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The game uses a 12x12 square board rotated to 45 degrees. Each player needs a 
sufficient supply of 'City' and 'Soldier' tokens. 

 
initial setup 

Definition. A soldier that doesn't neighbor an empty square in one of the three 
'forward' directions is considered smothered. 

On your turn, first perform one of two actions: move or recruit, and then remove all 
smothered enemy soldiers. 

• If you move, make as many single-step forward moves as you have cities. You 
can't skip moving until you've made as many steps as you have cities, or until 
you have no legal moves. You can't step onto a square occupied by another 
soldier. Moving onto a friendly city doesn't consume a step, but you can't end 
your turn there. Moving onto an enemy city immediately ends the game as 
your win.  

• If you recruit, turn one of your soldiers that isn't orthogonally or diagonally 
adjacent to any city into a city. Then, place as many new soldiers on the board 
as you have cities. The new soldiers must be dropped on spaces orthogonally 

https://boardgamegeek.com/thread/3752839


or diagonally adjacent to your cities. You can drop fewer soldiers, or none, if 
you want to. 

 
You immediately win the game if you move a Soldier into an enemy City, or the 
enemy runs out of soldiers. 
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