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Dieter Sein

Accasta

Srategy game for2 playersaged 8 and up

Accasta isa tactical stacking game. At the
start players set up their pieces on their side
of the game board and try to occupy the
castle on the opposite side. In the process
they inevitably cross paths.

Components

» six-sde game board composed of 37 tiles
» 2 setsof 20 pieces, black and white

Game Board

Accasta isplayed on a six-sded board.
Piecesare placed on the intersectionsof
lines. Nine intersectionsat either end of the
board are marked asplayercastles.

Playing Pieces

Playerschoose colors.

To start the game all of the piecesare
placed onthe board. Most of them willbe
stacked.

White places3 stacked pieceson each of

al,a2,a3and a4,2pieceson b2, b3and b4,
aswellaslpiece onc3and c4. Black makes

the corresponding placementson hisside of
the board.

The starting placements

Basic rule: the top piece on a stack (the
“controlling piece”) determineswhich
playerownsthe stack, thatis, pieces
are free and may move and which are
captured.

Goal of the Game

The playerstry to place 3 ormore
controlling piecesin the opposing
castle.

Playing the Game

White takesthe first turn and from then
on turnsalternate between the players.
A playermust alwaysperform at least
one action whenever he hasa turn.

Moving Pieces

Piecesmay move 1,2 or3 spaces, but
alwaysin a straight line. No piece or
stacksmay ever be jumped over,
howeveritispossible (within certain
restrictionsexplained below) to jump on
top of other pieces(regardlessof
whetherowned oropposing).

The controlling piece of the stackat b2
(lowerleft) may move up to 2 spaces,
the singleton piece at f4 (upper right)
may move 1 space.

The distance a piece may move
corresponds to its height, ignoring opposing



piecesinitsstack. Forexample, a singleton
piece alwaysmovesonly 1 space. A piece
with one same-colorpiece somewhere in
the stack below it (not necessarily
immediately below) isin the second
postion and moveslor2spaces. A piece
in the third position moves1, 2 or3 spaces.

llustration: The main piece of the white stack at
c4 may move up to 3 spacesin a straight line,
but not over otherpieces(or stacks)

In the course of the game mixed stacksof
black and white pieceswillcome into
existence. The determination of the height
forpurposesof movement range counts
only one’sown piecesin a stack.

Forexample, a white main piece atop 3
black piecesmay only move 1 space.

Jumping

It ispossible for piecesto jump on top of
otherpieces(regardlessof whether
owned oropposing). However, any move
which would result isa stack having more
than 3 piecesof the same colorisnot
permitted.

Carrying Pieces

When it moves, a piece may carry along
asmany otherowned and opposing
piecesasdesired so long asthey are
stacked underit. Thusa stackcan be
arbitrarily divided. However, the range of
the piece in question isnot altered by the
number of piecesbrought along, but is
only determined by itsheight before the
move.

Multiple 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
thispiece may also immediately move.

A selection of possible
movesforthe white
stack of three at c4:

a) the complete
stack moves,

b) the top two
piecesare
separated and
move 3 spaces,
then the
remaining piece
moveslspace

c) 2movesinthe
same direction

d) with a stackof 3
up to 3 movesare
possible.



in the same round. Itcan move ina
different direction and take pieceswith it
and even end on top of another stack, but
it may neverjump overotherpiecesor
stacks.

In thisway a player may make up to three
movesin a round. It isneverrequired to
make a multiple move; a player may stop
after having made atleast 1 move.

Release

Moveswhich leave an opposing piece in
the position of controlling piece are
permitted (termed a “release”).

In that event the next turn isimmediately
taken by the opponent. ltisnot allowed to
release an opposing piece which restson
one of the 9 spacesin one’sown castle.

Safe Sacks

Basic rule: At alltimesa stack may only
contain at most 3 piecesfrom any one
player. Allmoveswhich would result in a
stack containing more than 3 piecesof the
same colorare not allowed.

lllustration: White must split hisstack his
stack at left if he wantsto move on top of
the center stack. Smilarly, Black must
release at least one white piece from his
stack atrightto be able to stack atop the
center stack.

Thusa stack containing 3 piecesofa
colormay not have any more piecesof
thiscoloradded. If these piecesare
captured, thisisknown asa safe stack as
itisinvulnerable.

Thusif a player hascaptured 3 piecesin
a single stack, thisstack isunassailable as
long ashe doesnot split it.

On the other hand, captured piecescan
be a hindrance if piecesare to be
moved on top of an opposing stack.

End of the Game

The first playerable to place 3 (or more)
controlling piecesin hisopponent’'scastle
winsthe game.

Alternatively, a playerwinsif the oppo-
nentisunable to perform a legal turn.

lllustration: White winswith 3 controlling
piecesin the opposing castle.

Q&A

 What isthe origin of the game’sname?

Fom the Italian accatastare which
means“to stack up”

» Aftera release, isthe opponent
required to operate from the stack
which wasjust released?

No, he may choose any stack he
controls.



Notation

The spaceson the six-sded board are
clearly marked with coordinates. The
horizontal rowsare marked, starting from
White, with “a” through “g” and the
individual spacesnumbered left to right.
The central space therefore hasthe
coordinate “d4”, forexample.

Accasta turnsmay consist of up to 3 moves
which alldepart from the same space.

A complete turn isnotated asfollows:

Sack location: Totalnumber of pieces Placementsafterturn 15. ... €5:2-c6,xd5.

moved (a “1” may be omitted) —

ending space, further tumns, ... Srategy Hints

When a player stackson top of one of his - Keep an eye on the safe stacks! The

own pieces, thiscan be noted by a “+” stacking height restriction should be

ratherthan a “- “ while capturing an used to tactical advantage.

opposing piece isnoted via an “X°, - Safe stacksare worthwhile, but they
can be more easly blocked by the
opponent.

Sample Game: . Notice how the range of pieces

changed! If you stack on your own

Wi te Bl ?‘Ck pieces, range increases, but if you

1. ba:2-c5 ed: +e3 place individual pieceson vacant

2. a4:3-b4 f2:+f 3, +e3 aces thev decrease

3. b2:2+c3 f4:2-e5 spaces they

4. c4:-d4 e3: +eb, xd4 - If on the first turn you move your three-

5. b4:xd4, 2-c4 e5: xc4 stack from alto d1 (al: 3-d1) pull, you

6. cb5:xc4,-d5 eb: -e4 have already lost. Do you see why?

7. d4:2xe3, -d3 e4: -d4 . _ .

8 cd: 2xd4 f3: xe3, 2xd5 Yo'uropponentans'vverswnh gl: 3xd1;

9. c4: xd5 e3: 3+e5, xd4 this6-height stack isunstoppable.

10. d3: xd4 eb: 2xd5, -e3, -e4

11. d4: 2+c4, 3xe3 d5: 6- b5 For More Information

12. a3:3-b4 b5: 3- a4, xb4, 2+a4

13. a2:3-a3 g3: 3-e5 Accasta, togetherwith the games

14. c4:2-d5 g2: 3-d2 Abande and Attangle, comprise the

15. c3:xe4,-c2 e5: 2-¢6, xd5 stacking game trilogy by Dieter Sein,

White concedes. invented between 1998 and 2006.
Strictly speaking the above rulesdescribe

Accasta game rules: a variant of the base game called

Copyright © 1998 Dieter Stein Accasta Pari, which isplayed with
unmarked pieces. In the originalgame

KWAE  DFFDWD FRP which provide fixed ranges.



Dieter Sein

Abande

Srategy game for2 playersaged 8 and up

Abande isa board game with the feel of a
classic —simple rulesand an abundance of
tactical possibility.

The playerstry to occupy valuable positions,
where itisimpossible to lose the opponent’s
cooperation. Atthe end pointsare earned
forowned pieces, but only with the help of
the opponent.

Components

- six-sided game board composed of 37 tiles
- 2setsof 18 pieces, black and white

Game Board

Abande isplayed on a six-sided board.
Piecesare placed on the intersectionsof
lines.

Playing Pieces

Each playerselectsa colorand receivesthe
18 corresponding pieces. The piecesare laid
out openly (these are the pieces?in the
hand?).

During the game these piecesare stacked
up in different ways. A playerownsa stack
when the topmost piece belongsto him.

Goal of the Game

Playerstry to score asmany pointsas
possble. Each individual piece and each

stack of piecesare scored at the end of play.

Playing the Game

In the beginning the board isempty. The
playerwith the black piecesbeginsby
placing one of hispieceson any space on
the board. Thisturn iscalled 2the initiative
turn®, in contrast to the usual turn.

Afterwardsthe playersalternate turns.
There are 3 different possible turn
options:

- Placing one'spiece on the board

- Moving an owned piece (or stack)
already on the board on top of an
adjacentopponent'spiece (orstack)

- Passing, i.e. to do nothing, which is
only allowed if the playerhasno more
stonesin hand. If both playerspass
consecutively, the game isover.

The “Chain”

At alltimesall pieces(and stacks) must
be connected to one another.

No individual piece and no group of
piecesmay be isolated (i.e. be without
any piecesin any adjacent space).

Placing New Pieces

Aslong asa playerhaspiecesin hand
and isunable or unwiling to move a
piece already on the board, he must
place a piece on anempty space.

Newly-placed piecesmust appear
alwaysadjacentto another (regardless
of owner) piece (or stack).

In thisexample there are 14 spaces
where a new piece could be placed.



Moving Pieces

Instead of placing a new piece, a player
can move one of hisown pieces(orone of
hiscomplete stacks):

- Pieces(orstacks) may move 1space in
one of the 6 possble directions.

- Pieces(or stacks) in moving must
capture an opposing piece or stack.
They are placed on top of the opposing
piece (orstack). They cannot be moved
to a vacant space orontop of one's
own piece (or stack).

Black to move. Besdesbeing able to place a
new piece, there are 5 different movement
options. The piece in the very center of the
board (d4) cannot move because thispiece is
bound; moving to eitherc4 or e4 would break
the chain.
- Sacksmay not grow to

more than 3 in height.
- Sacksmay neverbe divided.
» 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 playerhasno more piecesin
hand, he ispermitted to pass
the opponentreceivesa
consecutive turn.

Itispossible that a player must
passbecause there no regular

turn ispossble.
Black.

A playerwho haspassed isallowed to
take a regularturn again, in the following
round.

End of the Game

If both playerspass, one immediately after
the other, the game ends.

Seeping Pieces

Before scoring, pieces(or stacks) which
are notadjacentto an opposing piece (or
stack) are removed from the board, i.e.
do not count for scoring. Note that this
doesnot apply to pieceswithin mixed
stacks. Only the topsof the stacksare
taken into account when deciding if they
are asleep.Itispossble that by removing
these deeping piecesthat the chain is
broken. Thisdoesnot matter forpurposes
of scoring.

Scoring

Soring isperformed afterthe deeping
stonesare removed.

Playersreceive:

- 1 point foreach individual owned piece
- 2pointsforeach owned double stack
- 3pointsforeach owned triple stack

Afterthe deeping piecesare removed, all the stacksare
scored. In thisexample the contestisa 12:15 victory for



The playerwho earnsmore pointswinsthe Sample Game

game. Should both playershave the same Wit e Bl ack Wit e Bl ack
point total, the result isa tie. d4 14. b3-a3 «c2
1. d5 ed 15. b5 a4
Varlant 2. ¢c3 b2 16. b5-c6 a4-a3
3. e3 c4 17. g2 a2
Abande can also be played on a square g- 3‘21 gi ig gi’ d3 gg 43
grid. Ther_l itistacticaland even a bit more 6 fa4 o5 20, c1 ba- c5
demanding. 7. d5-d4 g4 21. cl-d1 b4
The piecesare placed on the 49 (7x7) 8. d4-c4 f2 22. c2 b2- b1l
intersectionsbetween spacesin the middle 9. c6 d7 23. al-bl f3
of the board. Piecesalso count as 10. al 33 gg gg EZZZ
connected if they are adjacent along the 11. 11 S :
y J g 12. b3 c5-c6 26. pass

diagonal. Thusthere are at most 8 linesof
connection forany one location. All other
rulesare asin the base game fora six-sided
board.

c5 b5- b4 White wins 14:13.

=
w

Strategy Hints

- Keep the end of game scoring firmly in

mind!

- Try to place near several opposing pieces
(without vulnerability to being captured of
course). Thisincreasesthe chance that at
the end yourpiece isconnected to an
opposing one and therefore earnspoints.

- Take care atthe edgesand in the corners
of the board!

Q&A Thingsget tight there very quickly and it's

not alwayspossible to defend a position.

- What about triple stacks? . Sometimessituationsarise where one
Careful attention to the rulesshows should sacrifice a piece (and lose 1 point),
that triple stacksmay neverbe but cause the opponent to lose 2 orever
captured normoved forthe rest of more points.
the game. - Oftenin the course of the play, there arise

apridges?, i.e. pieceswhich create

additional connections. When that
happens, new movement possbilitiescan
arise in a completely different part of the

- Some movescause the chainto be
broken in one location, but everything is
stilconnected elsewhere. Isthis

allowed?
board —forthe opponent, but also for

Yes, because all piecesare stillalways yourself!
part of one chain. It'sjust that the _
connection path hasbeen altered. For More Information

: Abande rules: Copyright © 2005 Dieter Sein

N ion .

otatio Abande together with the gamesAccasta
The coordinate system from Accasta and Attangle comprise the stacking game
(see page 4) isused for notation. trilogy by Dieter Sein, invented between 1998

and 2006. More information isavailable on-
line at KWAB DEDQCGH FRP



Dieter Sein

Attangle

Srategy game for2 playersaged 8
and up

Attangle isa board game with very
simple rules. Its fine pointsreveal
themselvesto the playersonly after
a few playings.

Components

- six-sided game board composed
of 37 tiles

- 100 playing pieces, half black and

half white

Game Board

Attangle isplayed on a six-sided
board. Piecesare placed on the
intersectionsof lines.

The coordinatesprinted on the
board permit each space to be
named, making it easierto record a

playing.
Playing Pieces
Playerschoose colors.

During the game these piecesare
stacked up in different ways. A
playerownsa stack when the
topmost piece (ormore precisely:
the majority of the piecesin the
stack) belongsto him.

Goal of the Game

The playerstry to create 3 of their
own stacks of five.

Playing the Game

In the beginning the board isempty.

The playerwith the white pieces
beginsby placing one of hispieces

on any space onthe board. However, on the first
turn of the game he may not place in the exact
center(space d4) of the board. Afterthat the
playersalternate turns. It isrequired to alwaystake
a turn. There are two basic turn options:

- Place a piece on the board.
- Capture an opposing piece (or stack) which
isalready on the board.

Placing Pieces

A new piece may be brought onto the board on
any vacantlocation.

Capturing Opposing Pieces

To capture, a playermovesexactly 2 piecesoran
individual piece plusl stack of three. Each piece or
stack movesin a straight line and the two linesmeet
onanopposing piece orstack.

- Pieces(orstacks) may move in any of the 6 direc-
tions. Once decided, the direction of movement
forthisstack may not be changed during the turn.

- Itisnot allowed to jump overowned oropposing
pieces(or stacks).

llustration: Two individual piecescapture an
opposing piece and create a triple stack.

- Pieces(or stacks) may not move unlessin
doing so, they capture. They are then placed on
top of the opposing piece (or stack). They cannot
be moved to a vacant space orontop of one's
own piece (or stack).

9



Sacksmay also capture. Together with an
individual stack it createsa stack of five.

Triple stackscan be captured by two individual
pieces.

Itisnot possible
to be captured
in thisp osition.

- Afterthe move the active player must have a
majority of 1 piece in the new stack, i.e either
itisa triple stack (2:1 ratio) ora quintuple stack
(3:2 ratio).

- The capturing piecesmust be moved at the
same time, that is, they must come from
different directionssince they cannot jump
over otherpieces.

10

- No stack may exceed 5 piecesin
height.
- Once formed, stacksmay neverbe

split.
End of the Game

The first playerto create histhird stack
of five winsthe game.

Black winswith his3 stacksof 5 at c4, e5
and f3.

Variant

Attangle can also be played on a
square grid board (asin Chess)..

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

Fve stacks of five are required to win
the game. All otherrulesare asin the
base game fora six-sided board.



Q&A

- What isthe origin of the game'sname?

Fom the English words2attack® + 2angle®:
in attacking the piecesdescribe an angle.

- The instructions state that in moving
exactly 2 pieces(oran individual piece
plusl stack of three must be moved?

Yes, thatiscorrect.
- So stackscan only be 3 or5in height?
Yes, thisisalso correct.

- What about the stackswhich are five
pieceshigh?

These stackscan neverbe captured or
moved forthe rest of the game.

- Are quintuple stacksremoved from
the board when formed?

No, they remain there.

- The capturing piecesmove at the same
time. In what order must I place them
on the stack?

The order playsno role here.. One can
stack them in any order.

Notation

The coordinate system from Accasta (see
page 4) isused for notation.

Wi te Bl ack Sample Game
l.el g3

2.d4 c5

3.a4 cl

4.c4 5

5.e6 3

6.al f5,c5-e6
7.c5 d6
8.d4,c5-d6 fl
9.91 e6,fl-el
10.d6,01-g3 c2
11.¢c6 5
12.d1 g2
13.d6 c5
14.d4 b4

15. b5 f5,c2-c4

16. a4,b5-b4 e4

Wi te Bl ack

17.d6,b4-c5 c4,e4-d4
18. f5 c3
19.¢c4 d3
20.c2 d2
21.b3 az2
22.¢4,b3-c3 d2,d3-c2
23.a3 b1l
24.c4 b3
25.¢c3,c4-b3

White wins.

Strategy Hints

- Triple stacksare smultaneously
dangerousand in danger; over
them lead allthe pathsto victory.

- Try to keep all of your piecescovered
asmuch aspossble.

- Wall off areasof the board and at
the same time try to create connected
groupsofyourpieces.

For More Information

Attangle game rules. Copyright © 1998
Dieter Sein

Attangle, together with the games
Accasta and Attangle, comprise the
stacking game trilogy by Dieter Sein,
invented between 1998 and 2006.

More information isavailable on-line at
KWAS DWADQICH FRP

The Designer

Born in 1965, Dieter Stein grew up in
Munich, Germany, and studied
phonetics, psychology and computer
science. Now he liveswith hiswife

and two children near Feising, Germany,
and isa self-employed software
developerand game designer.

Game invention hasbeen hispassion
snce childhood. He doesnot see himself
so much asa storyteller, but asa @games
mechanic®, alwaysendeavoring to bring
out the core of hisgame ideas.

KWAS  VSLHOWHLQ FRP



Jarodaw Cichocki

Attraktion

Srategy game for2 playersaged 8 and up
Attraktion is a strategy game with the power
to attract.

Components

- a square grid game board having 8 x 8 (or
10 x 10) spaces

- 2x 32white and black pieces(2 x 50 for the
10x10game board)

Game Board

Attraktion isplayed on a square game board
having 8 x 8 (or 10 x 10) spaces.

The smallerboard isgood forlearning how to
play the game the first time. Usually, however,
the larger board with its 100 spacesshould be
used. Expertsplay on stilllarger boards.

Goal of the Game

Playerstry to reach a
particular winning
position: 1 of one'sown
piecessurrounded by
exactly 4 opposing ones
on the diagonally
adjacent spaces.

Playing the Game

In the beginning
the board is
empty. Each
playerselectsa
color. White takes
the first turn.

Each playerturn
isconducted in
2phases:

» 3MFLQJ one’s piece on any empty board space.

- Then letting the power of attraction go to
work.

12

The Power of Attraction

Sarting from the newly-placed
piece and extending outward,
move every piece, regardless of
owner, in the same row and column
one space in the direction of the
new piece. However, a piece only
movesonly if the space which itisto
enterisvacant.

End of the Game

Aftereach player'sturn the effects
of attraction are reviewed to see
how many winning postionseach
playerhasachieved. A player's
move may create winning positions
forthe opponent aswell. A player
winsif he hasmore winning positions
than hisopponent. In case of a tie,
the game iscontinues.

For More Information

Attraction rules: Copyright © 2005
Jarosaw Cichocki

More information isavailable on-line
at KWAB MDUFLFKR ZHESDUN SO

The Designer

Born in 1958, Jaroslaw Cichocki lives
in Warsaw, Poland. He has
conceived severalgamesand
published them on the Worldwide
Web, including JC Attract, here
published asAttraktion, and JC
Golden Nugget. Visit hiswebsite to
find computerversonsof hisgames.



AlvydasJakeliunas

Alva

Srategy game for2 playersaged 8 and up

Alva isa new kind of Checkers/ Draughts
game with simple rulesand many varied
possible combinations.

Components

- a square grid game board having 9 9
spaces
- 2 32white and black pieces

Game Board

Alva isplayed on a square grid having 81
spaces. Piecesare placed on the
intersections of lines, not in the spaces.

Goal of the Game

Playerstry to capture asmany of the
opponent'spiecesaspossble.

Playing the Game

In the beginning the board isempty.
Each player selectsa color.

White takesthe first turn.

The playerwhose turn it ismust either

- capture an opposing piece or piecesby
jumping over, orif that isnot possible,

- bring one of hispiecesinto play.
Optionally one owned piece may be
shifted overone space beforehand.

Jumping

Opposing piecesmust be captured via
jumping whenever possble. The jump must
alwaysbe in along a line overa single
piece oroveran unbroken row of atleast 3
opposing piecesand end on a vacant
space immediately afterward.

(Note that the piecesto be jumped over
are contiguous, not separated by empty
spacesasin traditional Checkers/ Draughts.)

13

If further jumpswith the same piece are
possible, they must be carried out, even
if the new jump goesin a different
direction.

If at the start of the turn multiple jumps
are available, the playerisfree to select
any one of them.

Opposng piecescan be jumped
and thereby captured.

It isnot allowed to jump overexactly 2
opposing pieces.

Aftereach jump the jumped-over
opposing piecesare removed and
momentarily placed next to the board.

If the opponent in hisvery next turn also
capturespieces, he keepsthem if the
numberof captured piecesforeach
player differs. Otherwise, these pieces
must be given backto the playerto
whom they belong.

Afterthe opponent hascompleted his
turn, pieceswhich were placed at the
edge of the board are now taken in
hand. Each one isworth one point at the
end of the game.

Moving and Placement

If none of one'spiecescan jump, then
the player may shift one of them to an
orthogonally-adjacent vacant space.
Afterwardsan owned piece mustbe
placed in any empty space.



End of the Game

The game endswhen either of the playersis
unable to take a turn.

Any piecesat the board edge can be
claimed. Each captured piece and every
opponent piece on a space which touches
the edge of the board iscounted as1 point.
The player having the highertotal wins.

A piece
can be
shifted 1
space in
any
orthogonal
direction,
l.e.along a

White
setsup a
forced
capture
in order
to
prepare
hisown

AttAanls

Black is
require
dto
capture
the new
white
piece.

14

White now captures2 piecesand
doesn’t have to give them back as
Black only managed to capture
one piece on hislast turn.

For More Information

Alva game rules: Copyright © 2001
AlvydasJakeliunas

The Designer

Born and living in Lithuania in 1961,
Alvydas Jakeliunas studiesphysics
and at the moment worksasan
independent game designer. Snce
childhood he hasmodified the rules of
existing gamesand tried to develop
hisown ideas.

Alva, after Packeisam Pol (Hey!
That's My Fsh!), isthe second game
by AlvydasJakeliunasto be published
in Germany. The latter hassold over
50,000 copies, appeared in 8
languages, and in 2006 wason the
Recommended List of the Sieldes
Jahres(German Game of the Year)
jury aswellasa winner of the @Spiele-
Hit fir Familien 2006° (Game Hitsfor
Families 2006) in Austria.

More information isavailable on-line
atzZzZZ JHRFLW.HV FRP DOYDZRUOG



Dame 100

[Checkers100/ Draughts 100]

Classic strategy game for2 playersaged 8 and up

Dame 100 isalso often known as
International Checkers (International
Draughts) asitisplayed according to
worldwide convention. Moreover there
existinnumerable much older variantsin
many countries.

Components

- a square grid game board having
10 10spaces
- 2 20white and black pieces

Game Board

The game isplayed on a square grid
board having 10 x 10 spaces.

The board islaid out so that the lower left
cornerasseen by White isdark space.

The game isplayed only on the dark
spaces. (To achieve better contrast with
the pieces, playerscan of course agree —
contrary to the official rules—to play only
on the light spaces.)

In the beginning playersset theirpieceson
the first 4 rowsof the board.

The initial set up.

Goal of the Game

Playerstry to capture the opposing
piecesorprevent them from moving.

Playing the Game

Each playerselectsa color.
White takesthe first turn.

There are two possble turn options:

- Apiece moves1lspace diagonally
forward.

A piece moves
diagonally
forward 1 space.

- A piece jumpsdiagonally forward or
backwardsoverlopposing piece and
endson the empty space on the
opposite side. When the turn isover,
and only then, the captured piece(s)
isS(are) removed from play.

Jumping may occur either forward or
backward.

15



Multiple Turns

If aftera capture a piece could
immediately perform another jump, it must
do so. The turn doesnot end and no
captured piecesare removed untilno more
capturesare possble forthe moving piece.

No piece may be captured +jumped
overxmore than once in a turn, although
the same vacant space may be entered
more than once.

Capture Is Required

If one ormore opposing piecescan be
captured, the playermust do so.

In addition, the player must make the move
that would capture the most pieces
possible in the current turn.

In the case where there are multiple ways
to capture the most pieces, the player has
the choice of which one to perform.

Kings

When a piece reachesthe last row
opposite the side on which it started, it
becomesa King. Thisisshown by placing a
second piece notin play on top of it.

Note: A piece which during capture
reachesthe last row, but then moves
backwardsbecause it must capture
anotherpiece doesnot become a King.
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Kingsmove forward orbackward any
numberof squareson a diagonalline to
an unoccupied sgquare. Kingscapture
from any distance along a diagonalline
by jumping, forward orbackward, over
anopposing man orking with at least
one unoccupied square immediately
beyond it. The capturing king then lands
on any one of these unoccupied squares
(except may not jump overthe same
opposing piece orking more than once)
and continuesjumping, if possible, either
on the same line, or by making a right
angle turn onto anotherdiagonalline.
Kingsmay neverjump overcheckersof
the same color.

When there isa choice between several
moves, the King doesnot receive any
special preference.

lllegal Moves

If the opponent takesan illegal turn
(forgetting, forexample, to capture or
capturing too few pieces) the player
may demand that thisturn be re-done.

End of the Game

If a playeron histurn cannot take any
legalaction, he haslost the game.

If the situation arisesthat neither player
can win, the game isa draw.

For More Information

Interessengemeinschaft Damespiel in
Deutschland (Checkerd Draughtsinterest

Group of Germany)
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English readersmay wish to search the
Worldwide Web for2Checkers 100°
or2International Checkers°.



