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First Recommendations  
 
)Ô ÉÓ ÈÉÇÈÌÙ ÒÅÃÏÍÍÅÎÄÅÄ ÔÏ ËÎÏ× ÔÈÅ ÂÁÓÉÃ ÒÕÌÅÓ ÏÆ ÆÏÏÔÂÁÌÌ ÔÏ ÆÕÌÌÙ ÅÎÊÏÙ 3ÏÃÃÅÒ #ÉÔÙȢ  
4ÁËÅ ÓÏÍÅ ÔÉÍÅ ÔÏ ÌÅÁÒÎ ÁÎÄ ÁÓÓÉÍÉÌÁÔÅ ÔÈÅ ÇÁÍÅȢ 3ÏÏÎ ÙÏÕͻÌÌ ÎÏÔÉÃÅ ÔÈÅ ÓÉÍÉÌÁÒÉÔÉÅÓ ×ÉÔÈ ÒÅÁÌ ÆÏÏÔÂÁÌÌȢ  
,ÅÁÒÎ ÈÏ× ÔÏ ÐÌÁÙ ÙÏÕÒ ÃÁÒÄÓȢ 4ÈÅÙͻÒÅ ÙÏÕÒ ×ÅÁÐÏÎÓ ÄÕÒÉÎÇ ÔÈÅ ÍÁÔÃÈ ÁÎÄ ÔÈÅ ËÅÙ ÏÆ ÔÈÅ ÇÁÍÅȢ  -ÁÔÃÈ ÓÕÃÃÅÓÓ ×ÉÌÌ 
ÌÁÒÇÅÌÙ ÄÅÐÅÎÄ ÏÎ ÙÏÕÒ ÁÂÉÌÉÔÙ ÁÎÄ ×ÉÔÓ ÉÎ ÐÌÁÙÉÎÇ ÔÈÅÍȢ 4ÈÅ ÇÁÍÅ ÁÌÓÏ ÈÁÓ Á ÒÁÎÄÏÍ ÃÏÍÐÏÎÅÎÔȟ ÂÕÔ ÉÓ ÍÏÓÔÌÙ ÂÁÓÅÄ ÏÎ 
ÔÈÅ ÁÂÉÌÉÔÙȟ ÓËÉÌÌ ÁÎÄ ÉÎÔÕÉÔÉÏÎ ÏÆ ÔÈÅ #ÏÁÃÈ ÔÏ ÐÌÁÙ ÈÉÓ ÃÁÒÄÓȢ 
 
 
 

Game Components 
 
4ÈÅ ÓÅÔ ÃÏÎÔÁÉÎÓȡ 

- 4ÈÅ ÇÁÍÅ "ÏÁÒÄȢ 
- 4ÈÅ 2ÅÆÅÒÅÅ $ÉÅ 
- 4ÈÅ 3ÃÏÒÅȢ 
- 4×Ï ÔÅÁÍÓ ×ÉÔÈ ρπ ÐÌÁÙÅÒÓ ÁÎÄ ρ ÇÏÁÌËÅÅÐÅÒ ÅÁÃÈȢ 
- 4ÈÅ "ÁÌÌȢ 
- ρψ 9ÅÌÌÏ× Ǫ 2ÅÄ ÃÁÒÄÓȢ 
- ς 4ÁÃÔÉÃÁÌ ÐÁÄÓȢ 
- φ ÃÁÒÄ ÄÅÃËÓȡ 

o ςυ ÃÁÒÄÓ ×ÉÔÈ !ÔÔÁÃËÉÎÇ !ÃÔÉÏÎÓ 
o ςυ ÃÁÒÄÓ ×ÉÔÈ $ÅÆÅÎÓÉÖÅ !ÃÔÉÏÎÓ 
o ςυ ÃÁÒÄÓ ×ÉÔÈ 3ÈÏÔÓ ÏÎ 'ÏÁÌ 
o ςυ ÃÁÒÄÓ ×ÉÔÈ 'ÏÁÌËÅÅÐÅÒ 3ÁÖÅÓ 
o τψ ÃÁÒÄÓ ×ÉÔÈ "ÁÌÌ !ÃÔÉÏÎÓ 
o 17 cards with External Factors. 

 
 
 

-ÁÔÃÈ 3ÅÔÔÉÎÇÓ 
 

)ÎÉÔÉÁÌ (ÁÎÄ 
! ÈÁÎÄ ÏÆ ÃÁÒÄÓ ÉÓ ÇÉÖÅÎ ÔÏ ÅÁÃÈ ÃÏÁÃÈ ÁÆÔÅÒ ÓÈÕÆÆÌÉÎÇȡ 

- σ !ÔÔÁÃËÉÎÇ !ÃÔÉÏÎ ÃÁÒÄÓ 
- σ $ÅÆÅÎÓÉÖÅ !ÃÔÉÏÎ ÃÁÒÄÓ 
- ς 3ÈÏÔȤÏÎȤ'ÏÁÌ ÃÁÒÄÓ  

 
0ÒÏÖÉÄÅ ÅÁÃÈ ÃÏÁÃÈ ×ÉÔÈ ÔÈÅ ÆÏÌÌÏ×ÉÎÇ ÃÁÒÄÓ ÁÓ ×ÅÌÌȢ 4ÈÅÓÅ τ "ÁÌÌ ÃÁÒÄÓ ÃÏÎÓÔÉÔÕÔÅ ÔÈÅ ÃÏÁÃÈÅÓ )ÎÉÔÉÁÌ "ÁÌÌ #ÁÒÄ (ÁÎÄȡ 

- ς ÓÈÏÒÔȟ ρ ÍÅÄÉÕÍ ÁÎÄ ρ ÌÏÎÇ 
 
3ÈÕÆÆÌÅ ÔÈÅ ÒÅÍÁÉÎÉÎÇ ÂÁÌÌ ÃÁÒÄÓȟ ÏÆ ÁÌÌ ÔÈÒÅÅ ÃÁÒÄ ÔÙÐÅÓ ɉÓÈÏÒÔȟ ÍÅÄÉÕÍȟ ÌÏÎÇɊ ÔÏÇÅÔÈÅÒ ÔÏ ÆÏÒÍ ÏÎÅ ÂÁÌÌ ÃÁÒÄ ÄÅÃËȢ 
 
$ÅÁÌ )ÎÉÔÉÁÌ ÂÁÌÌ ÃÁÒÄÓ ÈÁÎÄ ÂÅÆÏÒÅ ÓÅÃÏÎÄ ÈÁÌÆ ÁÎÄ ÅØÔÒÁȤÔÉÍÅ ÈÁÌÖÅÓȟ ÉÆ ÔÈÅÒÅ ÉÓ ÅØÔÒÁ ÔÉÍÅ ÔÏ ÐÌÁÙȢ 
 
4ÈÅÎ ÐÌÁÃÅ ÔÈÅ ÃÁÒÄ ÄÅÃËÓ ÂÅÓÉÄÅ ÔÈÅ ÇÁÍÅ ÂÏÁÒÄ ÁÎÄ ÅÁÃÈ ÃÏÁÃÈ ÔÁËÅÓ ÈÉÓ 4ÁÃÔÉÃÁÌ 0ÁÄȢ  
 

  



 

4 
 

3ÔÁÒÔÉÎÇ ,ÉÎÅ ÕÐ 
 
Before kick-off, each Coach decides the position for 6 players 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 that is taking the kick-off place one player on their own half on an adjacent hex. 
 
0ÌÁÙÅÒÓ ÈÁÖÅ ÄÉÆÆÅÒÅÎÔ ÁÔÔÁÃË ÁÎÄ ÄÅÆÅÎÓÅ ÖÁÌÕÅÓ ÁÃÃÏÒÄÉÎÇ ÔÏ ÔÈÅÉÒ ÎÕÍÂÅÒÓ ÁÎÄ ÔÈÅÉÒ ÐÏÓÓÉÂÌÅ ÒÏÌÅ ÏÎ ÔÈÅ ÐÉÔÃÈȡ 
 

- 'ÏÁÌËÅÅÐÅÒȟ .ÕÍÂÅÒ ρȡ τ '+ ÐÏÉÎÔÓȟ τ $ÅÆÅÎÓÉÖÅ ÐÏÉÎÔÓ ɉ/ÕÔÓÉÄÅ ÔÈÅ ÐÅÎÁÌÔÙ ÂÏØ ÔÈÅ ÄÅÆÅÎÓÉÖÅ ÖÁÌÕÅ ÉÓ ÒÅÄÕÃÅÄ 
ς ÐÏÉÎÔÓɊȟ ÁÎÄ ρ ÁÔÔÁÃËÉÎÇ ÐÏÉÎÔ ÉÎ ÔÈÅ ÏÐÐÏÎÅÎÔ ÐÅÎÁÌÔÙ ÂÏØȢ 

- $ÅÆÅÎÄÅÒÓȟ .ÕÍÂÅÒÓ ςȟ σ Ǫ ρςȡ τ $ÅÆÅÎÓÉÖÅ ÐÏÉÎÔÓȟ ρ ÁÔÔÁÃËÉÎÇ ÐÏÉÎÔ 
- $ÅÆÅÎÓÉÖÅ -ÉÄÆÉÅÌÄÅÒÓȟ ÎÕÍÂÅÒÓ τ Ǫ υȡ σ $ÅÆÅÎÓÉÖÅ ÐÏÉÎÔÓȟ ς ÁÔÔÁÃËÉÎÇ ÐÏÉÎÔÓ 
- !ÔÔÁÃËÉÎÇ -ÉÄÆÉÅÌÄÅÒÓȟ .ÕÍÂÅÒÓ φ Ǫ χȡ ς $ÅÆÅÎÓÉÖÅ ÐÏÉÎÔÓȟ σ ÁÔÔÁÃËÉÎÇ ÐÏÉÎÔÓ 
- Strikers, Numbers 8,  9 & 14 : 1 Defensive point, 4 attacking points 

 
** Numbers 12 and 14 are only used in Cup mode.   

 
$ÉÓÃÁÒÄÓ 
 
4ÕÒÎ ÄÏ×Î ÙÏÕÒ ÃÁÒÄÓ ÁÎÄ ËÅÅÐ Á ÍÁØÉÍÕÍ ÏÆ Ô×Ï ÏÆ ÔÈÅÍȢ 4ÈÁÔ ÉÓȟ ËÅÅÐ ÎÏÎÅȟ ÏÎÅ ÏÒ Ô×Ï ×ÈÅÎ Á $ÉÓÃÁÒÄ ÏÃÃÕÒÓȡ 

- !ÆÔÅÒ ÅÁÃÈ ÇÏÁÌȟ ÃÏÁÃÈÅÓ ÃÁÎ ÔÁËÅ ÁÎ ÏÐÔÉÏÎÁÌ ÄÉÓÃÁÒÄȢ "ÁÌÌ ÃÁÒÄÓ ÃÁÎÎÏÔ ÂÅ ÄÉÓÃÁÒÄÅÄȢ 
- #ÏÁÃÈÅÓ ÍÕÓÔ ÍÁËÅ Á ÍÁÎÄÁÔÏÒÙ ÄÉÓÃÁÒÄ ÁÔ ÔÈÅ ÅÎÄ ÏÆ ÔÈÅ ÆÉÒÓÔ ÈÁÌÆȢ "ÁÌÌ ÃÁÒÄÓ ÍÕÓÔ ÂÅ ÄÉÓÃÁÒÄÅÄ ×ÈÅÎ ÔÈÅ ÈÁÌÆ 
ÅÎÄÓȢ 

- )Î ÃÁÓÅ ÏÆ ÅØÔÒÁ ÔÉÍÅȟ ÃÏÁÃÈÅÓ ÍÁÙ ÍÁËÅ ÁÎ ÏÐÔÉÏÎÁÌ ÄÉÓÃÁÒÄȢ "ÁÌÌ ÃÁÒÄÓ ÍÕÓÔ ÂÅ ÄÉÓÃÁÒÄÅÄȢ 
 
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 does not apply to the ball cards, because the half is over when the Ball card deck becomes empty.  
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-ÁÔÃÈ ,ÅÎÇÔÈ 
 
-ÁÔÃÈ ÌÅÎÇÔÈ ÉÓ ÇÉÖÅÎ ÂÙ "ÁÌÌ ÃÁÒÄ ÄÅÃËȢ 4ÈÉÓ ÄÅÃË ÉÓ ÍÁÄÅ ÏÆ τυ ÃÁÒÄÓ ÔÈÁÔ ÁÒÅ ÂÅÉÎÇ ÐÉÃËÅÄ ÂÙ 
ÐÌÁÙÅÒÓ ÄÕÒÉÎÇ ÔÈÅ ÍÁÔÃÈȢ &ÉÒÓÔ ÈÁÌÆ ÉÓ ÏÖÅÒ ×ÈÅÎ ÔÈÅÒÅ ÁÒÅ ÎÏ ÂÁÌÌ ÃÁÒÄÓ ÌÅÆÔ ÏÎ ÔÈÅ ÄÅÃËȢ &ÏÒ 
ÓÅÃÏÎÄ ÈÁÌÆ σ %ØÔÒÁ ÂÁÌÌ ÃÁÒÄÓ ÁÒÅ ÁÄÄÅÄȟ ÐÌÁÙÉÎÇ ÁÓ Ȱ)ÎÊÕÒÙ 4ÉÍÅȱȟ ÔÏÔÁÌÌÉÎÇ τψȢ )Æ ÓÃÏÒÅ ÉÓ ÄÒÁ×Î 
ÁÆÔÅÒ ÓÅÃÏÎÄ ÈÁÌÆ ÔÈÅÎ ÐÌÁÙÅÒÓ ÍÉÇÈÔ ÐÌÁÙ ÔÈÅ %ØÔÒÁ 4ÉÍÅȢ  
 
 

4)0ȡ %ÁÃÈ ÈÁÌÆ ÉÓ τυȤφπ ÍÉÎÕÔÅÓȢ )Î ÃÁÓÅ ÙÏÕ ÁÒÅ ÍÏÒÅ ÔÈÁÎ ς ÐÌÁÙÅÒÓ ÉÔ ÍÁÙ ÂÅ Á ÇÏÏÄ ÉÄÅÁ ÔÏ ÐÌÁÙ ÏÎÅȤÈÁÌÆ ÍÁÔÃÈÅÓ 
ÏÎÌÙȟ ÏÒ ÐÌÁÙ Ȱ1ÕÉÃË -ÁÔÃÈȱ 'ÁÍÅ -ÏÄÅȢ 

 
 

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 using one of the 3 hexes 
between him and the opponent's goal line.   
In the same fashion, we will refer to "Moving a player backward ȱ ÁÓ ÍÏÖÉÎÇ ÈÉÍ ÔÈÒÏÕÇÈ ÏÎÅ ÏÆ ÔÈÅ 3 hexes between 
him and his own goal line .  
)Î ÁÄÄÉÔÉÏÎȟ ×ÈÅÎ ×Å ÒÅÆÅÒ ÔÏ Á ÐÌÁÙÅÒ Ȱ!ÄÖÁÎÃÉÎÇȱ with relation to advances, dribbles, tackle moves or tactical moves, 
the given action may be performed in the direction of any of the 6 hexes surrounding the player in question. 
 
 
 

 

4ÈÅ "ÏÁÒÄ 
 
-ÁÉÎ ÁÒÅÁ ÉÓ ÔÈÅ 0ÉÔÃÈȟ ÍÁÄÅ ÕÐ ×ÉÔÈ ÈÅØÁÇÏÎÁÌ ÓÐÁÃÅÓ ÉÎ Á ÈÏÎÅÙÃÏÍÂ 
ÇÒÉÄȟ ×ÈÅÒÅ ÔÈÅ ÍÁÔÃÈ ÉÓ ÐÌÁÙÅÄȢ 
 
Partial hexes on the board are playable.  
Bear in mind that hexes that have a line across them belong to the area 
that line demarcates (i.e. Hexes that are crossed by the penalty box line 
fully belong to penalty box). 
 
 
/Î ÅÁÃÈ ÐÌÁÙÅÒ ÓÉÄÅ ÔÈÅÒÅ ÉÓ ÔÈÅ "ÏÏËÉÎÇ ÁÒÅÁȟ ÎÕÍÂÅÒÅÄ ÆÒÏÍ ρ ÔÏ ωȟ 
×ÈÅÒÅ ÙÏÕ ÍÁÙ ÃÏÎÔÒÏÌ ÔÈÅ ÙÅÌÌÏ× ÁÎÄ ÒÅÄ ÃÁÒÄÓ ÙÏÕÒ ÐÌÁÙÅÒÓ ÍÁÙ ÒÅÃÅÉÖÅȢ 

 
 
 
 
 

 
)Î ÔÈÅ ÒÉÇÈÔ ÃÏÒÎÅÒ ÏÆ ÔÈÅ ÂÏÁÒÄ ÔÈÅÒÅ ÁÒÅ Ô×Ï ÇÕÉÄÅÓȟ ÐÁÓÓÅÓ ÁÎÄ ÁÄÖÁÎÃÅÓȟ Á ÑÕÉÃË 
ÒÅÆÅÒÅÎÃÅ ÏÎ ÈÏ× ÔÏ ÕÓÅ ÙÏÕÒ "ÁÌÌ ÃÁÒÄÓȢ 
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9ÏÕ ÈÁÖÅ 0ÌÁÙÅÒÓ 6ÁÌÕÅ ÒÅÆÅÒÅÎÃÅȟ ×ÈÅÒÅ ÙÏÕ ÍÁÙ ÃÈÅÃË ÄÅÆÅÎÓÉÖÅȾÁÔÔÁÃËÉÎÇ 
ÖÁÌÕÅÓ ÏÆ ÙÏÕÒ ÐÌÁÙÅÒÓ ÄÅÐÅÎÄÉÎÇ ÏÎ ÔÈÅÉÒ ÎÕÍÂÅÒȢ 
 
 
 
 
 
 

 
 

 
Shot-on-Goal Area 
 
Shoot on goal inside this area only. Shot-on-goal area will be limited 
to the area depicted in the diagram. 
 
 

 
 
 
 
 

GK Influence Area 
 
'ÏÁÌËÅÅÐÅÒ ×ÉÌÌ ÂÅ ÁÂÌÅ ÔÏ ÍÁËÅ Á ÓÁÖÅ ×ÈÅÎÅÖÅÒ ÈÅ ÉÓ ×ÉÔÈÉÎ ÔÈÉÓ ÁÒÅÁȢ 
 
)Î ÃÁÓÅ ÔÈÅ ÓÈÏÔ ÆÒÏÍ ÔÈÅ ÁÔÔÁÃËÅÒ ÉÓ ÍÁÄÅ ÆÒÏÍ ÏÕÔÓÉÄÅ ÔÈÅ ÐÅÎÁÌÔÙ ÂÏØȟ ÔÈÅ 
'ÏÁÌËÅÅÐÅÒ )ÎÆÌÕÅÎÃÅ !ÒÅÁ ×ÉÌÌ ÂÅ ÌÉÍÉÔÅÄ ÔÏ ×ÉÔÈÉÎ ÔÈÅ 0ÅÎÁÌÔÙ "ÏØ ÌÉÎÅÓȢ 
 
When the shot is made from inside the box, Goalkeeper influence area will be 
limited to the area depicted in the diagram. 
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'ÁÍÅ -ÅÃÈÁÎÉÃÓ 
 
4ÈÅ ÇÁÍÅ ÉÓ ÔÕÒÎȤÂÁÓÅÄȢ %ÁÃÈ ÔÕÒÎ ÉÓ ÍÁÄÅ ÏÆ ÁÎ ÁÔÔÁÃËÉÎÇ ÍÏÖÅ ÁÎÄ ÄÅÆÅÎÓÉÖÅ ÍÏÖÅȢ 
 
Once your turn is over you must replace cards played by drawing new cards from the corresponding card decks. 
 

!ÔÔÁÃËÉÎÇ 4ÕÒÎ 
&ÉÒÓÔ ÏÎÅ ÔÏ ÍÏÖÅ ÉÓ ÔÈÅ ÁÔÔÁÃËÉÎÇ ÔÅÁÍȟ ÔÈÅ ÔÅÁÍ ÔÈÁÔ ÐÏÓÓÅÓÓ ÔÈÅ ÂÁÌÌ ÏÒ ÔÈÅ ÏÎÅ ÔÈÁÔ ÈÁÄ ÉÔ ÉÎ ÔÈÅ ÌÁÓÔ ÔÕÒÎȢ !ÔÔÁÃËÉÎÇ 
ÔÕÒÎ ÉÓ ÍÁÄÅ ÏÆ τ ÓÅÑÕÅÎÔÉÁÌ ÐÈÁÓÅÓ ÔÈÁÔ ÙÏÕ ÃÁÎ ÅÉÔÈÅÒ ÐÌÁÙ ÏÒ ÓËÉÐȡ 

 
 
1. 0ÁÓÓ ÏÒ !ÄÖÁÎÃÅȢ 
0ÌÁÙÅÒ ×ÉÔÈ ÔÈÅ ÂÁÌÌ ÐÉÅÃÅ ÉÎ ÔÈÅ ÓÁÍÅ ÈÅØ ÍÁÙ ÍÁËÅ Á ÐÁÓÓ ÏÒ ÁÄÖÁÎÃÅ ×ÉÔÈ ÉÔ ÕÓÉÎÇ Á "ÁÌÌ ÃÁÒÄȢ 
 
 
2. !ÔÔÁÃËÉÎÇ !ÃÔÉÏÎȢ 
9ÏÕ ÍÁÙ ÐÌÁÙ ÙÏÕÒ ÁÔÔÁÃËÉÎÇ ÁÃÔÉÏÎ ÃÁÒÄÓ ÉÎ Ô×Ï ÄÉÆÆÅÒÅÎÔ ×ÁÙÓȡ 

¶ -ÁËÅ Á ÄÒÉÂÂÌÅ ÔÏ ÁÖÏÉÄ ÙÏÕÒ ÏÐÐÏÎÅÎÔͻÓ ÔÁÃËÌÅ ÍÏÖÅȢ 
¶ 5ÓÅ ÔÈÅ ÔÁÃÔÉÃÁÌ ÍÏÖÅ ÏÎ ÔÈÅ ÃÁÒÄȢ 

 
 
3. 3ÈÏÔȤÏÎȤ'ÏÁÌȢ 
5ÓÅ ÔÈÅ ÓÈÏÔȤÏÎȤÇÏÁÌ ÃÁÒÄÓ ÔÏ ÔÒÙ Á ÓÈÏÔ ÏÎ ÔÁÒÇÅÔȢ 4ÈÅ ÓÈÏÔȤÏÎȤÇÏÁÌ ÃÁÒÄ ÕÓÅÄ ×ÉÌÌ ÃÏÍÐÅÔÅ ×ÉÔÈ ÇÏÁÌËÅÅÐÅÒ 
ÓÁÖÅ ÃÁÒÄȢ 
 

 
 
4. 4ÅÁÍ 2ÅÐÏÓÉÔÉÏÎÉÎÇȢ 
/ÎÃÅ ÙÏÕÒ ÔÕÒÎ ÉÓ ÏÖÅÒ ÉÓ ÔÈÅ ÔÉÍÅ ÔÏ ÒÅÐÏÓÉÔÉÏÎ ÙÏÕÒ ÔÅÁÍ ÆÏÒ ÙÏÕÒ ÎÅØÔ ÔÕÒÎȢ 
 
 

 

$ÅÆÅÎÓÉÖÅ 4ÕÒÎ 
!ÆÔÅÒ ÔÈÅ ÁÔÔÁÃËÉÎÇ ÔÅÁÍ ÉÓ ÄÏÎÅ ÉÔ ÉÓ ÔÉÍÅ ÆÏÒ ÔÈÅ ÄÅÆÅÎÓÉÖÅ ÔÕÒÎȡ 
 

 
1. $ÅÆÅÎÓÉÖÅ !ÃÔÉÏÎȢ 
9ÏÕ ÍÁÙ ÐÌÁÙ ÙÏÕÒ $ÅÆÅÎÓÉÖÅ !ÃÔÉÏÎ ÃÁÒÄÓ ÉÎ Ô×Ï ÄÉÆÆÅÒÅÎÔ ×ÁÙÓȡ 

¶ -ÁËÅ Á ÔÁÃËÌÅ ÍÏÖÅ ÁÎÄ ÔÒÙ ÔÏ ÓÔÅÁÌ ÔÈÅ ÂÁÌÌ ÆÒÏÍ ÙÏÕÒ ÏÐÐÏÎÅÎÔȢ 
¶ 5ÓÅ ÔÈÅ ÔÁÃÔÉÃÁÌ ÍÏÖÅ ÏÎ ÔÈÅ ÃÁÒÄȢ 

 
 
2. 4ÅÁÍ 2ÅÐÏÓÉÔÉÏÎÉÎÇȢ 
/ÎÃÅ ÔÈÅ ÄÅÆÅÎÓÉÖÅ ÔÕÒÎ ÈÁÓ ÆÉÎÉÓÈÅÄ ÉÔ ÉÓ ÔÉÍÅ ÔÏ ÒÅÐÏÓÉÔÉÏÎ ÙÏÕÒ ÔÅÁÍ ÂÅÆÏÒÅ ÔÈÅ ÎÅØÔ ÁÔÔÁÃËÉÎÇ ÔÕÒÎ 
ÂÅÇÉÎÓȢ 
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0ÌÁÙÉÎÇ 9ÏÕÒ #ÁÒÄÓ 
 

"ÁÌÌ #ÁÒÄÓ 
 
9ÏÕ ÍÁÙ ÕÓÅ "ÁÌÌ ÃÁÒÄÓ ÔÏ ÐÁÓÓ ÔÈÅ ÂÁÌÌ ÔÏ ÙÏÕÒ ÔÅÁÍ ÍÁÔÅ ÏÒ 
!ÄÖÁÎÃÅ ×ÉÔÈ ÉÔȢ 
 
9ÏÕ ÍÁÙ ÏÎÌÙ ÐÌÁÙ ÏÎÅ ÂÁÌÌ ÃÁÒÄ ÐÅÒ ÔÕÒÎ ÕÎÌÅÓÓ ÙÏÕ ÇÅÔ ÁÎ 
ÁÔÔÁÃËÉÎÇ ÁÃÔÉÏÎ ÃÁÒÄ ÁÌÌÏ×ÉÎÇ ÙÏÕ ÔÏ ÐÌÁÙ ÏÎÅ ÍÏÒÅȢ 
 

0ÁÓÓÅÓ 
 
#ÏÁÃÈ ÄÅÃÉÄÅÓ ÔÈÅ ÌÅÎÇÔÈ ÏÆ ÔÈÅ ÐÁÓÓȢ 4ÈÅ ÌÅÎÇÔÈ ÏÆ ÔÈÅ ÐÁÓÓÅÓ ÉÓ 
ÄÉÃÔÁÔÅÄ ÂÙ ÔÈÅ ÌÅÎÇÔÈ ÏÆ ÔÈÅ ÐÁÓÓ ÃÁÒÄ ÐÌÁÙÅÄ ÂÙ ÔÈÅ ÃÏÁÃÈȡ 
¶ 3ÈÏÒÔ ÐÁÓÓ ɀ "ÁÌÌ ÍÏÖÅÓ ÕÐ ÔÏ τ ÈÅØÅÓ 
¶ -ÅÄÉÕÍ ÐÁÓÓ ɀ "ÁÌÌ ÍÏÖÅÓ ÆÒÏÍ υ ÕÐ ÔÏ ψ ÈÅØÅÓ 
¶ ,ÏÎÇ ÐÁÓÓ ɀ "ÁÌÌ ÍÏÖÅÓ ÆÒÏÍ ω ÕÐ ÔÏ ρς ÈÅØÅÓȢ 
 
 

"ÏÔÈ ÔÈÅ ÐÌÁÙÅÒ ÁÄÖÁÎÃÅ ÁÎÄ ÐÁÓÓÅÓ ÍÕÓÔ ÂÅ ÍÁÄÅ ÆÏÌÌÏ×ÉÎÇ ÏÎÌÙ Á ÓÔÒÁÉÇÈÔ ÌÉÎÅ ÏÆ ÈÅØÁÇÏÎÓ ÆÒÏÍ ×ÈÅÒÅ 
ÔÈÅ ÐÌÁÙÅÒ ÁÎÄ ÂÁÌÌ ÁÒÅȢ 
4ÈÅÒÅ ÁÒÅ ÅØÃÅÐÔÉÏÎÓ ÔÏ ÔÈÉÓ ÒÕÌÅ ×ÈÅÎ ÍÁËÉÎÇ ÓÑÕÁÒÅ ÐÁÓÓÅÓ ÁÎÄ ÃÌÏÓÅ ÐÁÓÓÅÓ ÁÓ ÅØÐÌÁÉÎÅÄ ÌÁÔÅÒ ÉÎ ÔÈÅ 
ÒÕÌÅÂÏÏËȢ 
 

,ÏÎÇ ÁÎÄ ÍÅÄÉÕÍ ÐÁÓÓÅÓ ÁÒÅ ÈÉÇÈ ÐÁÓÓÅÓȟ ÁÖÏÉÄÉÎÇ ÁÎ ÏÐÐÏÎÅÎÔ ÌÏÃÁÔÅÄ ÍÏÒÅ ÔÈÁÎ ÏÎÅ ÈÅØ ÆÒÏÍ ÔÈÅ ÐÁÓÓÅÒ ÏÆ ÔÈÅ ÂÁÌÌ 
ÏÒ ×ÈÅÒÅ ÉÔ ÅÎÄÓ ÕÐ ÏÎ ÔÈÅ ÂÏÁÒÄȟ ÂÅ ÉÔ Á ÔÅÁÍÍÁÔÅ ÏÒ ÁÎ ÅÍÐÔÙ ÈÅØȢ (Ï×ÅÖÅÒȟ ÁÎ ÏÐÐÏÎÅÎÔ ×ÉÌÌ ÂÌÏÃË ÍÅÄÉÕÍ ÏÒ ÌÏÎÇ 
ÐÁÓÓ ÁÔ ÔÈÅ ÂÅÇÉÎÎÉÎÇ ÏÆ ÔÈÅ ÂÁÌÌȭÓ ÐÁÔÈȟ ÁÓ Á ÃÏÎÓÅÑÕÅÎÃÅȟ ÓÕÃÈ ÐÁÓÓ ÃÁÎÎÏÔ ÂÅ ÍÁÄÅȢ 

 
  
 
 
 
 
 
 
 
 
 
)Æ ÔÈÅ ÔÅÁÍÍÁÔÅ ×ÈÏ ÉÓ ÔÏ ÒÅÃÅÉÖÅ ÔÈÅ ÐÁÓÓ ÉÓ ÍÁÒËÅÄɕ ÔÈÅÒÅ ×ÉÌÌ ÂÅ Á ÃÈÁÌÌÅÎÇÅɕȢ 
ɕ%ØÐÌÁÎÁÔÉÏÎÓ ÏÎ ÐÁÇÅ ρπȢ 
 
3ÈÏÒÔ ÐÁÓÓÅÓ ÁÒÅ ÇÒÏÕÎÄȤÌÅÖÅÌ ÐÁÓÓÅÓȢ !Î ÏÐÐÏÓÉÎÇ ÐÌÁÙÅÒ ÌÏÃÁÔÅÄ ÁÎÙ×ÈÅÒÅ ÉÎ ÔÈÅ ÔÒÁÊÅÃÔÏÒÙ ÏÆ Á ÐÁÓÓ ×ÏÕÌÄ ÂÌÏÃË ÓÁÉÄ 
ÐÁÓÓȟ ÓÏ ÉÔ ÃÁÎÎÏÔ ÂÅ ÍÁÄÅȢ  
3ÈÏÒÔ ÐÁÓÓÅÓ ÄÏ ÎÏÔ ÔÒÉÇÇÅÒ Á ÃÈÁÌÌÅÎÇÅȟ ÒÅÇÁÒÄÌÅÓÓ ÁÓ ÔÏ ×ÈÅÔÈÅÒ ÏÒ ÎÏÔ ÔÈÅ ÁÔÔÁÃËÉÎÇ ÐÌÁÙÅÒ ÒÅÃÅÉÖÉÎÇ ÔÈÅ ÐÁÓÓ ÉÓ ÍÁÒËÅÄ 
ÏÒ ÎÏÔȢ 
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TIP: It is not necessary to make a p ass to a hex which has another member of your team.  You may decide to make 
a pass to a hex 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 team-mate that is alongside the ball 
bearer, in parallel to midline. In this case: 
¶ 3ÈÏÒÔ ÐÁÓÓȡ ρ ÈÅØ 
¶ -ÅÄÉÕÍ ÐÁÓÓȡ ς ÈÅØÅÓ 
¶ ,ÏÎÇ ÐÁÓÓȡ σȤτ ÈÅØÅÓ 

 
 
 
 
 

 
3ÑÕÁÒÅ 0ÁÓÓÅÓ ÃÁÎ ÂÅ ÂÌÏÃËÅÄ ÂÙ ÐÌÁÃÉÎÇ ÄÅÆÅÎÄÅÒÓ ÏÎ ÂÏÔÈ ÏÆ ÔÈÅ ÈÅØÅÓ 
ÄÉÒÅÃÔÌÙ ÁÄÊÁÃÅÎÔ ÔÏ ÔÈÅ ÂÁÌÌ ÏÒÉÇÉÎȟ ÔÈÒÏÕÇÈ ×ÈÉÃÈ ÔÈÅ ÂÁÌÌ ×ÏÕÌÄ ÐÁÓÓȢ 4ÈÅÒÅ 
ÍÁÙ ÎÏÔ ÂÅ ÁÎ ÅÍÐÔÙ ÈÅØ ÂÅÔ×ÅÅÎ ÔÈÅ Ô×Ï ÄÅÆÅÎÄÅÒÓȢ  
-ÅÄÉÕÍ ÁÎÄ ÌÏÎÇ ÓÑÕÁÒÅ ÐÁÓÓÅÓ ÁÒÅ ÁÌÓÏ ÈÉÇÈ ÐÁÓÓÅÓȟ ×ÏÒËÉÎÇ ÔÈÅ ÓÁÍÅ 
×ÁÙ ÁÓ ÅØÐÌÁÉÎÅÄ ÐÒÅÖÉÏÕÓÌÙȢ 
 
 

 
!ÄÖÁÎÃÅÓ 
 
¶ 3ÈÏÒÔ ÁÄÖÁÎÃÅ ɀ 0ÌÁÙÅÒ ÍÏÖÅÓ ρ ÈÅØ ×ÉÔÈ ÔÈÅ ÂÁÌÌȢ 
¶ -ÅÄÉÕÍ ÁÄÖÁÎÃÅ ɀ 0ÌÁÙÅÒ ÍÏÖÅÓ ρ ÈÅØ ÁÎÄ ÔÈÅ ÂÁÌÌ ÍÏÖÅÓ ς ÈÅØÅÓȢ 
¶ ,ÏÎÇ ÁÄÖÁÎÃÅ ɀ 0ÌÁÙÅÒ ÍÏÖÅÓ ρ ÈÅØ ÁÎÄ ÔÈÅ ÂÁÌÌ ÍÏÖÅÓ σ ÈÅØÅÓȢ 
 

 
To make a pass or advance the ball must be on the same hex as 
the player. 
 
You cannot  make Ȱsquare advancesȱ. 
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Challenge 
 
A Challenge decides which team will play the ball on the following turn. 
 
A Challenge happens when the player that should receive the ball  from a 
medium or long pass, Corner Kick or any other set-piece is marked .  
There is also a Challenge in some cases when you use your Attacking 
Tactical Moves. 
 
! #ÈÁÌÌÅÎÇÅ ÉÓ ÓÅÔÔÌÅÄ ÂÙ ÔÈÒÏ×ÉÎÇ ÔÈÅ ÎÏÒÍÁÌ ÄÉÃÅȟ ÎÕÍÂÅÒÅÄ ÆÒÏÍ ρ ÔÏ φȢ 
"ÏÔÈ ÐÌÁÙÅÒÓ ÔÈÒÏ× ÔÈÅ ÄÉÃÅ ÁÎÄ ÈÉÇÈÅÒ ÓÃÏÒÅ ×ÉÎÓ ÁÎÄ ÇÅÔÓ ÔÈÅ ÂÁÌÌȢ )Æ 
ÙÏÕ ÂÏÔÈ ÒÏÌÌ ÔÈÅ ÓÁÍÅ ÎÕÍÂÅÒ ÔÈÅ ÄÅÆÅÎÄÅÒ ×ÉÌÌ ÇÅÔ ÔÈÅ ÂÁÌÌȢ 
 
)Æ ÔÈÅ ÐÌÁÙÅÒ ÒÅÃÅÉÖÉÎÇ ÔÈÅ ÂÁÌÌ ÉÓ ÍÁÒËÅÄ ÂÙ Ô×Ï ÏÒ ÍÏÒÅ ÏÐÐÏÎÅÎÔÓ ÔÈÅÎ ÔÈÅÒÅ ×ÉÌÌ ÂÅ Ô×Ï ÏÒ ÍÏÒÅ ÄÉÆÆÅÒÅÎÔ #ÈÁÌÌÅÎÇÅÓȢ 
The Goalkeeper always adds +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 receiving the ball is marked  when there is an opposing player on any of the 6 spaces surrounding his hex. 
If there is no player around he is un-marked . 

 
#ÌÏÓÅ ÐÁÓÓ 
 
#ÌÏÓÅ ÐÁÓÓÅÓ ÁÒÅ ÎÏÔ ÍÁÄÅ ÕÓÉÎÇ ÂÁÌÌ ÃÁÒÄÓ ÁÎÄ ÈÅØ ÌÉÎÅÓ ÄÏ ÎÏÔ ÁÐÐÌÙȢ 4ÈÅÙ ÁÒÅ ÕÓÅÄ ÏÎ ËÉÃËȤÏÆÆȟ ÔÈÒÏ×ȤÉÎȟ ÓÅÔȤÐÉÅÃÅÓ 
ÁÎÄ ÓÏÍÅ ÔÁÃÔÉÃÓ ÙÏÕ ×ÉÌÌ ÆÉÎÄ ÏÎ !ÔÔÁÃËÉÎÇ 4ÁÃÔÉÃÁÌ -ÏÖÅÓ ÓÕÃÈ ÁÓ Ȱ'ÉÖÅȤÁÎÄȤ'ÏȱȢ 
 
)Æ Á ÃÌÏÓÅ ÐÁÓÓ ÉÓ ÍÁÄÅ ÆÏÌÌÏ×ÉÎÇ Á ÓÔÒÁÉÇÈÔ ÌÉÎÅȟ ÁÓ Á ÎÏÒÍÁÌ ÓÈÏÒÔȟ ÍÅÄÉÕÍ ÏÒ ÌÏÎÇ ÐÁÓÓȟ ÉÔ ×ÉÌÌ ÂÅ ÃÏÎÓÉÄÅÒÅÄ ÁÓ ÏÎÅ ÏÆ 
ÔÈÅÍ ÒÅÓÐÅÃÔÉÖÅÌÙȟ ÂÕÔ ÃÁÎÎÏÔ ÂÅ ÉÎÔÅÒÃÅÐÔÅÄ ×ÉÔÈ ÔÈÅ $ÅÆÅÎÓÉÖÅ 4ÁÃÔÉÃÁÌ -ÏÖÅ Ȱ$ÅÆÅÎÓÉÖÅ !ÎÔÉÃÉÐÁÔÉÏÎȱȢ 
 
! ÃÌÏÓÅ ÐÁÓÓ ÕÐ ÔÏ τ ÈÅØÅÓ ×ÉÌÌ ÂÅ ÃÏÎÓÉÄÅÒÅÄ ÁÓ Á ÓÈÏÒÔ ÐÁÓÓȟ ÓÁÍÅ ÒÕÌÅÓ ÁÓ ÆÏÒ ÓÈÏÒÔ ÐÁÓÓÅÓ ÁÐÐÌÙȢ )Æ ÌÏÎÇÅÒ ÔÈÁÎ τ ÈÅØÅÓȟ 
ÉÔ ×ÉÌÌ ÂÅ ÃÏÎÓÉÄÅÒÅÄ ÁÓ Á ÌÏÎÇ ÐÁÓÓȟ ÓÁÍÅ ÒÕÌÅÓ ÁÓ ÌÏÎÇ ÐÁÓÓÅÓ ÁÐÐÌÙȟ ÔÈÅÒÅÆÏÒÅ ÉÆ ÔÈÅ ÒÅÃÅÉÖÅÒ ÉÓ ÍÁÒËÅÄ Á ÃÈÁÌÌÅÎÇÅ ÈÁÓ ÔÏ 
ÂÅ ÐÌÁÙÅÄȢ 
 
! ÃÌÏÓÅ ÐÁÓÓ ÃÁÎÎÏÔ ÂÅ ÄÏÎÅ ÉÎ ÃÁÓÅ ς ÏÐÐÏÎÅÎÔ ÐÌÁÙÅÒÓ ÁÒÅ ÌÏÃÁÔÅÄ ÏÎ ÔÈÅ ς ÈÅØÅÓ ÂÅÓÉÄÅ ÂÁÌÌ ÏÒÉÇÉÎȢ 
 
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 a close pass if they are on both of the hexes, directly adjacent to the hex containing the 
passer, through which the ball would pass to ÒÅÁÃÈ ÉÔÓȭ ÉÎÔÅÎÄÅÄ ÔÁÒÇÅÔȢ 4ÈÅÒÅ ÍÁÙ ÎÏÔ ÂÅ ÁÎ ÅÍÐÔÙ ÈÅØ ÂÅÔ×ÅÅÎ ÔÈÅ Ô×Ï 
defenders (see pic below): 

 
 

 
 
 
 
 
 
 
 


