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Material needex

A chessboard

A deck of French cards.
Miniatures depicting musketeers or alternatively the attached
pawns to be cut out and shimmed (note that the swordsman 3
can be left-handed so the miniatures must have an
“orientation). 2
A Placeholder to indicate each player’s points.
A number of 8-sided dice equal to the number of players. !
A number of white signals equal to the number of players. | a b ¢ d e f g h
A number of black signals equal to the number of players. \
(the color is not relevant, what matters is that they are two
distinguishable sets)(some chess pieces..optional)

The game idea and the main mechanics of ONLINE FENCING are developed by Giulio Bottega (2023)
The expansion of the mechanics and graphics for HISTORICAL FENCING are developed by DADDO Art (2023)

Object of the Game

In the game each player moves a pawn representing a swordsman or a musketeer.

The game ends when the first of the swordsmen reaches the score (8 points).

Option 1: when the first of them is knocked off the board.

The swordsman who has the highest number of points among those left on the board wins.(explore
solutions in teams)

Set Up

-Distribute an 8-sided die (1D8),

a miniature,

a scorecard,

two signals of different colors to each player

-Shuffle the cards

-each player rolls their 1D8-Positioning: The player with the highest die result places his musketeer in one
of the perimeter squares of the board. The other players follow in descending order.The only restriction
is that no swordsman must be able to reach another with a single movement.

(Optional: before dealing the cards, place some chess pieces on the board. The pawns can be moved, the
others are "fixed” structures. Look at the last page for setup)

-Place each swordsman’s signal on the side of the board, or on the appropriate card, to score his points.
Starting points are ZERO for each swordsman (go to the last page for the setup of the fixed structures)
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| All players draw a card from the face-down deck of cards.A(in the
| first round this phase is skipped)ll players draw a card from the
face-down deck of cards.

Preparation for the move
All players place a card face down, the eight-sided die and one of
the colored dice on the table, keeping them face down. Note that
the card is used in case of clashes with other players. If you are
sure not to clash with other musketeers the card can not be
played and therefore increase the cards in your hand.

All players show their Preparation

Movement
The musketeers’ pawns are moved

Solution of possible clashes

If the musketeers’ trajectories cause clashes, they are
resolved by looking at the value of the card played.

inal preparation of the jab
Players can add a card to their turn if they want to their jab

Jab
All palyer show their cards

Solution of all jabs
The cards are compared and points are awarded.
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Preparation of movement and jabs

Each player places an 8-sided die and/or ONLY ONE colored
cube (white or red) and one card from those in their hand in front
of them, keeping them face down.

The die represents the position you want to occupy,

| Use of white dice

It shows that you want to make
a 90° rotation BEFORE the
straight movement

' Use of black dice

It shows that you want to make
a 90° rotation AFTERE the
straight movement

No dices

It shows you don’t want to
make any rotation

stralgHt sectlothﬁtes\'%m%%hr? e ere e?écté‘ofdtlﬁé pOSIt%@*te:Pt e rotatlon itself.

If two or more players compete for the same arrival square, the one with the
highest card manages to move, the others remain stationary.(*develop optional
rules, if desired, to resolve these clashes)
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Final preparation of the jab

Players can add a card to their turn if they want

Jab i players show their cards

-All players show their hit and leave their play in front of them. The attacks
and parries are simultaneous.-The cards are used both to try to hit other
players and to block.

i.e. in the right position/direction. The SUIT played must be the
one corresponding to the direction in which you want to hit
without there being any fixed or mobile structures in the
middle.All players show their hit and leave their play in front of
them. The attacks and parries are simultaneous.

j To HIT an opponent the body must be "brought to the right SIZE”,

-JAB, STRIKE!
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Clubs: with a Club card you can hit a
target that is on the diagonal
FORWARD, HOOD SIDE, of the
swordsman

Note that left-handed Musketeers will use reverse suits.NThe diamond cards always represent the sword side
diagonal thrustote that left-handed Musketeers will use reverse suits.

The player who used two cards will be able to use the higher value of the two cards played and
use both suits. The player can, in this way, attack twice.

(optional rule: if a musketeer loses by a margin of 5 points or more HE IS DISARMED and loses one of the points
acquired. To find a weapon he must be in contact (even diagonally) with a fixed structure. As long as he remains
disarmed he can parry only with the Hood.

(Opt: By using an ace (A) as a second card you can decide to give up using the second suit and extend your
attack by one square in the direction indicated by the suit of the Ace. Using the highest card’s attack value. With

this option you can not disarm).
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The parry
The cards played also have value as parry

The Hearts, Diamonds and Clubs cards are used

I
indiscriminately to parry attacks that come from the I
three squares in front of the musketeer I

| The Spade cards are

I' used for Hood’s parries

| which come from the

I hood’s side and from in
front of the musketeer.

(*) note that if the musketeer is left-handed the
positions are reversed. Look at the pad that
represents it.

R EP AT P TERL AT
proviaed o e rigntsize € musketeer

who leads the attack gets TWO POINTS.

-Clashes resolution

After the cards are revealed, all battles are "resolved”.
In battles, the card with the highest value wins; in the event of a tie,
the sequence Y4 & @ applies. If the thrust is delivered with a "critical” (two
cards played together) the suit to take into consideration in case of a tie is that of
the major card.

PRESS:

when you manage to inflict a point you can IMMEDIATELY PURSUIT your opponent. That is, the attacker pushes one position (in the direction of the
winning attack).

FALLING OFF THE CHESSBOARD:

If you are pushed off the board as a result of a PRESS, you will lose a point and will be able to
move back up from one of the corners of the board itself.
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Mobile structures and fixed structures

On the first page we mentioned the presence of fixed and mobile

structures on the board.

@ Pawns represent mobile structures and can be moved during the

A 1 ovement phase: if a musketeer is in contact with one of them, even on

== the diagonal, he can push or drag them as if he were making a normal
move. If another musketeer is on the square where the pawn ends up the
two musketeers must compare their maneuver with playing a card. If the
musketeer who is trying to move the pawn wins, the musketeer will be
moved accordingly. If the other one wins, nothing happens.

The other chess pieces represent fixed structures and cannot be moved. If,
as a consequence of a PRESS action, a musketeer is knocked against a fixed
é i structure (i.e. the fixed structure prevents him from the movement he should

have made, he loses one of the points already acquired.

Below is an example of a setup for
fixed and mobile structures.BPlayers
are invited to experiment with other
solutionselow is an example of a
setup for fixed and mobile structures.
If the rule that allows you to DISARM
applies, the bishop could be the piece
you need to "touch” to reacquire the
weapon.IPlayers are invited to invent
other solutions or uses of the other
pieces.f the rule that allows you to
DISARM applies, the bishop could be
the piece you need to "touch” to
reacquire the weapon.
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