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First Recommendations
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Game Components
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17 cards with External Factors.
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Before kick-off, each Coach decides the position férplayers and goalkeeper on the board.
Place your players on your defending half. It is not allowed to have 2 pieces (either same team or different) on the same
hex.
Place the ball on the center spot. Team thét taking the kick-off place one player on their own half on an adjacent hex.
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- Strikers, Numbers 8, 9 & 14: 1 Defensive point, 4attacking points

** Numbers 12 and 14 are only used in Cup mode.
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When cards are discarded or played, they should be placed in discard decks beside their respective card decks. When a
deck is depleted, shuffle the respective discard deck to form a new deck of the given card type
This doesnot apply to the ball cards, because the half is over when the Ball card deck becomes empty.
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Game Orientation and Direction

Every hex in the playing field is surrounded by 6 other hexes. Three hexes are ahead and 3 hexes are back, taking as a
reference the direction of your attack.

As such, we will refer to Moving a player forward " as moving the player through the field usingne of the3 hexes
between him and the opponent's goal line.

In the same fashion, we will refer to Moving a player backward 6 AO [ 1 OET C EEI| 30exadbeivgdn 1 1 A
him and his own goal line .
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the given action may be performed in the direction of any of the 6 hexes surrounding the player in question.
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Partial hexes on the board are playable.

Bear in mind that hexes that have a line acroghem belong to the area
that line demarcates (i.e. Hexes that are crossed by the penalty box line
fully belong to penalty box).
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Jersey  Defensive  Atfacking
nhumber S points
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F0uiside own penalfy box Coalkeaper's defensiveivalie is 2/points
Tnsideiopponent penatty box his attacking WalUeis 1 point:

Shot-on-Goal Area

Shoot on goal inside this area onl\shoton-goal area will be limited
to the area depicted in the diagram.

GK Influence Area
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When the shot is made frominside the box, Goalkeeperinfluence area will be

limited to the areadepicted in the diagram.
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Once your turn is over you must replace cards played by drawing new cards from the corresponding card decks.
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TIP: It is not necessary to make a p assto a hex which has another member of your team. You may decide to make
a pass to ahex close to your player and then try to reach the ball on the Team Repositioning phase or even on
your next turn .

Square pass

You may also make a pass to a teamate that is alongside the ball
bearer, in parallel to midline. In this case:
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To make a pass or advance the ball must be on the sahexas
the player.

You cannot make Gquare advanceso.
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Challenge
A Challengedecides which teamwill play the ball on the following turn.

A Challengehappens when theplayer that should receive the ball from a
medium or long pass,Corner Kick or any other setpieceis marked .

There is also aChallengein some cases when you use youhttacking
TacticalMoves
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The Goalkeeper alwaysadds+2 points to his die roll during the Challenge in his own penalty box, when the Goalkeeper

is the player making the challenge.

Marking

A player that is receivingthe ballis marked when there is an opposing player on any of the 6 spaces surrounding his hex.
If there is no player around he isin-marked .
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Picture the pitch divided into 6 sections, based upon extensions of the 6 hexes surrounding the hex in which the passer

is located. Defenders will block alose pass if they are on both of the hexes, directly adjacent to the hex containing the
passer, through which the ball would passt© AAAE EOOS6 EIT OAT AAA OAOCAO8 4EAOA 1 A
defenders(see pic below):
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