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Free Game # 54 from Invisible City Productions, Inc.

A strategic territory claiming / piece elimination game with a
strong dose of chance for 2 to 6 players.
by Jonathan A. Leistiko

Object:

To capture pieces by "crowding them out" them with your pieces.

You Need:
* A chinese checkers set
» Two 6-sided dice
* A capture cup for each player

Setting Up:
» Give a capture cup to each player.
* Pick a color and a home area like you normally would for a game of chinese
checkers. Do not place any of your pieces in your home area; keep them in

your hnad.
* Once all players have picked a color, roll the dice to see who goes first.
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Play:

On your turn, roll the dice, transform your pieces, then check for captures.

Roll:
Roll both dice.

Transform:

Choose one of the dice you rolled. If you have at least that many pieces in your
hand, place that many pieces from your hand on the board. If you have no pieces
on the board, you must place a piece in your home area. If you have at least one
piece on the board, you must place pieces in empty spaces adjacent to sapces
you occupy. If you can not place a piece, put it in your capture cup.

If you do not have enough pieces to place, remove that many of your pieces from
the board. If you run out of pieces to remove, your turn ends. If you do not have
enough pieces to place, and you have no pieces to remove, your turn ends.

Captures:

Check every piece in play. Remove any piece adjacent to more enemy pieces
than friendly pieces and put it in your capture cup. Checking for captures is not
simultaneous; you choose the order that pieces are checked. If you check
pieces in the right order, you can make more captures. A piece with as many
supporting pieces as opposed pieces is not captured.

Play passes to the left.
Winning:
The game ends when one player has no pieces left in play or in hand or if there

are no pieces on the board and all players have taken a turn.

If you have the most pieces in your capture cup at the end of the game, you win.

One copy of this document may be made freely for personal noncommercial use. We may authorize multiple copies for noncommercial use, provided you give us
prior notification. Direct inquiries to jonathan@invisible-city.com. For all commercial purposes, this document is ©2004 Invisible City Productions, Inc.



Petri [Invisble 52] http://www.invisible-city.com/games Page 3 of 3

Variants:

Realtime:

Checking for captures happens simultaneously. Determine every piece to be
captured, then remove all of them at the same time.

Origin and Credits:

Petri was first playtested on 01/10/2004 with Natosha and Ben. | thought of Petri
at a local songwriter's group concert on 01/09/2004. | was assessing what game
tools the average household has and realized that | hadn't used a chinese
checkers set as a game component yet. This is what came out of that
realization.

Unedited as of June 11, 2004.
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