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Maintenance ég.

To clean your Antipalos board, simply wash with a
mild soap and water.

Please note: If you require extra game pieces for
additional players, or to replace lost pieces, simply
wrile to:

Antipalos Games, Inc
302 S. Cheyenne

OK 74103

If you ever have any questions with regard to
strategy, write to the above address. All of your
questions will be responded to in a timely fashion.

Equipment &

The game af Antipalos includes @ gome board with a
squared grid pattern and two garme pouches containing
“Triroay” (gome pieces) in each of twa colors.

This rulebook applies to all board sizes. However each size
will use o different amount of Trirods.

To determine how many Trirods should be used on your
board, count the number of squares along one side, then
refer to the chart below:

Trirod Chart:

Size of Board Number of Trirods
12 x |2 board |8 per player
14 x 14 bogrd 21 per player
16 x |6 board 24 per player
18 x |8 board 27 per player
20 x 20 board 30 per player

Object of Antipalos &

To be the first player to construct @ continuous chain of
Trirods, connecting two opposite borders, See Diagram |

Diggram |

Pigyers attembl to connect two oppasite borders.
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ules for Two Players &8

Befare beginning, each player counts out g number of
their own colored Trirods deterrined by the Trired Chart.
(See Equipment poge 2)

2. "Phase One™ of Antipales begins with all Tnrods off the
board. Players alternate turns, piacing one of their own
Trirods anto any empty square in a diagonal position,
connecting two diamonds
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Diggram 2
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There ore two possible diagonol positions per square
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There ore six ways @ Trirod can connect to another,

Diagrom 3

Players continue alternating turns in on attempt to construct
@ continuous chain across the beord.

"Phase Twe" of Antipalos begins only if bath ployers have
not completed a chain and all of therr Trrods hove been
played onto the board.

The game continues as each player “respositions’ one of
their own Trireds, each turn, to another unoccupied square.
A Trirod may also be rebositioned within its origingl square,
by turning it to the other diagondl position,
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Diagram 4

|
Two examples of "repositioning” to another unoccupied
square.

Diagram 5
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"Repositioning” within the original square.

4. Each pigyer uses the preceding rule until one bioyer
succeeds in constructing g continuous chain connecting
opposing borders
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Rules That Relate to Both Phase One

5. A Trirod may be placed onto ony empty square and does
not immediately have to be connected to another Trirod or
to @ berder

&, The two players chains may cross through each other
Diagram 4 shows two chains crossing through a single point.
Both of these chains are still considered continuous and
neither 15 biscking the other.

| Diagram &

Two chains can cross through each other
7. A border & defined a5 any of the four boundaries and
their corners. Therefore, a Trirod played onte a corner
square touches two adjacent borders. This would nat
censtitute an immediate win, of course, since a chain must
connect two opposite borders.

Common Questions About Antipalos ¢8

Q Do [ have to start on a border?
A No. In foct typical starting moves are usually ployed near
the center of the board to gain @ more flexible position.

Do [ have to piace my Trirod so that it is connected to
another?

No. Each move can be independent of another, For
example, g player may

----5tart @ new chain

-add to an existing chain

-—-place a "Trirod” as a block

Wha goes first?

Since the player who goes [irst is considered to have g
slight advantage. we recommnd that you use ony
method of cnance to determine which player begins. In
successive games, the loser showld olways begin,
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How often may | change the direction of my chain, in
the course of the game?

. You may change the direction of your chain as often o
you like
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Must | announce my intentions with respect to the
borders | wish to connect; or must { announce a change
in the direction(s) of my chain?

Unannounced. strategic development of your chein is one
of the keys to the gome. You need never announce your
intentions to your opponent.

>

Can | play a Trired on a herizontal or vertical line?
No. Trirocs must be played in one of two diagonai
positions within the perimeter of a square.
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When does “Phase Two” start?

*Phase Two begins when all the Trirods of both players
have been played and neither player has successfully
connected oppesite borders, The game can be concluded
before reaching "Phase Two”.

What happens if | lose several Trirods? Can | still play?
We have included extra Trirods to cover any losses. If;
over the years, you have less than the desired amount in
either of the two colors, you have two options. Either
order new freces from the monufacturer, or begin the
game with both players having an equal number of
Trirods, even if it is less than the desired number.

4

>0

Basic Strategy

For an explonation of the simple notation system, using
lecters, numbers, and osterisks, please turn 1o poge 7.

The following brief explanavens cover the three key
elements of Antipalos Strategy. Double Options, the Two
Types of Chains, and Effective Biocking

Double Options
The easiest way o expidin o Double Option is to show
what onie locks like, See Diagram 7.

W Diagrom 7
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This particular Double Option, calied the V s the most
powerfu! offensive tool you will have to break through your
opponents defenses. The V i action s demonsirated in

Diggram 8.
| Diagram 8
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All White needs to do s redch the battom border. but is it
possible? If White plays *FZ then Black will block with GI*
And both *D2 and E/* can be amswered by E1%. So how
does White break through? The correct move s *E(, ond
White wins becouse he has TWO possible ways to connect
with fis V — hence Double Option

To understand how to make Double Options work for you,
consider what Diggram 8 Icoked like one move carlicr

Diagram 9
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It &5 usually quite easy to break past @ line of your
oppanents Trirods that are only two squares away. and this
example demonstrates why. in Diagram 9, White needs only
to reach the bottom border. But both £2* and *F2 can be
blocked. The correct strategy is to play D3* (The V) with
the threat of playing C2* next turn. To stop this threat,
Black will be forced to piay *C2, allowing White to regch
the previous pasiticn in which White wins with *E/.

Of course, the above explonation of Double Optians ko
applies when trying to break past @ line of Trirods out in the
middle of the board

Two Types of Chains
There are two ways in which Trirads can be chained
together; Diagrom 10 displays both.
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Diagram 10
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The chain on the top s called g Straight Chain; the chain
on the batton & called g Zig Zag Chain. In actugl play
vour chains will usually be a combination of both tybes.
Whenever possible, you should strive to build Zig Zag
Chains. This &5 because a Zig Zag Chain CANNOT be
crossed by your opponents chain, while o Straight Chain can
be crossed.

3

The abvious conclusion is that the best way to block your
opbonents chain is to build a Zig Zag Chain gcross its path.
The method for achieving this is expiained next.

Effective Blocking ¢@

As the previous example suggests, the ided! place to begin
the construction of a chain 5 directly across the path of your
opponents oncoming chain. A common beginners error & to
attempt to build such a blockade too ciose to the end of on
opponents chain. As o result, they allow their opponent to
easily run around the end, or right through the middle of
their partially-constructed blockade.

The only way to have enough time to buikd a chain long
enough to completely block the pragress of your opponents
chain s to start ot least 51X squares away Diagram ||
demonstrates an Effective Block in action.

o

Diagrom 1!
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In Diogrom 1 [, Blacks objective is to block White from
reaching the bottorn border, For purposes of this exarnple,
ignore the fact that White could switch towards the left and
right borders,

By piaying the Throd at F2*, Black intends to canstruct a
herizontal chain that will block the forward progress of
Whites vertical chain. Due to the fact that Black started a
full six squares away, Black will have little problem achieving
this. A possible continugtion of play &:

White Plays Black Replies
I SE7 H2*
2 Fé&* 7%
3 E5» B
4 *4 "
5 3 *G2

White is blocked. Note alsp thar Black is now clase to connecting
the left and right barders.

Antipalos Notatione®

Game Varigtions o8-

Team Antipalos

Follow these rules when playing with four players,
Players split into two teams. Team members sit
opposite each other
Each team selects a color of Trirods and begins with
the appropriate number (See Trirod Chart, page 2
All four players take turns in o clockwse direction,
placing one Trired per turn in the normal manner
Players on the same team cannot confer on specific
Strategy,
The game ends when one team hes canstructed their
chain acress the board.
All other rules of Antipales apbly to Team Antipalos.

Cut-Throat Antipalos
Cut-Throat can be played with 3 or 4 players. Each player
competes inchividually against one another.

A Each player selects a color of Trirods and begins with
the apprapriate number (See Trirad Chart page 2)
(Extra sets of Trirads may be purchesed from the
manufacturer )

B In a clockwise fashion, each player takes @ turn
positioning one Trirod per turn in the normal manner.

C Al remaining rules of Antipalos apply to Cut-Throat
Antipalos.

Match-Play Antipalos

One of the most fascinating elements of Antipalos &5 that
there are several possible objectives other than trying to connect
opposite borders. Somie of the more complex strategics include
trying to connect three borders, trying to win before Phese Two

begins. etc.

An interesting diversion is to play a match to either 6, 9, or 15
points, using the scoring system shown in Chart A

Chart A
Connect chain to opposite border . . . % g b gl
Connect chain to three borders ...... ... v O pth
Connect chan before *Phase Two™

s NEERN  LE 3 pts.
Connect chain to three borders

before *Phase Two” begins R o o 4 PIs.

Connect chain to two apposite
corners, moking cennections to
all four borders . . . . T .. 5 pis:

A simple method has been devised (o dllow you to record
your awn games or to play back over other ployers garnes.

16 ‘ ||
15

Diggram 12
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For each move it is necessary to record bath the square and
the diagonal position of the Trirod played.

— Rl B LN O S 00ND
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Square Position

Although Diagram (2 is @ |4 x 16 board, this notation
systemn will work for oll board sizes. Startmg at your own
lower left hand corner, mentally letter the vertical columms,
and number the horizontal rows. The lower left hand comer
is then referred to as Al, the square directly above it is A2,
etc
Diagonal Fasition

The diagonal bosition of the Trirad s recorded by
indicating which of the top upper corners of the square the
Trirod is touching. This i done by writing an astersk (*) left
of the move if the Trirod touches the ubper left hand corner,
or to the right of the move if the Trirod touches the ubper
nght hand comer.

For example, in Diagram |3 the White Trirod &5 leceted ot
B4* The Black Trirod s located at *D2

| Diaggram |3

]
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During Phase Two of the game (repositioning), you will need
to record both the current and the new position of the
moving Trirod. For exarmple, if the White Trirod in Diggram
14 were repositioned to the square directly above, in the
same diagonal position, the move wouid be recorded BZ* -
B3*

— NI WA O

Diagram 14
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Each player should record both his own moves and his
opponents maves, from hs own point of view.




