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Game Board
The board is divided into separate sections. Tag& Nests, 3 Pens and the
center Ring.

Nest
Nest

Game Pieces

There can be either 2 or 3 players. Each playeBi@daying pieces. Each piece
has an outside shape and an inside shape. Thd®atspe is the actual shape of
the piece (square, circle or hex). The inside simpanted on each piece and
shows what kind of opponent’s piece it can cap{sgeare, circle or hex). The
pieces start the game in the Nest that matchesdbler. When captured, pieces
are put in the Pen that matches their color.

Objective of Game
The objective of the game is to capture the lagbof opponents’ pieces and be
the last player to have a least one piece remaumngaptured.

Start of Game

Players choose a player color: Blue, Red or YelBRY). In a 3-player game
Blue moves first, then Red, then Yellow. In a 2yplagame, players choose who
moves first.

[llustrations

In these instructions, your (the reader’s) piecedbéue. Your opponents’ pieces
are red and yellow. The illustrations are beford-after depictions of moves. The
text above the illustrations explain the move.




Moves

There are 3 standard moves and 1 special movestdhdard moves are:
1) moves inside the Ring,
2) moves from the Nest to the Ring, and
3) swaps.

The special move is a “Release.”

With only one exception (explained later), playengsstmake one—and only
one—standard move per turn.

Moves inside the Ring

A space is where any lines meet in the Ring. Piet®se straight on one line and
stop in either an empty space or a space that pgsa it can capture. The moving
piece replaces the captured piece. The captured @eent to the Pen that
matches its color. Below, your piece can make #pgure because the inside shape
on your piece matches the outside shape of yousrog’'s piece.
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If your piece stops where it can capture any oppbtsi@ieces in one more move,
it flips them. When flipped, a piece is turned falmevn and cannot move for one
turn. Pieceslo nothave to be flipped to be captured.

Only a moving piece can cause an opponent’s petigptand only at the end of
its move.




To start your turn, only face-up (un-flipped) pis@an move. Face-down (flipped)
pieces cannot move.

Inside the Ring, your piece can jump over your othee-up pieces. It cannot
jump over your face-down pieces or opposing pie¥es.can jump over more
than one of your face-up pieces.

During a turn, you:
1) movefirst (only one standard move per turn),
2) thenflip opposing pieces (if any are put in capture pasitip your moving
piece), and the last thing you do is
3) un-flip all of your own pieces (if any are face-down).

You can also flip opponent’s pieces over your fapepieces.
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But you cannot flip opponent’s pieces over youefdown pieces.

Even if there is just one of your face-down piegeshe way, you cannot flip
opponent’s pieces.

On the same move, it is possible to jump, makepéuca, and flip multiple pieces.
(Be careful when you place your own pieces of egrmaeshape in line with each
other.)




If your piece starts and stops in spaces wher@nitcapture the same piece, it
cannot flip it.

Moves from the Nest to the Ring
Pieces in the Nest jump directly into the Ring &l face-up in angmptyspace.
When they land they can flip opposing pieces.

In the illustration below, the square piece jump#d the Ring from the Nest.

The positioning of your pieces is a very importaspect of the game. Often one
well-placed piece can protect many of your otheces from being captured.

The below illustration shows that your square pieogped from the Nest into the
Ring and defended three of your other pieces fremdycaptured.




Swaps
You can swap a piece in the Ring with one from yiéen if:

1) the piece in the Ring is face-up,
2) both pieces are the same shape, and
3) both pieces are the same color.
You cannot flip opposing pieces after a swap.

The illustration below shows your square piece ¢psiwapped.

Release
The only special move is a “Release.” It must balenat the beginning of your

turn, before you make a standard move.

During a release, you take one of your previouslgtared pieces from your Pen
and move it to back to your Nest. It is like it haeler been captured. It must wait
the turn it was released in the Nest, but it capuieback into play on a future turn.

It can be made if you have:
1) less pieces in your Nest,
2) more pieces in your Pen, and
3) less pieces in the Ring
than each of your opponents. All three conditionstapply.

In this situation, it is like an equalizer if twdagers are “ganging up” on you, or if
you are a new player and you are playing againstrenced players.

A release can also be made in the very rare ssiugtiat:
1) you are not able to make a capture (you havéaoe-up pieces in capture
position at the beginning of your turn),
2) you have no pieces in your Nest, and
3) no player was able to make a capture in thethase turns (no player had
face-up pieces that were in capture position ab#dgnning of their turn).
Again, all three conditions must apply.



Exception to Making a Standard Move During a Turn

The only time you do not have to make a standanrdendiring your turn is if you
have no pieces in your Nest (no pieces to putag)phnd all your pieces in the
Ring are face-down (flipped). The only thing youn @ in this situation is un-flip
your pieces in the Ring, which ends your turn.

Leaving the Game Early (Conceding)

If any player leaves the game before it is finishibd pieces they abandoned in
their Nest are sent to the Pen. The pieces abaddorike Ring stay where they
are. If two players are remaining, they continneegame as normal, flipping and
capturing the abandoned pieces. If only one plesmiains, that player is the
winner. A player that leaves the game early canetotn to the game.

Special 2-Player Rules (For Experienced Players)

All the above standard rules apply with the follogriexceptions and additions. To
begin, players choose their color and which playiémove first. The color not
chosen is the neutral color. During a turn, a playay move or swap one of their
own pieces or a neutral piece (a piece of the akatior). There can still only be
one standard move per turn. Be careful with negikades! Your opponent can use
them too.

You can only jump neutral pieces over other neyti@tes and capture or flip your
opponent’s pieces the same way. Your pieces cammg or flip opponent’s
pieces over neutral pieces. You can only swap &alquece with another neutral
piece. The same neutral piez@notbe moved on consecutive turns. If you just
moved one, your opponent cannot move it on thedt fuen. If you do not or
cannot move one, then your opponent can movetietheir next turn.

You decide which neutral pieces to flip after yowwve and un-flip at the end of
your turn. Any that you flip cannot be used by yopponent on their next turn.
Any you do not un-flip and your opponent also lesaface-down at the end of their
turn will be unavailable to you on your next turn.

You can move a neutral piece from the Nest to ting Fout only if you already
have one of your own pieces already in the Rintpéeiface-up or face-down).
You can always move a face-up neutral piece thateady in the Ring or swap
neutral pieces following standard rules.

If you capture all of your opponent’s pieces, yadn e game. If your opponent
captures all of your pieces, your opponent winsga®me, whether or not any
neutral pieces remain. Neutral pieces are not takerconsideration when
determining if a Release can be made. Neutral pieaenot be released.



