
F L I P  C H E S S  –  Q U I C K S TA R T  ( 2  P L AY E R S )

G OA L :
W I N  B Y  E I T H E R :

C O N T R O L L I N G  T H E  M A J O R I T Y  O F  K I N G  C A R D S  W H E N  T H E  L A S T  C A R D  I S  F L I P P E D ,  O R

C A P T U R I N G  A L L  1 2  O F  Y O U R  O P P O N E N T ’ S  M E E P L E S

1. MOVE ONE OF YOUR MEEPLES ONE CARD
(up / down / left / right)

→ Capture by moving onto a card with an opponent's meeple
→ You can't move onto a card with your own meeple

→ Only one meeple per card

2. Flip one face-down card (mandatory if possible)
→ you must  flip a card if at least one is available 

(without a meeple on it.)

Your turn (2 steps):

Board:
6×6 grid with face-down cards

12 red and 12 blue meeples
The setup is ready when the game loads

cards ( 36 total):
2 kings 2 queens 2 bishops 2 knights 2 rooks 26 pawns



Card effects:
If you move onto a revealed card, you must perform that piece’s move immediately –

except King: you may stay on the King card.

Pawn –  move 1 card forward, captures diagonally forward (1 card)

Knight – L-shaped jump

Rook – Straight, any number of empty card Bishop – Diagonal, any number of empty card

Queen – Any direction, any number of empty card King – Move and capture 1 card in any direction 
(optional – you may stay)



G a m e  e n d :

A l l  c a r d s  r e v e a l e d  →  p l ay e r  w i t h  m o r e  K i n g  c a r d s  w i n s

O R  o n e  p l ay e r  l o s e s  a l l  m e e p l e s  →  o p p o n e n t  w i n s  i m m e d i at e l y

O R  a  p l ay e r  h a s  n o  l e g a l  m o v e s  →  i m m e d i at e  l o s s


