EVO Board Game

SUMMARY AND GOAL OF THE GAME

TWO OR FOUR PLAYERS COMPETE IN A SHARED, CROSS-SHAPED BOARD, FORMED BY A CENTRAL PART 8X8 SQUARE
AND FOUR 8X2 “ARMS”, ATTACHED ON FACH SIDE OF THE 8X8 SQUARE.

THE OBJECT FOR EACH PLAYER 1S TO CAPTURE AN ADVERSARY CASTLE, AN IMMOBILE PIECE OF ITS OWN COLOR
ON ONE OF THE 4 ARMS OF THE BOARD (FACING FOR TWO PLAYERS).

TO ACHIEVE THIS EACH PLAYER WILL MAKE USE OF 8 PIECES OF HIS OWN COLOR, INITIALLY PLACED IN ONE OF
THE ARMS OF THE CROSS, AROUND HIS CASTLE. THE CASTLE OF EACH PLAYER SITS IN THE NEAREST RIGHT
CORNER OF THE BOARD.

THE FIRST PLAYER THAT CAPTURES AN ADVERSARY CASTLE (OR CONQUERS THE LAST PIECE OF ONE COLOUR) WINS
, THUS ENDING GAME.

TURN ACTION: MOVEMENT AND CAPTURE

ON HIS TURN, A PLAYER CAN MOVE ONE OF HIS SQUARE-SHAPED PIECES. ALL THE PIECES (BUT THE CASTLE,
WHICH AS SAID BEFORE CAN NOT BE MOVED) ARE EQUAL TO EACH OTHER. EACH OF THEM CAN MOVE IN 4 DIFER-
ENT WAYS, ACCORDING TO THE SIDE OF THE PIECE FACING ‘“NORTH", NORTH BEING DEFINED AS ‘FORWARD’
FROM THE POV OF THE OWNER OF THE PIECE. SO FOR EXAMPLE ‘NORTH" FOR THE PLAYER SITTING ON THE EAST
SIDE OF TABLE WILL BE WESTWARD, WILE FOR THE PLAYER SITTING ON THE NORTH SIDE OF THE TABLE IT WILL BE
SOUTHWARD, AND SO ON.

ON HIS TURN THE PLAYER CAN MQOVE ONE OF HIS PIECES IN ONE OF THESE
2 WAYS:

- JUST ROTATE THE TIECE IN PLACE {THUS CHANGING THE PIECE MOVEMENT
TYPE FOR THE NEXT TIME HE WILL DECIDE TO MOVE IT);

- MOVE THE PIECE AND THEN (OPTIONALLY) ROTATE IT;

A PLAYER CAN CAPTURE OTHER PLAYERS' PIECES BY MOVING ONE OF
HIS PIECE ON A SQUARE OCCUTIED BY AN OPPONENT'S PIECE. PIECES
CAN NEVER ‘GO THROUGH" OR “JUMPF OVER" OTHER PIECES, BOTH OF
THE SAME OR DIFFERENT COLOURS.

EACH PIECE CAN BE ORIENTED IN FOUR DIFFERENT WAYS (ONE PER EACH
SIDE OF THE PIECE) ENABLING IT TO FOUR DIFFERENT KIND OF MOVEMENT.

THE ACTIVE ROLES IS THE ONE FACING ‘NORTH".

THESE ARE THE FOUR ROLES A PIECE CAN ASSUME:

- WARRIOR:

IT MOVES 1 SQUARE AND CAN'T GO BACKWARDS, IN OTHER WORDS IT CAN
MOVE TO ONE OF THE 5 SQUARES ADJACENT TO IT (W, NW, N, NE, E);

- BLADE:

IT MOVES 1 OR 2 SQUARE “FORWARD” (N);

- CATAPULT:

IT CAN MOVE UP TO 3 SQUARES DIAGONALLY GOING ONLY FORWARD, AS
USUAL (NE. NW):

- SHIELD:

THE ONLY ROLE THAT CAN GO BACKWARDS, IT CAN MOVE UP TO 2 SQUARES
GOING SOUTH OR JUST 1 SQUARE GOING DIAGONALLY (SW OR SE).

BEGINING OF THE GAME

THE FIRST PLAYER TO MOVE WILL BE THE ONE OPENING THE TABLE. THEN IT WILL BE THE PLAYER ON HIS LEFT THE
ONE TO MOVE, AND SO ON, GOING CLOCKWISE.

WE ADVISE YOU NOT TO DISTRACT FROM WHAT THE OTHER PLAYERS DO: YOU CAN LOSE THE GAME EVEN IF AN
ENEMY DON'T CONQUER YOUR CASTLE (ONE WINS, ALL OTHERS LOSE).



