Tug of War
A fast-paced dice game by Bernd Eisenstein for 2 players
Age: 5 +, duration: 10 minutes

Contact: Bernd Eisenstein, Behringstr. 2, 12437 Berlin, 0049 +176/28286413
E-Mail: info@irongames.de Web: www.irongames.de
Game Idea:
Each player represents a team of athletes that will challenge the opposite team in a tug-of-war. The number of pawns in play for each side represents the strength of that team. Through the clever use of dice rolls, each player tries to reduce his opponent’s team strength, while building up his own side through fresh substitutions.

Materials:
· 36 pawns (18 each in red and yellow)
· 9 six-sided dice
Preparation:
Each player takes the 18 pawns in one color and 3 dice.
Yellow begins and rolls his 3 dice. Then he may choose to re-roll 1-3 of the dice simultaneously.

The 3 dice are then placed in a column in front of him.

He takes as many pawns from his reserve as the total of the 3 dice and places them in a column.

The red player does the same. His column of pawns should meet his opponent’s pawns in the middle of the table.
The player with the least amount of pawns in his column will start the game. If both players have the same number of pawns, yellow starts.
Example:  

Bernd rolls a 2, a 6 and another 6.  He decides to re-roll the two 6’s.  He then rolls a 3 and a 5. He places three dice with the 2, 3, and 5 showing in a column in front of him.  Then he takes 2+3+5=10 pawns and places them in front of him in a column reaching the center of the table.

Player Turns:
The player whose turn it is rolls the remaining 3 dice (not used in either player’s column). For each “6” in his team’s dice column he may re-roll one dice.
Then he has two choices:

· For each number rolled that is at least as high as one dice in his column, he can remove one pawn from his opponent’s team (and places it in his opponent’s reserve). Note:  each die rolled is matched with only one die in the team’s column.
· Or he may trade one of the rolled dice with one of the dice in his column. The remaining 2 dice rolled may still be used to remove pawns from his opponent’s team, if possible.
Trading Dice:

When a player trades dice, he receives one additional pawn for his team.

If the new die is higher than the old die, he also receives additional pawns equal to the difference of the 2 dice.

If the new die is lower than the old die, he loses pawns from his team equal to the difference of the 2 dice (these pawns are placed in that player’s reserve).
Opponent’s pawns are never removed with the traded dice.
A trade is only allowed if the number of both dices (the old and the new one) is different.
Then it’s the other player’s turn.
Example:

Bernd has 3 pawns left, and a 2, 4, and 6 in his team dice column.  He rolls the other 3 dice (not the ones in his opponent’s team column!) and gets a 1, 3 and 5.  Since he has one 6 die in his team column, he may re-roll one die, and does so with the 1.  The re-roll is a 4.  Since he only has 3 pawns left and is at risk of losing the game (if his opponent rolls well, he could lose his last 3 pawns), he decides to trade the 2 in his team column with the 3 he rolled.  

His column now has a 3, 4, and 6 in it.  He then takes 2 pawns from his reserve and adds them to his team (1 pawn for the trade plus 1 pawn for the positive difference in the dice traded 2-1=1).   He may then use either the 4 or the 5 he rolled to remove one of his opponent’s pawns, since both are equal to or higher than the 4 in his team column.  The other die rolled is useless, as it is not as high as the 6 in his team column.

His opponent then takes the three extra dice and takes his turn.

End of the Game:
When one player loses all of his pawns, his opponent wins.
Strategy Tips:  

It is always tempting to trade to higher dice in order to gain pawns.  However, this makes it harder to remove your opponent’s pawns, as you must then roll higher numbers.  
When trading in order to lower the numbers of the dice in your team column, it is best to do so 1 number at a time (from a 5 to a 4, for example), so that you do not lose any pawns (you gain 1 pawn for a trade then lose it because of a negative difference in the numbers).
