
Rule Book



Rough-and-Tumble is a chess game in which the aim is to eliminate the 
opponent’s pawns until a predetermined goal is reached. 

 
Map and game mode:
The map is made up of hexagons which have on their perimeter some sides 
colored in red and blue. 
 
 

Start of the game: 
 
At the beginning of the game, each player rolls a die to determine who 
will start the game.
But that’s not all, whoever wins the dice roll gets to decide which 
color to play on: Red or Blue. 
 
The player who missed the shot must place his pawns on the playing field 
first, in any order he likes in the deployment zone (bottom of the board).
After that, the other player will do the same. 
 
 
 
 



Action points: 
 
Each player has 3 action points per turn, which can be distributed over 
any number of checkers (you can use 3 action points on the same checker 
or 1 action point on 3 checkers for example).

What you can do with an action point:
-Move from one square to another.
-Activate a token’s special ability (only once per turn per pawn)
-Eat an opponent’s token. 
 
 

Movement: 
 
The unique feature of the game is that it has limitations on the move-
ment of the checkers.
Each pawn can only move through the directions indicated by the hexa-
gon it is occupying, respecting the color of its team.
For example, a pawn of the red team can only move in the direction al-
lowed by the red sides (of the square it occupies).
There are some exceptions due to special abilities.
The rule is also valid for eating an opponent.

Eating the enemy chess:
In order to “eat” the opponent’s pawn and thus eliminate it from the 
game, it is necessary to reach and occupy the square occupied by the op-
ponent’s pawn.
There are some exceptions that we will see later.
 
 



Characters: 
 
Some characters possess special powers that can be activated once per 
turn and can break the normal rules of the game. 
 

 
Dwarves

Gunner: 
the gunner can’t eat in the usual 
way, by reaching the enemy’s 
location, but have to use an action 
point to shoot two boxes away 
without moving. He will be able to 
do it only in the direction the side 
of the box he is occupying, that are 
of his own team color.

Mage: 
the mage can (only once per turn, as 
all the skills) destroy a barrier, and 
pass by an enemy color box side, he 
can also eat a chess in this way.



Miner: 
the miner can use an action point to 
leave a “gateway” marker on his box 
He can deposit two markers in the 
field.
This markers can be used as passages 
by all allied pawns, by spending an 
action point, any allied chess can 
move from a marker to the other. 
 
 

 
 
 
 
Dwarf girl:
by spending an action point, the 
dwarf girl can attract an enemy 
chess from two boxes away: the 
enemy chess will be moved by the 
dwarf girl owner’s free will, but 
he have to keep the enemy color 
movement rule (If the dwarf is red 
sided, you have to move passing by 
the blue box side and viceversa) 
 
 
 
 
 
 
 
 
 
Warrior:
warriors don’t have any skill.



Orcs

Jumper: 
the jumper can eat in the usual way, 
by reaching the enemy box, but he 
can also jump two boxes away from 
his position (can only be used to eat 
the enemy chess) spending an action 
point in the process. (skills can be 
used only once per turn)
He can use his skill only in the 
direction of his team color box side. 
 
 
 

 

Shaman:
 the shaman can (only once per turn, 
as all the skills) destroy a barrier, 
and pass by an enemy color box side, 
he can also eat a chess in this way. 
 
 
 
 
 
 

Tank: 
the tank have 3 slingshot markers 
that can be positioned on the field: 
the markers have to be positioned 
on the occupied box, any chess can 
use this marker by using an action 
point (you have to be on the marker’s 
box to use it) to be thrown two 
boxes away, keeping the color rule: a 
chess can be eaten in this way.



Bard: 
by spending an action point, the 
bard can attract an enemy chess 
from two boxes away, the enemy 
chess will be moved by the bard 
owner’s free will, but he have to 
keep his own color movement rule 
(if the bard is red sided, you have to 
move passing by the red box side and 
viceversa). 
 
 
 
 
 
 
 
 
 
Warrior:
 warriors don’t have any skill. 
 



High elf 
 
 
Dragon trainer:
the dragon trainerr can eat in the 
usual way, by reaching
the enemy box, but he can also fly 
two
boxes away from his position (can 
only be
used to eat the enemy chess) 
spending an
action point in the process. (skills 
can be
used only once per turn)
He can use his skill only in the 
direction
of his team color box side 
 

 
 
Lord: 
the Lord can (only once per
turn, as all the skills) destroy a 
barrier,
and pass by an enemy color box side, 
he
can also eat a chess in this way.

archer: 
the archercan’t eat in the
usual way, by reaching the enemy’s 
location,
but have to use an action point to
shoot two boxes away without 
moving.
He will be able to do it only in the 
direction
the side of the box he is occupying,
that are of his own team color.



archer: 
the archercan’t eat in the
usual way, by reaching the enemy’s lo-
cation,
but have to use an action point to
shoot two boxes away without mo-
ving.
He will be able to do it only in the di-
rection
the side of the box he is occupying,
that are of his own team color. 
 
 
 
 
 
 
 
 
Soldier:  
warriors don’t have any skill.



Chaos

Succubus:
by spending an action
point, the bSuccubuscan attract an 
enemy
chess from two boxes away: the 
enemy
chess will be moved by the banshee 
girl
owner’s free will, but he have to keep
the enemy color movement rule (If 
the
banshee is red sided, you have to 
move
passing by the blue box side and 
viceversa) 
 
 
 
 
 
Necromancer:
 the necromancer
can (only once per turn, as all the 
skills)
destroy a barrier, and pass by an 
enemy
color box side, he can also eat a 
chess in
this way.

 
 
Golem: 
the golem, can use an action
point to cast an ally to 2 squares, 
the ally
must have the passage of his color 
on the
starting square, to be launched by 
the
golem in the direction of his color 
to 2
squares away.
You can not eat this way 
 



Chaos warrior: 
the chaos
warrior always moves on the 
opposing
color

Skeleton:
 warriors don’t have
any skill.



Amazon

Lancier: 
the lancier can’t eat in the usual 
way, by reaching the enemy’s loca-
tion, but have to use an action point 
to shoot two boxes away without 
moving. He will be able to do it only 
in the direction the side of the box 
he is occupying, that are of his own 
team color.

Shaman: 
the shaman can (only once per turn, 
as all the skills) destroy a barrier, 
and pass by an enemy color box side, 
he can also eat a chess in this way. 
 
 
 
 
 
 
 
 
Mistic: 
the mistic can use an action point 
to leave a “Totem” marker on his box.
This markers can be used as passages 
by all allied pawns, by spending an 
action point, any allied chess may 
transported to 2 tiles away from the 
top of the hexagon, respecting the 
color of your team



Princess:
by spending an action point, the 
princess can attract an enemy chess 
from two boxes away: the enemy 
chess will be moved by the princess 
owner’s free will, but he have to keep 
the enemy color movement rule (If 
the princess is red sided, you have to 
move passing by the blue box side and 
viceversa)

Soldier: 
warriors don’t have any skill.



Undead

Banshee:
by spending an action point, the 
banshee can attract an enemy chess 
from two boxes away: the enemy 
chess will be moved by the banshee 
girl owner’s free will, but he have 
to keep the enemy color movement 
rule (If the banshee is red sided, you 
have to move passing by the blue box 
side and viceversa)
 

 
 
 
Litch: 
the litch can (only once per turn, 
as all the skills) destroy a barrier, 
and pass by an enemy color box side, 
he can also eat a chess in this way. 
 

 
 
specter: 
the spectrum can also place one 
door, the space occupied by the 
“door” now has all the color walls 
of the owner of the spectrum.



Mummy:
 by spending an action point, the mum-
my can grab an enemy chess from two 
boxes away, As the crow flies, it can 
Grab only in the permitted direction 
from its box and its color, the enemy 
pawn grab will be approached in a box, 
ignoring the colors of the boxes (if 
the Mummy is red sided, you have to 
grab passing by the red box side and vi-
ceversa).

Skeleton: 
warriors don’t have any skill.



Rat Man 
 
 
 
 
Jezzail: 
The jezzail cannot eat in the usual 
way, reaching the enemy’s position, 
but must use an action point to 
shoot two squares away without 
moving. He will only be able to do 
this by shooting in the direction of 
the side opposite to his own of the 
Box he is occupying, if the jezzail is 
red he will shoot through the blue 
sides and vice versa 
 
 
 

 
 
Shaman: 
Once per turn, using an action 
point, the shaman can move an al-
lied token within distance 2 in any 
direction, ignoring the colors of 
the box.

He cannot eat in this way. 



Plague Priest:
You can use one action point to 
sacrifice the Plague Priest to repla-
ce it with any token that is already 
dead (even an opponent’s). 
 

 
 
Sailor:
Once per turn, spending one action 
point, the Sailor can lock on to an 
enemy 2 squares away and move in its 
direction ignoring any square co-
lor.
He can eat in this way. 
 
 
 
 
 
 
 
 
 
Soldier: 
warriors don’t have any skill.



Halfling 
 
 
 
Slinghshot: 
the Slingshot can’t eat in the usual 
way, by reaching the enemy’s loca-
tion, but have to use an action point 
to shoot two boxes away without 
moving. He will be able to do it only 
in the direction the side of the box 
he is occupying, that are of his own 
team color. 
 

 
 
 
Piggyback:
If one of your tokens reaches pig-
gyback you may spend an additional 
action point to throw the token 
from the piggyback position to a 
square at distance 2 ignoring any 
color.
(it cannot eat like this) 
 
 
 
 
 
 
 
 
 
Wizard:
The mage can use 1 action point to 
fire a dart and kill an enemy at ran-
ge 1 while ignoring their base co-
lors.
(does not move a square)

 



Bard:
Once per turn you may spend an 
action point to move up to 2 allied 
tokens within 2 squares of the bard.
Movement must follow the classic 
color rule based on the box of the 
tokens being moved.
(You cannot eat in this way)

Soldier: 
warriors don’t have any skill.



Other game modes

Kill the king:

 exchange any of your pawns with your faction’s king.
The new goal is now to kill the enemy king, and not all their 
pawns.

Control point: 

position the tower in the center of the map, on the
yellow marked box.
The objective is to occupy the tower for 6 turns (also not con-
secutive): if
at the end of your turn the tower is occupied by one of your 
pawns, you
take a point. Use a dice to remember your points.

Catch the hen: 

position one of your two hen on the yellow marked
box in the center of the map.
When a pawn reach the hen, eliminate the pawn, but you get 
possession of
the hen.
The hen can use only 2 of your 3 action points each turn, and 
have to
move using your color directions.
If the enemy reach the hen while it’s under your control, his 
pawn will be
deleted and will take control over the hen.
The goal of this mode is to take the hen on your side of the 
field, in the
last row of boxes.




