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BASE GAME RULES HOW TO PLAY

Passo is a 2-player game
* On your turn, you must move | of your discs to c

Components Goal of the game You can move your disc or ally and dig y in any direction, including
. backward ‘ou can eve ve your disc on that is olready occupied by
= 25 boaord tiles Be the tirst to mave past your opponent's ) L X
other discs. If the tile i occupied, simply ploce your disc an top of the athers.

0 wooden =3 h colour) disc that's furthest awcly from you OR ke
12 power tokens (6 of & colaL t t player able to move F : ¢ R
It there 15 o disc or ) of yours, your cis ed o cannat be moved. Only the

disc ot the of the stack may be moved

Setup . . Note: each ly contain @ maximun
Put the board tiles together to cre

d in the middle of the fabie Take note of the tile your disc 1s on before moving: this is called its *start file’. Afer
rom the gome if there are no other

you hove moved your disc, remave its siarf file |

yer ch a colour. Take the
of yaur calour and ce them in It there is s a disc on the start tile, do not remove the tile
on the first row on your side o
Then choose the first player, ated orthogonally and wally fram th
n if there are discs on the t Remove these

discs from the game too




END OF THE GAME

Example at the ! s

- ) e = ly ~ ] - -
complefely isolated nally and > are 2 ways to win the game

agonally. It is therefore removed | The player who monages to move past their opponent’s disc clasest to their
the game. The disc on the tile is also opponent wins. Maving past this final dis sible even if there's ne available
-d, since it is not able fo move square behind it. In that case, yvou move ‘off the boar

anywhere Be the last player able to mave o disc. If your opponent cannet move you win

Where is my ¢

EXAMPLE 1 EXAMPLE 2

Nate: any tiles that form an ‘island’, with Borwr it
s that are shll able to mave, remain in Black needs
L 1o move pasl . Red is sitting here

ay. Only remaove the island when it has : P - iy

been reduced to 1 lile

Black now

Example: the sland of 2 tiles at the top Rew that Red noeds Black is sifting here Row that Red Black is sitling here
eft remains in p becouse the red A pey TR N

player is still able to move their d




2 this dise onto a tile wh

N mMove

EXAMPLE 3

You can move this ¢

If you move a disc that's o . it carries along all the

disc

ump over o 3 of miss ng tile to land on the next

This disc
tile in that direction

Black is sitting here
» not rem ts start tile

maove this

ADVANCED RULES

base gan > advance

s stay the same, except fr following ¢
ur, Secretl

Place a file that wos previ y removed from the game | oo

i empty space of the ariginal 5x5 grid, then move one of your discs

ral ¥ I|.-_-

receive & power toker
au can alse cheo
€ mus
e. it must be moved from an orthogonally

onto (@

narmal moverment rules

ir power toke

of your turn. You
1 frem the game
ading: Alexonder Caves and Jo Lefebure for the Geaky Pen

English Translafian and




