The fieneral just stepped into my tent. General
Herzlich has commanded us to carry out a small

mission now, before the rooster crows tomorrow
morning. According to the General, we will be able to
achieve more attacking with a small Army, using the
element of surprise. General Herzlich fears the enemy may
be planning just that too, but it's still worth a try.

CONTENTS:

* 10 red playing pieces
* 10 blue playing pieces
* 1 game board

* 1 screen

STRATEGO DUEL RULES:
To be the first to capture your enemy's Flag.

SET-UP:

* Place the game board between the players so that each
faces three rows of eight spaces.

*Decide if you will play Duel or Barrage Stratego. We
recommend you start with Duel. The rules for the Barrage
game are at the end of these instructions.

* Now decide who will play with the Red Army and who with
the blue. Red always starts.

* Each take the 10 playing pieces of your colour. Place
the screen onto the two middle rows of the game board
between you and your opponent. The screen ensures that
your opponent cannot see where you position your pieces.

* Players should each place their 10 pieces on the three rows
at the back of the board. Therefore, they will each have 24
spaces available for their 10 playing pieces.

» Make sure you place each piece with the picture side facing
you. This way, ranks will be kept secret.

The set-up is important; it can
make the difference between
winning and losing. Be sure
to read carefully all the way
through these instructions
before you begin to set-up
your Army.
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THE PLAYING PIECES:
The following pieces are allowed to move:
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The remaining pieces CANNhT BE MOVED after
the game hegins:

Bomb Flag

2X 1x

Most playing pieces display a number. The higher the number,
the higher the rank. During an attack the higher number will
defeat the lower number. The Flag, the Bomb and the Spy do
not carry a number, Special rules apply for these pieces (see
below).

TAKING TURNS: ;
Players take turns to play the game. The red player goes first.
On your turn, choose between two options:

Moving one of your pieces

OR

Attacking an enemy piece.

You cannot do both on the same turn. (The only exception
applies to the Scout, which has special rules). If you cannot

move or attack on your turn, the game is over and your
opponent wins.
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The lakes in the middle of the
board are impenetrable no-go
areas. Pieces must go around
them; you cannot move or jump
over a lake.

MOVING:

On your turn, you can only move
one playing piece one space
(except for Scouts). You can
move forwards, backwards or
sideways, but never diagonally.
Two playing pieces cannot
share the same space. Pieces
can never jump over occupied
spaces.

Playing pieces may not continuously move back and forth
between the same two spaces. You can move a maximum of
three times between the same two spaces. You may not also
endlessly chase an opponent’s piece. If a situation arises that
has happened before, the aggressor must stop the chase at
once,






