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EKKINHZH KaBopLOPEVEG af
K&Be maiktng maideL povo eva oxriua ava @opa. -.

O maiktng pe ta paupa oxnuata EKLVAsL Tpwtog.
Ta oxrjpata £Xouv KaBOPLOPEVEG ApXLKEG BEOELG.

KINHZH KAI ENIOEZH
O PopBog dev pmopel va emitedel atov avtinaro Poupo.

Mavo o Popfog pmopeL va umepmndrioeL ta aAA\Aa oxnuata. '
‘OAa Ta oXUATa EKTOG TOU KUKAOU KLVOUVTAL Kal EMLTOEVTAL TAUTOXpOVa OTLG BECELG TWV
EMOECEWV TOUC.

H emtuxnuévn eniBeon apatpel To oxrua Tou avTtdAou amo To Tawxvidt.

MEPIZTPODH @ &

Ta oxnpata mou mepLlotpepovtal ivat to TPIFTQNO kat to EZAFQNO.
Ta oxnpata Tov TEPLOTPEPOVTAL KLVOUVTAL KAl TiEpLoTpEovtat 60 poipeg S€La n aplotepa.
Ta oxruata mou MEPLATREEPOVTAL UTIOPOUV E ETIAOYH TOU TTALKTN KAl Va PNV TEPLOTPAPOUV.

IE— " {

NIKH K. 5.4.8
Eav ptdoeL o POuBog tou maiktn otnv apxikr 8€an tou avtindAou popou o maiktng kepSileL to ‘
TTaLyvisL.

EQv oTtoL0&1TIOTE OXrKa TOU TtalkTn KAVEL ETILOEAT OTOV POUBO KL QUTAG SV UTIOPEL Va KLvnOeL og I
g\euBepn B€on, o aiktng kepdileL To Tatvidl. ‘
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START .
Each player plays only one shape at a time.

The player with the black shapes starts first.
Shapes have defined starting positions.

MOVEMENT AND ATTACK
Rhombus cannot attack the other Rhombus

Only the Rhombus can surpass the other shapes.
The shapes TRIANGLE, SQUARE, HEXAGON, RHOMBUS
move and attack at the same time in their attack positions.

Successful attack removes the opponent's shape permanently.

ROTATION @ & ;
The rotating shapes are the TRIANGLE and the HEXAGON. é
Rotating shapes move and rotate 60° left or right in one move.

The shapes that are rotated can, at the player's choice, not be rotated.

If the player's Rhombus reaches the starting position of the opponent's Rhombus,
the player wins the game. I
If any of the player's shapes attack the Rhombus and it cannot move to a free position, ‘

the player wins the game.
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Defined starting
L. possitions from left to
/mm \ right are (SQUARE,
- " TRIANGLE, HEXAGON,
; RHOMBUS, CIRCLE,

| TRIANGLE, sauarE)
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possition of

;. The starting
|
! Rhombus is the \\

A Rhombus cannot attack
_ the other x

/ ¥ N
SUCCESSFUL ATTACK 'l ) N

"CAPTURES” THE
OPPONENT’S SHAPE
AND REMOVES IT FROM
THE GAME
PERMANENTLY.

Only the Rhombus
and Hexagon can

jump over, the N
other shapes (‘)
¢
Rhombus is not

allowed to move
on the attacking
possition of the
opponent




.  ENMTRAPEMENT ———_
H ns or Circles are captured, and both players have the \
€ shapes in the game, the condition "entrapment" activates, \

eans that the player now has the option in his turn, to (place, put \
shape of the opponent) his captured hexagon or Circle on all the I
ept the Rhombus, and capture that shape if the opponen
turn does not move it, if he does, the player's captured Hexa
returns to the capture condition (out of the board),

oonent in his turn does not move his entrapped shaj
ses to move or attack or Entrap with a different sk

er has the option to capture the entrapped
e to move or attack with a different shay

's Wn or Circle returns to the capture co

b'd

( > I captured

Circle |
(out of
Z  theboard)

captured
Hexagon

Entrapped h(ogt Ofd
Square the board)

Captured hexagon or Circle can
Entrap all the shapes except
Rhombus
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| Entrapped shapes

can't rotate

You can hold the
entrapped shape and move
a different shape in your

turn as long as you like You can Entrap

only one shape

per activation ROmgon
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SWAP ZONES
DIAGONALY

When the Rhombus enters
the "Dead Zone" on the
board, the contition
activates,
now he can move but not
attack also diagonaly and
swap zones between the
Inner Perimeter zone (1P) and
the diagonaly one
hexagonal position per turn.

ROmgon
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white wins here

IF A PLAYER DO MORE
THAN 3 REPEATED
Y MOVES, WITH THE SAME
" SHAPE, THE OPPONENT
WINS THE GAME.

ROmMgyon

S—— .+ on DeadLock,
' ck Rhombus, 15 ©
ok Blac T e is attacked

by the two -

— , he cannot
. sonal mcause

the white

] pos'ltions, Win positio
attacking
move to the the white hexagon, and
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The Circles are very strong

shapes because they move

and attack all the shapes in

all the hexes of each
Perimeter zone and can
change zones with one
move, they cannot jump
other shapes.
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THE WHITE ARROWS IF ANY SHAPE OF THE PLAYER
SHOWS THE FROM IS IN A PERIMETER IT BLOCKS

IRCLE THE MOVEMENT AND ATTACK
WHERE THE & OF THE CIRCLE, AND IT CANNOT

CHANGES ZONES, HE ATTACK THE OPPONENT’S
CHANGES SHAPES

OD®

The black hexes show where
the Circle moves or attacks

Move or attack
the deag Zone
the ’
in the
middle of the
board

X
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The Rhombus Shape is the most important in the game
if attacked and has nowhere to move its game over

Rhombus Escape No attack on Rhombus

Can escape to the Must Escape t’o the Cannot attack the other
opponent’s opponents Rhombus

base base to win the game No move to attacking
Base Defence positions
Can .defend the Base His Starting pOSition isin Is not allowed to move to the attacking
not leting the opponent’s the hexagonal position positions of the opponent’s shapes

Rhombus to escape

Diagonal Move

when reaching the Must carefully avoid

Dead Zone Dead Lock
can move diagonally

between the
Inner and the Dead
zone of the Hexagonal
Board

of the player’s base
Cannot rotate

Move & attacks in his
move/attack pattern

Jump Over
Can jump over other
shapes

Swap 2 Zones

When using the Diagonal
move, can swap between
the Inner and the Dead
Zone




The Hexagon Shape can attack and defend the other
shapes it can also Entrap and Rotate

Rotation

Can Rotate 60° left or right
and change his move/attack

direction

Entrapment

When both Hexagons
of the players are
captured and removed
from the game, if both
players have the same
shapes in the game,
can entrap the other
shapes

Jump Over
Can jump over other
shapes

Cannot Defend
the Base from Rhombus

Cannot escape
the base

Has the option to
Entrap a shape

Move & attacks in his
move/attack pattern

Can DeadlLock

Rhombus 89_.

+

move/a
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Cannot Defend
the Base from Rhombus

. Cannot escape
No Abilities Move & attacks the base

L Ll Cannot rotate
move/attack

pattern Cannot Jump Over

Cannot Entrap
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Cannot Defend
the Base from Rhombus

Rotation Has the option to
Can Rotate 60° left or right rotate 60 ° left or right Cannot escape
and change his move/attack the base
direction
Move & attacks Cannot Jump Over

in his
move/attack
pattern

Cannot Entrap
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Glossary

1.Move possition

2.Attack a shape

3.Capture a shape

4.Shape Pattern Positions

5.Hexagonal Position

6.Escape of Rhombus
.Deadlock

oving of Rhombus

) i DJITCILION
1ltaneous 1y
rotected Sk
.Vertical ¢
23.Verticg
24.Diag
25.Dig
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The Board has
51
hexagonal
positions
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The Board is where
the game is played

Perimeter zones of the Circle
IMETER am Mlnnu PEH'METEH ) OUTER PERIMETER wom
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Print & Play n()mgn“






