
Bastion
A tactical battlefield, friend finding friend, fighting foe.
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Bastion is a game about immobilizing your enemy, 
and taking controll of the land. You will need your 
soldiers to group up, capture enemies and manage 
battle lines to succeed in conquering your foe.

Starting positions and board
The game starts with all the pieces in play, arranged 
on every other square of the board, except the 
central suqare. Each player has 40 pieces on the 
bog board, or if you’re playing on the small board, 
12 pieces.

The board consists of 9x9 squares. Each square has 
a grey field, called a fort, and four white cells.

Winning the game.
To win the game you must capture all your 
opponent’s stones. At some point who wins may 
become obvious. One then has the option of 
giving up. If there is a repetition of moves of three 
times or more, both players have the option of 
demanding a draw.

Movement and attacking.
Every stone can, on it’s own, move one space 
orthogonally; that is, one space up, down, left or 
right.
Friendly stones standing next to each other can 
move freely over one another to land in any space 
next to the whole group, capturing as normal.

If you move into your oppontents space, the 

The Bastion Board

The basic pattern of stone placement.
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opponent will be moved into a cell, and your 
stone will take the fort. The one who holds the fort 
controll all the pieces in the cell.
No more than five stones can occupy a square. 
When a square is filled like this it is called a 
bastion. 

Enemy stones captured in a cell can be sendt along 
the friendly line to, for instance, gather them in 
one place. A friendly held square with four enemies 
in the cells is called a bastille.

Tactics and Strategy
Tactics are about the combat on the ground. 
Strategy is about the overall plan. Below is a 
selection of observations to get you into the 
interesting aspects of this game.

Basic Strategy

Defence is strong
A square filled with an odd number of stones 
benefits the defender. As long has it can be 
defended with more stones, the square will fill up 
to become a bastion for the defender. The opposite 
is true for even numbers. 

Numbers in attack and defence
To defend a square you aleady hold takes two 
extra stones. So, in the attack, you must always 
isolate a square so that it only has one defender. 
Sometimes you can overwhelm a side by making a 
multi pronged attack that will net you an important 
route.

Connected stones are flexible

Red to play. The red at 2c can reach 1c, 2b 
and 3a. and so can all other free red stones.

Whoever attacks first here loses the tactical 
battle.
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you know that the outcome of the battle will be a 
win for your stones, even if the enemy moves first. 
Analagous to go, you can then think of that group 
as “alive”. If you are sure that the outcome is life, 
then you would do well to focus your attention 
elsewhere. The same is true for if you know that 
this group is dead. 

The status of your group will depend on what 
other groups near this group is alive or dead. If 
you manage to gain controll in a nearby area, it 
might be worth it to invest a few moves to pull out 
a few stones from the group to the greater shape. 
Attacking in the right direction is crucial.

Connected stones can defend each other, or 
participate in an attack, move faster, and reach 
farther. One big connected group can share 
resources accross the board. An isolated stone is 
weak.

Bastions as a defensive structure
Bastions cannot be attacked outright, and can form 
a wall on the board that needs to be manouvered 
around. An unattacked bastion also contains a lot 
of resources.

Attacking a bastion
A single stone cannot succsessfully attack a 
bastion, but two single stones can. Whenever a 
single stone is removed from a bastion, it is at it’s 
most vunerable, because a single attacker could 
form a bastion of it’s own.

Making a bastille
A bastille is a single defender holding 4 enemies. 
There is never any reason to vacate such a position, 
as you have maximally trapped your enemy, which 
contributes to the goal. To make a bastion, you 
need to first isolate a bastion from attack, then 
move friendly stones out, and enemies, in. From 
then on you can even leave the bastille completely 
alone, secure from attack.

Advanced tactics and strategy

Life and death
As groups form on the board, and masses of pieces 
become isolated you can predict which shapes 
will live or die. Try to isolate groups in a way that 

The central square has a black controlled 
bastion. However, it cannot attack the red 

stones, because it will be conquered.



Board geometry
The board is seemingly 9x9 squares, but that is not 
a useful way to think about the board. Instead we 
should think about group reseve, adjecency and 
tempo. The effective geomety of the board changes 
from the presence and reach of groups. For each 
stone in a group, which square is one move away, 
which is two moves away? The board effectively 
has different sizes for different players based on the 
avarage number of moves their stones can reach, 
higher is better. The one who has more adjecency 
consistently plays with higher tempo than the 
opponent, all things being equal. 
Group reserve, stones available to move, will also 
determine the future level of adjecency, and so is 
an important resource to keep an eye on.
It still makes sense to talk of center controll in 
Bastion, because group to group, a central group 
will always be closer to any edge group.

Drawing away defenders
In the example to the right black has sente. Correct 
play is 1. a2-a1 b1-a1, 2. a3-c2 c1-c2, 3. b3-c2 ...
We see now that black has captured two defenders 
to red’s one, though red ends with sente. 
Even though material was equal, black managed to 
pull away important defensive resources from red, 
and will also manage to capture red’s remaining 
stone shortly. This group is therefore considered 
dead, and red should get outside resources, or 
spend tempi in other places.
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To make a board, print four times and glue over the inner squares to for a 9x9 board.
The 5x5 board makes a great practice board, at least for tactics. Use whatever for stones.



Words of thanks and a call for testers
A game like this does not fall fully formed from a 
creators brow. It is the work of long nights, long 
traditions and many play-tests. 

The game was principally inspired by two games; 
Classic Realm, and Go. Classical realm has the 
prisoner mecanic, which has been greatly changed 
and expanded, go has the idea of alive and dead 
groups, the special type of initiavtive called sente, 
the idea of local battles and greater strategic space.

This product is licensed as within the Creative 
Commons framework as “Attribution-NonCom-
mercial-NoDerivs.” Which means, feel free to 
print-and-play, but don’t pass it off as your own 
thing, or change it a little and say you made it, or 
make money from it.

In addition I would also like to thank my play tes-
ters; Eirik Mundhjel

BASTION IS IN NEED OF PLAY TESTERS. FOR 
MORE INFORMATION, SEND AN E-MAIL TO 
EMIL.DANIELSEN@GMAIL.COM, OR VISIT 
WWW.EMILDANIELSEN.COM.

Key Vocabulary

Adjecency Any square reachable by a stone.
Stone A game piece.
Fort The central position of command.
Bastion A filled square, which cannot be 

attacked.
Bastille A perfectly filled square, one friend 

and four enemies.
Sente and 
gote

A period of low tension, where a 
the player having the turn is able to 
set the agenda has sente. The other 
player has gote.

Reserve The number of stones free to move 
without breaking the group or 
releasing enemies from the cells.

Life and 
death

An isolated group of stones can 
be so mismatched in strenght that 
the outcome of the fight is a given. 
One can then think of that group 
as alive or dead, depending on 
what side one is on.

Tempo The avarage amount achievable in 
one move.



Bastion is an abstract two player 
game created for the pure pleasure 
of thinking with friends. 

Each game plays out in unique 
ways that yealds lively stories to tell 
afterwards. 

Let this riveting capture your 
imagination and your inner 
tactician, strategist and vengeful 
spirit.


