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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 are p lac ed on the intersec tions of
lines. Nine intersec tions a t either end of the
board are 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 are
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
are free and may move and whic h are
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 at 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 arry a long
as many other owned and opposing
p iec es as desired so long as they are
stac ked under it. Thus a stac k c an be
arb 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 brought 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 are
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 are
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 are
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 piec es from any one
player. 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 are
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 are 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 are
c lea rly marked with c oord ina tes. The
horizonta l rows are 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
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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 are 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 variant 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 provide fixed ranges.


