


GAME VARIANTS

Advanced rules

Choko
In Gambia, the game of Choko is similar to Yoté. Unlike Yoté, Choko 
is played on a 5x5 grid (not 5x6). You can play Choko using the same 
rules as Yoté with these modifications:

Choose to modify the game with any or all of these variations:
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•  Mandatory Capture:
If a Camel can capture, it must. If 2 or more captures are available, the 
active player decides which capture to make.

•  Chain Capture:
If a player captures and their 
Camel lands in another capture 
position, they may continue 
capturing (Fig. 4A). The capturing 
player then removes 1 additional 
Camel for each capture (Fig. 4B).

•  Friendly Leap:
Camels may leap over their own 
comrades. The 'leaped over' 
Camel remains in place (Fig. 4C).

Lay out the game mat with 
the 5x5 side up (Fig. 5). 

1.

Once all Camels are deployed players simply alternate turns 
moving and capturing pieces just like in Yoté.

No chain jumps are allowed.

Choko has a unique "drop 
initiative" mechanic. The first 
player starts the game with 
drop initiative. This means 
that every time they deploy a 
Camel, the other player must 
also deploy a Camel on their 
next turn.

If at any point, the first player decides NOT to deploy a camel 
(i.e., they decide to move or capture a Camel instead, the 
second player then has the option to take any action:

•  If the second player moves or captures, the first 
player keeps the drop initiative.
•  If the second player decides to deploy a Camel, they 
now have drop initiative.

2.

A.

4.

5.

The rules of Yoté described in the LUDOS collection were inspired by 
the 2011 book, The 10 Best Games in the World by Angels Navarro.

Heroes of Africa

Challenges of Africa

Coming soon..

Coming soon..

Fig. 5

A

B

C

Fig. 4


