setup

-randomly choose a first player.
-one player takes 6 colored pieces, the other takes 6 black ones.

Zodiax is a strategy game for 2 players in which each player

controls 6 of the 12 signs of the Zodiac. -begin the game with no pieces on the board.

Each sign has a unique force and ability that players can use to s . - ~
move one of their pieces into he opponents gate and win. player 1 Players 1's sup|_JIy of pieces.

Each Zodiax set has different abilities and all are compatible; supply area| These are the pieces that player 1
(Chinese, Mayan, Egyptian, Native American, Dinosaur, etc.) can spawn.

game components
(1) board/game pouch

The gameboard is made up of 23 circles
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player's Spawn Circles is a Gate. A
If one of your pieces enters an ‘A"’A

opponent's gate, you win. .Y @ Y@V @ Y.

(12) animal counters
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Spawn Circles : There are 4
Spawn Circles on the board.
2 on each players side of the
board. These are the circles -
in which players bring their
pieces onto the board.

player 2
| supply area

player 2's supply 6f pieces.

these are the pieces that player 2
Each player has 6 pieces numbered 1-6. _ €an spawn.
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~—~ = - .~ -in this game players take turns. (just like Chess or Checkers)
Force : The number on the top of each piece is its Force. .
A piece can't slay another piece that has a higher force. -on your turn, you must take 1 action.
_the 4 possible actions are;

Ability : The word at the bottom of each piece is its Ability.

It indicates the Ability the piece can use. 1) SPAWN : take piece from your supply and place on your spawn point.
the object Of the game 2) MOVe . move one of your pieces into an adjacent circle on the board.
is to move one of your pieces into your opponent's gate. 3) slay . jump over opponent’s piece to turn it into ghost.

(If any of your pieces enter your opponent's gate, you win. Instantly.) H H R . | . crers
If every piece your opponent has on the board are ghosts, you win. 4) use ablllty - use one of your pieces special abilities.



4) use ablllty use one of your animal's special
abilities . Slain pieces lose their special abilities.

SPAWN ¢ Take one piece from your supply area and place it on one of | ‘the abilities -

your Spawn Circles. . . =5 >\ run : this piece may move 2 circles instead of 1.
spawn circle spawn circle P\ @)3{3 - you may not move through occupied circles.
\ FA) \ WS /- move twice normally (you may move or jump friendlies).

- if a spawn circle iS already occupied, you cann‘bt' spév—vh there. ‘may slay after first movement (but you cannot move after slaying)
- you cannot spawn in your opponent’s spawn circles.

fFire :sacrifice this piece to slay any adjacent piece.
- both pieces are returned to their owners as ghosts.

/o3 \ grab : slay by jumping on pieces instead of over them
w pieces with this ability \_ | /.

can't slay the normal way.

2) MOVE . move one of your pieces into an empty circle.
- move any of your pieces into an empty adjacent circle.
- jump over any number of your own pieces and land in an empty circle.

all other rules for slaying still apply;
- your piece cannot slay a piece with higher force.
- you may jump friendly pieces on way to target.(add in their force(s))
- pieces with grab may never jump over enemy pieces.

- if a circle is occupied, you can't move into it.
- you can only jump over your own pieces. (you can only jump over
opponents pieces when turning them into ghosts.

EXAMPLE : to slay the ox, the monkey needs a force of at least 6. the monkey jumps over the
tiger and adds his 5 Force to his own 3 (3+5=8). the monkey's force is now 8 (more than the

3) Slay * jump over opponent's piece to turn it into a ghost.(skull side) e o0 the monkey con von sy the o by vt o P
your piece may not jump over an opponents piece that has a higher force. @ @ push: move into a pieces circle to push it into next circle.
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EXAMPLE: the ram uses the push power to push the monkey into the next circle
- you may push any piece, regardless of force, you may push friend or foe

- - you may push any number of pieces.
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EXAMPLE: the ram pushes this whole row of pieces (monkey, cock, tiger).
- you may push pieces off the edge of the board. if you push a piece over the

edge, place that piece back in its owner's supply.
- pushing a piece off the edge does not slay the piece.

you can push friend or foe off the board.
*DGUBLE PUSH RULE : I[F YOUR ANIMAL IS PusHED. T MAY NOT PUSH BACK NEXT TURN.

XAMPLE: THE DOG PUSHES THE RAM. THE RAM IS
Q NOT ALLOWED TO PUSH HIM BACK.
"US“ ’°°~°>“ "US* ’°°-°>“ (THIS IS TO PREVENT INFINITE REPETITION.)

: : : slain pieces are turned to leap : slay 2 opposing pieces with a single jump.
When slaying, add the force of all friendly pieces : : @ @ the force of attacking piece must be equal to or higher than
LEAR

their skull side and returned

you jump on the way to target. - combined forces of the pieces jumped.
to Owner, to be spawned and EXAMPLE 1: THE TIGER (FORcE 5) WANTS TO LEAP OVER THE HARE (FORCE 1)
used again. AND THE COCK (FORCE 2) (1+ 2 = 3)THE COMBINED FORCE OF THE HARE
. . AND COCK IS 3 (LESS THAN THE TIGER'S 5) SO THE TIGER CAN LEAP
all slain pieces (skulls) have BOTH OF THEM .
I EXAMPLE 2 : TO LEAP OVER THE PIG(5) AND THE OX (6) REQUIRES A
a force of 1 and no special FORCE OF (1) (PIG (5) +0X (6) = 1)

THE TIGER (5) , BY JUMPING OVER THE HORSE (6) ON HIS WAY TO THE
TARGET ADDS THE HORSE'S (6) FORCE TO HIS (5) MAKING (1) (5+6=0)
(ENOUGH TO LEAP THE PIG AND GX)

ability.




