

·  Keep  the end  of game sc oring  firmly in 
mind ! 
·  Try to p lac e near severa l opposing p iec es  
   (without  vulnerab ility to being  c ap tured  of  
   c ourse). This inc reases the c hanc e tha t a t   
   the end  your p iec e is c onnec ted  to an   
  opposing one and  therefore ea rns points. 
·  Take c a re a t the edges and  in the c orners  
   of the board !  
   Things get tight there very quic kly and  it' s   
   not a lways possib le to defend  a  position. 
·  Sometimes situa tions a rise where one   
   should  sac rific e a  p iec e (and  lose 1 point),  
   but c ause the opponent to lose 2 or ever   
   more points. 
·  Often in the c ourse of the p lay, there a rise  
  ªb ridgesº , i.e. p iec es whic h c rea te  
   add itiona l  c onnec tions. When tha t  
   happens, new movement possib ilities c an  
  a rise in a  c omp letely d ifferent pa rt of the  
   boa rd  – for the opponent, but a lso for  
   yourself! 
 

For More Information 

Abande rules: Copyright © 2005 Dieter Stein 
Abande together with the games Ac c asta 
and  Attangle c omprise the stac king  game 
trilogy by Dieter Stein, invented  between 1998 
and  2006. More information is ava ilab le on-
line a t KWWS� � � DEDQGH� FRP 
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Dieter Stein 

Attangle 
Stra tegy game for 2 p layers aged  8 
and  up   
 
Attangle is a board game with very 
simple rules. Its fine points reveal 
themselves to the p layers only after 
a few playings. 
 

Components 

·  six-sided  game board  c omposed   
   of 37 tiles 
·  100 p laying  p iec es, ha lf b lac k and  
ha lf white  
 

Game Board 

Attang le is p layed  on a  six-sided  
board . Piec es a re p lac ed  on the 
intersec tions of lines. 
 

The c oord ina tes p rinted  on the 
board  permit eac h spac e to be 
named, making it easier to rec ord  a  
p laying . 
 

Playing Piec es 

Players c hoose c olors. 

During  the game these p iec es a re 
stac ked  up  in d ifferent ways. A 
p layer owns a  stac k when the 
topmost p iec e (or more p rec isely: 
the ma jority of the p iec es in the 
stac k) belongs to him. 
 

Goal of the Game  

The p layers try to c rea te 3 of their 
own stac ks of five. 
 

Playing the Game 

In the beg inning the board  is empty.  
The p layer with the white p iec es 
beg ins by p lac ing  one of his p iec es  

on any spac e on the board . However, on the first 
turn of the game he may not p lac e in the exac t 
c enter (spac e d4) of the board . After tha t the 
p layers a lterna te turns. It is required  to a lways take 
a  turn. There a re two basic  turn op tions: 
 

·  Plac e a  p iec e on the board . 
·  Capture an opposing p iec e (or stac k) whic h 
    is a lready on the board . 
 

Plac ing Piec es 

A new p iec e may be b rought onto the board  on 
any vac ant loc a tion. 
 

Capturing Opposing Piec es  

To c ap ture, a  p layer moves exac tly 2 p iec es or an  
ind ividua l p iec e p lus 1 stac k of three. Eac h p iec e or 
stac k moves in a  stra ight line and  the two lines meet 
on an opposing p iec e or stac k. 
 

·  Piec es (or stac ks) may move in any of the 6 d irec - 
  tions. Onc e dec ided , the d irec tion of movement 
  for this stac k may not be c hanged  during  the turn.  
   

·  It is not a llowed  to jump over owned  or opposing  
  p iec es (or stac ks). 
 

 
Illustra tion: Two ind ividua l p iec es c ap ture an 
opposing p iec e and  c rea te a  trip le stac k. 
 

·  Piec es (or stac ks) may not move unless in  
  doing so, they c apture. They a re then p lac ed  on  
  top of the opposing p iec e (or stac k). They c annot  
  be moved  to a  vac ant spac e or on top  of one' s  
  own p iec e (or stac k). 
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Stac ks may a lso c ap ture. Together with an 
ind ividua l stac k it c rea tes a  stac k of five. 

 
Trip le stac ks c an be c ap tured  by two ind ividua l 
p iec es. 

  
 

·  After the move the ac tive p layer must have a   
   majority of 1 p iec e in the new stac k, i.e either 
   it is a  trip le stac k (2:1 ra tio) or a  quintup le stac k  
   (3:2 ra tio). 
 

·  The c ap turing  p iec es must be moved  a t the  
   same time, tha t is, they must c ome from  
  d ifferent d irec tions sinc e they c annot jump  
  over other p iec es. 

 

·  No stac k may exc eed  5 p iec es in 
height. 
·  Onc e formed , stac ks may never be 
sp lit. 
 

End of the Game  

The first p layer to c rea te his third  stac k 
of five wins the game. 

 
Blac k wins with his 3 stac ks of 5 a t c 4, e5 
and  f3. 
 

Variant 
Attang le c an a lso be p layed  on a  
square grid  board  (as in Chess).. 
 

 
 

The pieces are placed on the 64 (8 × 8) 
spaces in the middle of the board. Pieces 
move in all 8 possible directions (straight or 
diagonal). 
 

Five stac ks of five a re required  to win 
the game. All other rules a re as in the 
base game for a  six-sided  board . 

It is not possib le 
to be c ap tured  
in this position. 
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Q&A  

·  Wha t is the orig in of the game' s name? 
 

From the Eng lish words ªa ttac kº  + ªang leº :  
  in a ttac king  the p iec es desc ribe an ang le. 

 

·  The instruc tions sta te tha t in moving  
  exac tly 2 p iec es (or an ind ividua l p iec e  
  p lus 1 stac k of three must be moved?  
 

  Yes, tha t is c orrec t.  
 

·  So stac ks c an only be 3 or 5 in height?  
 

  Yes, this is a lso c orrec t.  
 

·  Wha t about the stac ks whic h a re five  
  p iec es high?  
 

  These stac ks c an never be c ap tured  or  
  moved  for the rest of the game.  
 

·  Are quintup le stac ks removed  from  
   the board  when formed?  
 

  No, they rema in there.  
 

·  The c ap turing  p iec es move a t the same 
   time.  In wha t order must I p lac e them  
   on the stac k?  
 

  The order p lays no role here.. One c an  
  stac k  them in any order. 
 

Notation 

The c oord ina te system from Ac c asta  (see 
page 4) is used  for nota tion. 
 

Whi t e     Bl ack   Sample Game 
1. e1             g3 
2. d4             c 5 
3. a4             c 1 
4. c 4              f5 
5. e6              f3 
6. a1              f5,c 5-e6 
7. c 5              d6 
8. d4,c 5-d6     f1 
9. g1              e6,f1-e1 
10. d6,g1-g3  c 2 
11. c 6           f5 
12. d1            g2 
13. d6            c 5 
14. d4            b4 
15. b5            f5,c 2-c 4 
16. a4,b5-b4  e4 

Whi t e      Bl ack 

17. d6,b4-c 5  c 4,e4-d4 
18. f5            c 3 
19. c 4            d3 
20. c 2            d2 
21. b3            a2 
22. c 4,b3-c 3  d2,d3-c 2 
23. a3            b1 
24. c 4            b3 
25. c 3,c 4-b3 
White wins. 
 

Strategy Hints 
·  Trip le stac ks a re simultaneously  
   dangerous and  in danger; over 
   them lead  a ll the pa ths to vic tory. 
·  Try to keep  a ll of your p iec es c overed   
   as muc h as possib le. 
·  Wa ll off a reas of the board  and  a t 
   the same time try to c rea te c onnec ted  
    g roups of your p iec es. 
 

For More Information 
Attang le game rules: Copyright © 1998 
Dieter Stein 
 

Attang le, together with the games 
Ac c asta and  Attangle, c omprise the 
stac king  game trilogy by Dieter Stein, 
invented  between 1998 and  2006. 
 

More information is ava ilab le on-line a t 
KWWS� � � DWWDQJOH� FRP�

The Designer 
Born in 1965, Dieter Stein grew up  in 
Munic h, Germany, and  stud ied  
phonetic s, psyc hology and  c omputer 
sc ienc e. Now he lives with his wife 
and  two c hild ren near Freising , Germany, 
and  is a  self-emp loyed  software 
developer and  game designer. 
 

Game invention has been his passion 
sinc e c hildhood . He does not see himself 
so muc h as a  storyteller, but as a  ªgames 
mec hanic º , a lways endeavoring  to b ring  
out the c ore of his game ideas. 
 

KWWS� � � VSLHOVWHLQ� FRP 
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Jaroslaw Cic hoc ki  

Attraktion 
Stra tegy game for 2 p layers aged  8 and  up  
Attraktion is a strategy game with the power 
to attrac t. 
 

Components 

·  a  square grid  game board  having 8 × 8 (or 
10 × 10) spac es 
·  2 × 32 white and  b lac k p iec es (2 × 50 for the 
10 x 10 game board ) 
 

Game Board  

Attraktion is p layed  on a  square game board  
having 8 × 8 (or 10 × 10) spac es. 
The sma ller board  is good  for lea rning  how to 
p lay the game the first time. Usua lly, however, 
the la rger board  with its 100 spac es should  be 
used . Experts p lay on still la rger boards. 
 

 

 
  
 

Playing the Game  

 

• 3ODFLQJ one’s piece on any empty board space. 

·  Then letting  the power of attrac tion go to  
   work. 

The Power of Attrac tion 

Sta rting  from the newly-p lac ed  
p iec e and  extend ing outward , 
move every p iec e, regard less of 
owner, in the same row and  c olumn 
one spac e in the d irec tion of the 
new p iec e. However, a  p iec e only 
moves only if the spac e whic h it is to 
enter is vac ant.  
 

 
 

End of the Game 

After eac h p layer' s turn the effec ts 
of a ttrac tion a re reviewed  to see 
how many winning positions eac h 
p layer has ac hieved . A p layer' s 
move may c rea te winning positions 
for the opponent as well. A p layer 
wins if he has more winning positions 
than his opponent. In c ase of a  tie, 
the game is c ontinues. 
 

For More Information 

Attrac tion rules: Copyright © 2005 
Ja roslaw  Cic hoc ki   
More information is ava ilab le on-line 
a t KWWS� � � MDUFLFKR� ZHESDUN� SO   
 

The Designer 
Born in 1958, Jaroslaw Cic hoc ki lives 
in Warsaw, Poland . He has 
c onc eived  severa l games and  
pub lished  them on the Worldwide 
Web, inc lud ing  JC Attrac t, here 
pub lished  as Attraktion, and  JC 
Golden Nugget. Visit his website to 
find  c omputer versions of his games. 

Goal of the Game  

Players try to reac h a  
pa rtic ula r winning 
position: 1 of one' s own 
p iec es surrounded  by 
exac tly 4 opposing ones 
on the d iagona lly 
ad jac ent spac es. 

In the beg inning 
the board  is 
empty. Eac h 
p layer selec ts a  
c olor. White takes 
the first turn.   
 

Eac h p layer turn 
 is c onduc ted  in  
2 phases: 
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Alvydas Jakeliunas 

Alva 
Stra tegy game for 2 p layers aged  8 and  up  
 

Alva is a new kind of Chec kers/ Draughts 
game with simple rules and many varied 
possib le c ombinations. 
 

Components 

·  a  square grid  game board  having 9 �  9 
  spac es 
·  2 �  32 white and  b lac k p iec es 
 

Game Board  

Alva  is p layed  on a  square grid  having  81 
spac es. Piec es a re p lac ed  on the 
intersec tions of lines, not in the spac es. 
 

Goal of the Game  

Players try to c ap ture as many of the 
opponent' s p iec es as possib le. 
 

Playing the Game  

In the beg inning the board  is empty.   
Eac h p layer selec ts a  c olor.  
 

White takes the first turn. 

The p layer whose turn it is must either 
·  c ap ture an opposing p iec e or p iec es by 
jump ing over, or if tha t is not possib le, 
·  b ring  one of his p iec es into p lay. 
Op tiona lly one owned  p iec e may be 
shifted  over one spac e beforehand . 
 

Jump ing 

Opposing p iec es must be c ap tured  via  
jump ing whenever possib le. The jump must 
a lways be in a long a  line over a  sing le 
p iec e or over an unbroken row of a t least 3 
opposing p iec es and  end  on a  vac ant 
spac e immed ia tely a fterward . 
 

(Note tha t the p iec es to be jumped  over 
a re c ontiguous, not separa ted  by empty 
spac es as in trad itiona l Chec kers/ Draughts.) 

If further jumps with the same p iec e a re 
possib le, they must be c a rried  out, even 
if the new jump goes in a  d ifferent 
d irec tion.  
If a t the sta rt of the turn multip le jumps 
a re ava ilab le, the p layer is free to selec t 
any one of them. 
 

 
Opposing p iec es c an be jumped  
and  thereby c ap tured . 
 

It is not a llowed  to jump over exac tly 2 
opposing p iec es. 
 

After eac h jump the jumped-over 
opposing p iec es a re removed  and  
momenta rily p lac ed  next to the board . 
 

If the opponent in his very next turn a lso 
c ap tures p iec es, he keeps them if the 
number of c ap tured  p iec es for eac h 
p layer d iffers. Otherwise, these p iec es 
must be g iven bac k to the p layer to 
whom they belong. 
 

After the opponent has c omp leted  his 
turn, p iec es whic h were p lac ed  a t the 
edge of the board  a re now taken in 
hand . Eac h one is worth one point a t the 
end  of the game.  
 

Moving and  Plac ement 

If none of one' s p iec es c an jump, then 
the p layer may shift one of them to an 
orthogona lly-ad jac ent vac ant spac e. 
Afterwards an owned  p iec e must be 
p lac ed  in any empty spac e. 
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End of the Game 
The game ends when either of the p layers is 
unab le to take a  turn. 
 

Any p iec es a t the board  edge c an be 
c la imed . Eac h c aptured p iec e and  every 
opponent p iec e on a  spac e whic h touc hes 
the edge of the board is c ounted  as 1 point. 
The p layer having  the higher tota l wins. 
 

 
 

 
 

 

 

 
White now c ap tures 2 p iec es and  
doesn’ t have to g ive them bac k as 
Blac k only managed  to c ap ture 
one p iec e on his last turn.  
 
 
For More Information 

Alva  game rules: Copyright © 2001 
Alvydas Jakeliunas 
 

The Designer 

Born and  living  in Lithuania  in 1961, 
Alvydas Jakeliunas stud ies physic s 
and  a t the moment works as an 
independent game designer. Sinc e 
c hildhood  he has mod ified  the rules of 
existing  games and  tried  to develop  
his own ideas. 
 

Alva, a fter Pac keis am Pol  (Hey! 
That’s My Fish!), is the sec ond  game 
by Alvydas Jakeliunas to be pub lished  
in Germany. The la tter has sold  over 
50,000 c op ies, appeared  in 8 
languages, and  in 2006 was on the 
Rec ommended  List of the Sp iel des 
Jahres (German Game of the Year) 
jury as well as a  winner of the ªSp iele-
Hit für Familien 2006º  (Game Hits for 
Families 2006) in Austria . 
 

More information is ava ilab le on-line 
a t ZZZ� JHRFLWLHV� FRP� DOYDZRUOG�  

A p iec e 
c an be 
shifted  1 
spac e in 
any 
orthogona l 
d irec tion, 
i.e. a long a  
line. 

White 
sets up  a  
forc ed  
c ap ture 
in order 
to 
p repare 
his own 
a ttac k. 

Blac k is 
require
d  to 
c ap ture 
the new 
white 
p iec e. 
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Dame 100          [Chec kers 100 /  Draughts 100] 

Classic  stra tegy game for 2 p layers aged  8 and  up  

Dame 100 is a lso often known as 
International Chec kers (International 
Draughts) as it is p layed ac c ording to 
worldwide c onvention.  Moreover there 
exist innumerable muc h older variants in 
many c ountries. 
 

Components 

·  a  square grid  game board  having  
  10 �  10 spac es 
·  2 �  20 white and  b lac k p iec es  
 

Game Board  

The game is p layed  on a  square grid  
board  having 10 x 10 spac es. 
 

The board  is la id  out so tha t the lower left 
c orner as seen by White is da rk spac e. 
 

The game is p layed  only on the da rk 
spac es. (To ac hieve better c ontrast with 
the p iec es, p layers c an of c ourse agree – 
c ontra ry to the offic ia l rules – to p lay only 
on the light spac es.) 
 

In the beg inning p layers set their p iec es on 
the first 4 rows of the board . 
 

  
 

The initia l set up . 

Goal of the Game  

Players try to c ap ture the opposing 
p iec es or p revent them from moving. 
 

Playing the Game  

Eac h p layer selec ts a  c olor.  
White takes the first turn. 
 
There a re two possib le turn op tions: 
 

·  A p iec e moves 1 spac e d iagona lly  
  forward . 
 

 
 
·  A p iec e jumps d iagona lly forward  or  
  bac kwards over 1 opposing p iec e and   
  ends on the empty spac e on the  
  opposite side. When the turn is over,  
  and  only then, the c ap tured  p iec e(s)  
  is(a re) removed  from p lay. 
 

 
 

Jump ing may oc c ur either forward  or 
bac kward . 
 

A p iec e moves 
d iagona lly 
forward  1 spac e. 
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Multip le Turns 

If a fter a  c ap ture a  p iec e c ould  
immed ia tely perform another jump, it must 
do so. The turn does not end  and  no 
c aptured p iec es are removed until no more 
c ap tures a re possib le for the moving p iec e. 
 

No p iec e may be c ap tured  ± jumped  
over ± more than onc e in a  turn, a lthough 
the same vac ant spac e may be entered  
more than onc e. 
 

Capture Is Required 

If one or more opposing p iec es c an be 
c ap tured , the p layer must do so. 
In add ition, the p layer must make the move 
tha t would  c ap ture the most p iec es 
possib le in the c urrent turn. 

In the c ase where there a re multip le ways 
to c ap ture the most p iec es, the p layer has 
the c hoic e of whic h one to perform. 
 

Kings 

When a  p iec e reac hes the last row 
opposite the side on whic h it sta rted , it 
bec omes a  King. This is shown by p lac ing  a  
sec ond  p iec e not in p lay on top  of it.  
 

Note: A p iec e whic h during  c ap ture 
reac hes the last row, but then moves 
bac kwards bec ause it must c ap ture 
another p iec e does not bec ome a  King. 
 

 
. LQJV�DUH�QRW�UHTXLUHG�WR�ODQG�GLUHFWO\ ��
EHKLQG�D�FDSWXUHG�SLHFH�  

Kings move forward  or bac kward  any 
number of squares on a  d iagona l line to 
an unoc c up ied  square. Kings c ap ture 
from any d istanc e a long a  d iagona l line 
by jump ing, forward  or bac kward , over 
an opposing man or king  with a t least 
one unoc c up ied  square immed ia tely 
beyond  it. The c ap turing  king  then lands 
on any one of these unoc c up ied  squares 
(exc ep t may not jump over the same 
opposing p iec e or king  more than onc e) 
and  c ontinues jump ing, if possib le, either 
on the same line, or by making a  right 
ang le turn onto another d iagona l line. 
Kings may never jump over c hec kers of 
the same c olor. 
 

When there is a  c hoic e between severa l 
moves, the King does not rec eive any 
spec ia l  p referenc e. 
 

Illegal Moves 

If the opponent takes an illega l turn 
(forgetting , for examp le, to c ap ture or 
c ap turing  too few p iec es) the p layer 
may demand  tha t this turn be re-done. 
 

End of the Game  

If a  p layer on his turn c annot take any 
lega l ac tion, he has lost the game. 
If the situa tion a rises tha t neither p layer 
c an win, the game is a  d raw. 
 

For More Information 

Interessengemeinsc ha ft Damesp iel in 
Deutsc hland  (Chec kers/ Draughts Interest 
Group  of Germany) 
KWWS� � � ZZZ� GDPH� RQOLQH� GH�
 
Eng lish readers may wish to sea rc h the 
Worldwide Web for ªChec kers 100º  
or ª Interna tiona l Chec kersº . 

 

 


