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COMMENT UTILISER CE LIVRE DE REGLES._

vous aidera a assimiler les regles plus facilement

quée, vous pouvez consulter le glossaire, en page 37

d’une maniére saine.
L’équipe de développement Takkure ™.
\\

Le livre de régles de Takkure ™ est divisé en exercices. Vous pouvez faire les exercices pendant que vous lisez les régles; cela

Dans ce livre de regles, vous trouverez un petit personnage qui vous aidera dans cette tache: Placky. Dans les exercices, les
regles et les actions seront clairement indiquées. Mais si vous ne vous souvenez pas ol une certaine régle ou action est expli-

Une chose importante dont vous devez toujours vous souvenir: ¢’est un sport avec une longue tradition, apres un match, serrez
la main de votre adversaire et profitez de la troisieme mi-temps ensemble.

Merci d’avoir acheté Takkure ™, nous espérons que vous vous amuserez et que vous apprécierez ce sport au rythme effréné

— D

Premier contact - Page 3
Premiers pas - Page 8
Passe et Jeu d’équipe - Page 21
Le carré de Ia mort - Page 24
4vs4 - Page 28
Match d’entrainement - Page 33
Pour de vrai, Match complet - Page 36
Glossaire - Page 38
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COMMENT LIRE CE LIVRE DE REGLES_

Ce livre de régles est présenté comme s'il s agissait
d’une bande dessinée ou d’un manga, avec les textes,
actions et regles dans les bulles. Vous devez donc lire

comme Ceci.
T
T
M;{ j




GAME RULES_

00.PREMIER GONTACT

L4 L]
I Bonjour et bienvenue, je suis Placky. J'ai été programmeé pour aider les nouveaux coachs a assimiler les régles de Takkure de la meilleure h
fagon possible. Pourquoi voulez-vous devenir coach? Pensez-vous avoir ce qu'’il faut pour entrainer les équipes de la Neon First Series? Le
vouloir ¢’est bien, mais ce ne sera pas suffisant. Il est trés difficile de coacher une équipe de joueurs hypermotivés, avec de forts caractéres et
des modifications corporelles qui ne sont pas toujours de bonne qualité. Nous allons commencer par les bases de ce sport, je dois m’assurer que
vous les connaissez. Je vais vous apprendre étape par étape comment devenir un grand coach et atteindre Ia gloire. Parce que Ia gloire est ce que
vous cherchez tous ... mais peu la trouvent.

Je sais que vous avez hate d’arpenter le terrain mais, avant de commencer les exercices, il y a certaines choses que je dois vous expliquer. La
théorie n’est généralement appréciée par personne mais elle vous aidera 4 mieux assimiler le reste des régles et des exercices.

La premiére chose, et la plus importante, est que vous sachiez d’oll vient ce sport et Ia raison de ses régles principales. Takkure ™ est une évolu-
tion du rugby, un sport né il y a prés de 200 ans, qui a progressivement évolué jusqu’a devenir le sport que nous connaissons aujourd hui et qui
est pratiqué dans toutes les grandes villes du monde.

Etily a 3 régles trés importantes que Takkure ™ a héritées de ce sport:

\

/l

LE S RE G'_ ES DU RU GBY Tout en respectant ces régles,

= Takkure ™ se joue de plusieurs fagons
- Vous ne pouvez pas passer une balle a un joueur qui est devant vous. et est en constante évolution.
- Vous ne pouvez plaquer que le joueur porteur du ballon et le porteur est le
seul joueur a pouvoir entrer en contact avec les défenseurs.
- Une fois plaqué, vous ne pouvez pas vous relever tant que vous avez le ballon entre les

mains. /
PRE,VA[ENCE DES RI‘EG[ES_ / Passons maintenant a des choses plus pra-

tiques. Comme je vous I'ai dit, nous commengons

par le plus basique. Je dois donc m’assurer que
0_ 0 2 Il est possible qu’une régle décrite dans une compétence, une carte, | vous savez comment mesurer correctement. Tou-
un équipement, une FAQ ou une extension affecte ou entre en conflit tes les mesures et le matériel de ce jeu sont en
avec une régle décrite dans ce livre de régles. pouces. Si vous utilisez normalement e systéme
Une régle dans une compétence, une carte, un équipement, une FAQ ou une metrique, ne vous inquigtez pas, il est tres facile
extension a la priorité sur ce livre de régles. \Je s habituer.

Restez donc vigilant sur les change-
ments de régles.
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COMMENT MESURER_

Vous ne pouvez mesurer que lorsqu’une régle le demande.
Dans Takkure™, toutes les mesures sont définies en pouces. Geci est indiqué par
(“) aprés la valeur. Un pouce fait environ 2,5 cm. Mais ne vous inquiétez pas, vous
n’avez pas a le calculer. Dans le matériel de jeu, vous avez toutes les réglettes
nécessaires pour jouer avec les mesures en pouces.

On mesure dans deux cas:

Vérifier une distance (Fig 1): Pour vérifier une distance entre deux objets, générale-
ment des figurines, vous mesurez a partir des points les plus proches entre ces deux
objets.

Faire un mouvement ou placer un objet: Nous appelons cela «Déplacer vers» ou
«Placer a». Dans les deux cas, vous devez choisir le bord de la base qui est dans la
direction ol vous allez déplacer ou placer cet objet et vous déplacer jusqu’a ce que
ce bord atteigne les pouces que vous pouvez ou souhaitez déplacer.

Exemple de déplacement (Fig2): Pour mesurer un mouvement, vous devez choisir un
point sur la figurine et vous déplacer de ce point jusqu’a ce que ce point atteigne les
pouces maximum autorisés par votre valeur de mouvement.

Exemple de placement (Fig2): dans une dispersion, la régle dit que vous devez placer
le ballon 4 2 "de vous. Dans ce cas, le marqueurballon ne peut pas étre placé au-
\\dela de cette mesure.

0, 03 Dans ce jeu, vous ne pouvez PAS mesurer avant de déclarer une action. \

—IKUE-

b

(Fig1) VERIFIER UNE DISTANCE \

217
-
| |

1 2

(Fig2) AVANCER JUSQU'A 2 ET PLACER A 2”
2’1

DEFINITIONS_

Dans Takkure™, il existe des définitions qui, dans d’autres sports ou jeux,
n’ont pas la méme signification ou ne sont pas utilisées. Donc, avant de conti-
nuer, il vaut mieux que je vous clarifie tout cela.

0_ 04 - Goach: C’est vous, la personne phy
sique qui déplace les figurines, lance les
dés et s’amuse a Takkure ™

- Joueur: C’est la figurine qui se trouve sur le
terrain de jeu. Représente un membre de 'une
des deux équipes jouant le match.

- Equipe: 'ensemble des 4 joueurs d’un coach

04.
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Chaque fois que vous jouez un match et
pendant les exercices, il y aura une équipe en
attaque et une équipe en défense. Gela peut
sembler trés basique, presque inutile a expliquer.
Mais a certains moments du jeu, cela peut ne pas
étre clair. Alors je vous I'explique en détail, pour

que lorsque vous avez des doutes, vous puissiez
revenir ici et vous en rappeler.




EQUIPES D’ATTAQUE ET DE DEFENSE_

[IN1 58 Dans Takkure™, il y a toujours une équipe en attaque et une équipe
en défense. Quelle équipe attaque et laquelle défendest défini par la
possession du ballon.

MARQUEURBALLON_

POSSESSION DU BALLON:

Si un joueur d’une équipe porte le ballon, I'équipe de ce joueur est celle qui
attaque. ’autre équipe est en défense.

Au début du match, I'équipe qui regoit le ballon dans son camp, lors du coup
d’envoi, est I'équipe attaquante.

Il peut y avoir des situations dans lesquelles le ballon n’est en la possession
d’aucun joueur. Vous devez garder a I'esprit que I'équipe attaquante ne perdra
la possession que lorsqu’un joueur de I'équipe en défense aura le ballon entre
les mains.

Lorsqu’un joueur de I'équipe qui défend a le ballon entre les mains, elle devient
\I’équipe en possession du ballon, c¢’est-a-dire I'équipe attaquante.

Eh bien, assez de théorie, allons sur le
terrain. Voyons si vous avez ce qu'’il faut pour vous
entrainer. Non, je ne veux pas dire que ... je parle
du matériel. Vérifiez que vous avez tout de la liste

COM POSAN TS_ ci-apres:

- 4 figurines et cartes Yamato

- 4 figurines et cartes Teriomorph

- Gartes a jouer: 8 cartes génériques pour chaque
équipe, 8 pour Yamato et 8 pour Teriomorph
-Terrain de jeu

- 2x plateau d’entrainement

- plateau de jeu

- 6x dés a 12 faces (D12) 3 rougeset 3 jaunes

- Jetons

- Reglettes et gabarit de dispersion.

\

S’il manque quelque chose, envoyez un e-mail a:

takkurethegame@gmail.com
\

ettez tout le matériel a coté de vous et ¢’est partil

( Tout est 1a? Parfait, maintenant déployez le terrain,
m.
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e
CARTE DE JOUEUR. 4

, Nom Illustration
CARACTERISTIQUE
o \ N\
MOUVEMENT (MOV) °CQ

Mesure la vitesse d’un joueur. La premiére valeur est le
mouvement en pouces lors de I'attaque et la deuxiéme
valeur est le mouvement en pouces en défense.

CONTROLE DU BALLON (BaC) @
Mesure les compétences du joueur liées au ballon. La

e‘cb
premiére valeur est pour un usage général tandis que la @
1

seconde est utilisée pour MARQUER UN ESSAI Taille de socle

FORCE (STR) &
Mesure combien le joueur est puissant et imposant. Ce
sera la valeur de référence pour lePLAQUAGE et IeRAFFUT.

Compétence

REFLEXES (REF) 2> PASE PRECISO par position

Mesure I'agilité du joueur. Utilisé pour les jets d’ESQUIVE t11 PASADOR NATO -
et pour éviter de tomber au sol. DASES SON CRITICO CON UN F ADG Compétence

INTELLIGENGE (INT) @’% l JADG de joueur
Utilisé pour certaines compétences spéciales des cartes et
des joueurs.

PROTECTION (PRT) @

Représente I'armure que le joueur porte, elle aide a éviter
de subir des dommages. On 'ajouteau physique(BOD) dans
les jets d’endurance.

PHYSIQUE (BOD) @ Indique si la compétence est

Représente la taille et la corpulence du joueur. C'est le une compétence par entrai- Description de Ia compétence
nombre maximum de coups que vous pouvez recevoir nement. de joveur

\avant d’étre blessé.
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Zone d’en-but Ligne de coup d’envoi  Ligne centrale  Ligne de coup d’envoi Zone d’en-but

Vous connaissez maintenant tous les composants du
Jjeu. Vous avez tout? Parfait! Dépliez le terrain, gardez le
matériel a portée de main et ¢’est partil




GAME RULES_ — IRkl

b

/ )
Tout d’abord je vais vous apprendre comment activer vos joueurs, les déplacer sur le terrain,

comment défendre et comment marquer, ce qui est I'objectif de ce jeu: marquer plus de points

que le coach adverse.

Demandez a un autre coach de vous aider pour que vous puissiez jouer ensemble, ce sera plus

amusant. Si vous n’avez personne de disponible, vous pouvez jouer les deux équipes. Ce n’est pas

trés compliqué. Puisqu'il s’agit du premier exercice, nous allons y aller doucement, je vais vous

expliquer étape par étape. Dans les prochains exercices, nous irons un peu plus vite. /

N\
Installez le terrain avec le petit coté devant vous, asseyez-vous face a face. Chaque
coach prend un plateau de coach, un joueur et sa carte. Ne prenez pas le joueur avee

le plus grand socle pour le moment. Laissez le reste des composants a proximite. /A
P

lacez le marqueur ballon sur a
carte de I'un des joueurs ou adjacent

a son socle.

Choisissez lequel des deux joueurs

est le porteur du ballon. Si vous jouez

avec un autre coach, tirez au sort ou le

propriétaire du jeu décide. Comme je

I’ai déja expliqué, ce joueur est donc le

joueur attaquant.

Placez les joueurs comme indiqué dans le diagramme suivant

Nous allons maintenant voir comment
activer un joueur pour qu'il effectue

ses actions. C’est le moyen de faire

entrer le ballon dans la zone d’en-but. Ft
rappelez-vous, c’est ce que vous devez
faire si vous voulez gagner un match.

Le coach attaquant prend les 4 jetons
d’activation. Et maintenant je vais wy

;
a
&
D
e
N
e
Z
m

IN-GOAL ZONE

expliquer comment les utiliser

08.
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ACTIVATION_

1_ U 1 L'équipe attaquante peut utiliser I'un de ses jetons d’activation pour activer
I'un de ses joueurs. Il n’est pas nécessaire que ce soit le joueur qui porte le
ballon. Placez le jeton dans la case prévue pour les jetons d’activation du joueur sur le
plateau de coach ou sur sa carte.

Jeton d’Activation_

Maintenant, ce joueur devient le JOUEUR ACTIF.

\Le JOUEUR ACTIF doit suivre une série d’étapes pour terminer son activation.

Une fois qu’un joueur est
activé, il doit suivre une série
d’étapes dans l'ordre indiqué.

ETAPES D’ACTIVATION_

1- 1ére action Offensive

2- Défense

3- Exécution du Mouvement
4- 2e action Offensive

// Nous allons maintenant 5- Mesure et iets de dés
expliquer ces étapes une par . .
une. Sur ce premier exercice 6- Retrait des Je tons.

vos actions seront guidées afin
de vous aider a mieux com-
prendre les régles du jeu.

Une fois la séquenceeffectuée, I'activation est

terminée.

Tere ACTION OFFENSIVE_

1_ 03 Le joueur peut réaliser une action parmi celles qui sont disponibles en
1ére action: Nous allons maintenant effectuer
un MOUVEMENT pour avancer vers la
- MOUVEMENT zone d’en-but. Je vais vous expliquer
— SE RELEVER comment faire un MOUVEMENT en

— PASSE A TERRE ERE ACTION:




—

e

b

MOUVEMENT EN TERE ACTION_

1. 04 Pour faire un MOUVEMENT en 1ére action, vous devez indiquer le mouvement que vous
allez effectuer en utilisant le jeton de mouvement et le jeton de virage si nécessaire. Seul le

mouvement du joueur actif est marqué: vous n’avez pas a marquer le mouvement d’un autre joueur

que le joueur actif (comme dans un mouvement d’équipe).

Vous pouvez marquer le mouvement de deux fagons:

- En utilisant uniquement le jeton mouvement: Dans ce cas, le joueur effectuera un mouvement

totalement rectiligne jusqu’a ce qu'’il entre en contact avec le jeton de mouvement. (Voir Figure 1)

JETON DE MOUVEMENT_

- Utilisation du jeton Virage: Placez ce jeton entre le joueur et le jeton Mouvement. Lors de I'éta-
pe 3, le joueur effectuera un mouvement en LIGNE DROITE jusqu’a ce qu’il soit placé sur le jeton
Virage, puis il effectuera un autre mouvement en LIGNE DROITE jusqu’a ce qu’il soit en contact ave
le jeton Mouvement. (Voir Figure 2)

JETON DE VIRAGE_

Il n’y a pas de limite de distance pour marquer le mouvement, mais vous devez garder a I'esprit
que le joueur ne bougera que du maximum de pouces indiqué par la premiére valeur de son MOV
(MOUVEMENT D’ATTAQUE).

limportant: le joueur essaiera TOUJOURS de bouger le plus possible. Si vous voulez vous déplacer
moins, vous devez rapprocher le jeton de mouvement: le mouvement du joueur s’arrétera lorsqu’il
entrera en contact avec le jeton de mouvement. (Voir Figure 3)

JETON DE MOUVEMENT_

Rappelez-vous: Dans cette étape, vous ne devez placer que les jetons de mouvement, pas déplacer
le joueur. Le mouvement est effectué lors de I'étape 3 de I'activation.

\

(Fig) LIGNE DROITE

. Marquez le mouvement (Etape 1)

471 s@ﬁ

—_—

IS

(Fig2) MOUVEMENT AVEC VIRAGE

Marquez le mouvement (Ftape 1
| (Etape 1)

371 s@ﬁ

h_iiii$$

N

Exécutez le mouvement (Ftape 3)

(Fig3) MOUVEMENT COURT

® ©

‘ Marquez le mouvement (Ftape 1)

477 s@ﬁ

Exécutez le mouvement (Ftape 3)

1 U \ Exécutez le mouvement (Ftape 3)

A




/ A présent, vous devez marquer

le mouvement tel que montré dans EXERCICE: MOUVEMENT EN 1ére ACTION_

'exemple suivant. La premiére fois

que vous faites cet exercice, je vous
suggere de suivre les indications. Une Le joueur actif fait un mouvement en
fois que vous avez pris I'habitude, vous ligne droite vers le défenseur.
pouvez essayer de marquer le mouve-
\ ment comme vous le SOlIhaltl?Z. / . JOUEUR AU'AUUA NT (A UTIF}
JOUEUR DEFENSEUR

\

A ce moment TOUS les joueurs de I'équipe en défense peuvent réaliser

/ Une fois que le mouvement YR . . o iy 1
une action défensive. Chaque action de joueur peut étre différente. Voici les

est marqué, il est temps de

défendre. Le coach de la défense actions disponibles en défense:
doit déclarer ce que ses joueurs - FAIRE PRESSION
vont faire. Dans le cas présent il
i — VOLER LA BALLE
/" evai liquer toutes | - PLAQUER
e vais vous expliquer toutes les — SF RELEVER

actions a mesure que nous progressons au
travers des exercices. A présent, ce que - SE REPOSER
vous devriez faire est FAIRE PRESSION. \

Pourquoi? Parce que c’est une action que
vous utilisez lorsque vous pensez que vous
\allez pas faire un plaquage. y,

FAIRE PRESSION_

1. 0 6 Cette action permet de faire un Mouvement Défensif.
FAIRE PRESSION représente le fait que le joueur essaie de perturber les joueurs adverses proche
de lui. Indiquez que vous faites cette action avec le jeton de faire pression.

JETON PRESSION_

Tous les joueurs attaquants qui sont dans les 2” du joueur qui FAIT PRESSION sont affectés. Les joueurs
attaquants affectés par la pression d’un joueur défenseur souffrent d’un modificateur -1a la valeur de ca-
ractéristique associée a la seconde action qu’ils exécutent pendant cette activation. Un joueur attaquant

peut étre affecté par plusieurs joueurs défenseurs qui ont choisi I'action FAIRE PRESSION. Les modifica-

teurs de pression sont cumulables.
\ 11,
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MOUVEMENT DEFENSIF_ N\ oo

1 0 YA £ défense, certaines actions ou capacités permettent de faire un mouve-
ment. Le joueur peut faire un mouvement d’un maximum de la seconde valeur
de mouvement. Nous appellerons cette valeur MOUVEMENT DEFENSIF. Il n’est pas
nécessaire de marquer les mouvements défensifs. Déclarez I'action de défense, mesurez
et faites bouger le joueur.

R L’action se fera aprés le mouvement.

: T \ N\
A présent, nous allons réaliser le mou-
vement défensif avec le joueur en défense.

Le mouvement défensif est un
mouvement que certaines actions
défensives vous permettent de faire.
Il fonctionne comme ceci:

Suivez I'exemple ci-dessous. y EXERCICE: MOUVEMENT DEFENSIF ET EXECUTION_
/ \ \ Mouvement défensif: Faites un mouve-
Le joueur défenseur ayant exécuté son ac- l_”nent defensif de 2” directement vers e
Jjoueur attaquant.

tion, il s’est rapproché du joueur attaquant,
mais est encore trop loin pour faire une
quelconque action de défense. Nous allons
donc suivre les étapes d’activation pour

se diriger droit vers la zone d’en-but. Mais
d’abord, exécutons le mouvement que nous
avons marqué a I'étape 1.

Exécution du mouvement (Etape 3):
Faites un mouvement de 4” directement
vers le jeton de mouvement.

EXECUTION DU MOUVEMENT_

IDans cette étape, le joueur actif exécute le mouvement qu'’il a précédemment marqueé. Vous
devez marquer avec un jeton de joueur actif I'endroit ol le joueur commence son activation
(avant d’effectuer le déplacement).

Rappelez-vous que le mouvement est en ligne droite, par le chemin le plus court possible, aussi loin que
son mouvement d’attaque le permet, jusqu’a ce qu'il entre en contact avec le jeton de mouvement ou qu'’il
n’épuise toute la valeur de MOV. Le joueur actif a toujours la priorité pour étre placé sur le plateau de

Jjeu et a cette étape il ignore toutes les figurines sur le plateau de jeu. Lorsque le mouvement se termine,
déplacez tous les joueurs qui empéchent de placer le joueur actif dans sa position finale.

JETON JOUEUR ACTIF _

Continuons avec
\ les étapes d’activa-
Si vous avez des doutes a ce sujet, vous pouvez consulter les REGLES D’OCCUPATION DE L'ESPACE, ”X tion. Lepjoueur actif
\\ doit maintenant effec-
tuer une deuxieme

12. action. /
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As you are still far away and there are no team- \

mates to pass the ball to, MOVE again. This movement
is different from what we have done before, | will
explain it to you.

OFFENSE SECOND ACTION_

[N1L2B As a second action, the active player can perform one of
the following actions:

- MOVE AS 2nd ACTION
- PASS
- BALL PICK UP
- DODGE
- BREAK THROUGH
(- TRY

MOVE AS SECOND ACTION_

]_ ]0 To perform a move as a second action you don’t need to use the move tokens.
You can simply move the player up to the maximum of his Attack Movement in

the direction you want.

During this movement, the rest of the players do block your movement.

Check Space Occupation, Page X,

Now move the attacking player
again as in the previous exercise. The
movement is for you to try to pass as
far as possible from the defender. But
keep moving score a TRY.

4
EXERCISE MOVE AS SECOND ACTION_ / As it is the first activation and

there has been no contact between the
two players there is nothing to measure
and no dice to roll, step 5 now has no
application. We will see this in the next
activation of the players.

Move 4” as shown in the figure. Re-
member that it is not necessary to mark
when you move as a second action.

i 1F ! In the last step of the activation, some
N\ tokens are removed, this step is simple
but you should not forget about it.

TOKENS REMOVAL_

| B Remove all the pressure, movement and active player tokens. Attacking team players who have not
been activated can remove a GROUND token.

13.

LA




/ Now you have seen what steps you should follow during a player activation. It may seem

tedious but it is like training until you acquire muscular memory: with a little practice it will
come out on its own and you will see that the game is very fast and fluid. >
But we have only seen a very basic part: the order followed when executing an action and the

movement.
the attacking player. So let’s get on with the exe

will already have two.
\

As you can see, the players are now very close and the defending player can try to TACKLE

Take another activation token, place it on the card of the player who carries the ball, who

reise and see what happens.

/ Let’s go back to the activation order of a
miniature:

1- Offensive Tst action

Remember that you must mark the movement
with the movement tokens, not perform it. If you
want to make a change of direction during the
move, use the Turn token to make it clear. Re-
member that you will always move the maximum
inches trying to reach the move token.

\7

Since this exercise is the first and you are still
learning, mark the next move.

/

A
/ e
2- Defense
At this point the defender must choose
what action to take, he is very close so
it is time to try to TACKLE.

| know you’re already smelling blood, so
let’s see how to make a TACKLE.

\

TACKLE (DECLARATION)_

1. 12 This action allows Defensive Movement.
The main condition is you can only TACKLE the player with the ball. WHETHER
OR NOT, THE ACTIVE PLAYER. You could tackle a player who has not activated, as long as
he is the ball carrier.

You must declare which player and at what point you are going to try to tackle before
measuring the distance and making the defensive move.

You can set TACKLE on the player or at any point in the move they have marked during
step 1 of the activation.

Once the point is decided, measure and get as close to it as possible.

You are now close enough to the active player’s path to TACKLE.
The defending coach moves his player to the point marked on the

diagram.

14,
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/ 3- Movement execution ) \

Now the active player performs the move he has marked. Remember that the active player
never sees his movement interrupted during this step.

If you have doubts about this, consult space occupation, Page X >
As you see, the active player passes over the defending player and it will try to make contact
with the movement token. But you already know that the defending player can try to takle you,

so0 you can decide what action to take now. y
\

EXERCISE: MOVEMENT EXECUTION_

Move Active player 4” towards the
direction of the move token.

/ 4- 2nd Offensive action
Once the move has been made, we are going to see what the attac-
king player can do to face the TACKLE declared by the defending
player.
1 will explain what things you can do, depending on the different
situations that you will face.

DODGE: This would allow you to make a small extra move if you
are successful on the dice roll and get away from the defender. It is
very useful if the player has a high value on his REF characteristic.
BREAK THROUGH: This action provides no extra movement but
knocks down the opposing player if successful. Use it with a player
with a high STR value or when facing multiple defenders.

Choose one of the two, depending on the STR or REF of the player
you have chosen for the exercise.

Once you have chosen your second action, we will see who achieves
their goal. For this we have to see how the dice rolls work in Takku-
re ™ Now yes, we go to step 5 which is where the rolls are made,
but first we must check the distances to apply the modifiers.

LA
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MEASURE DURING STEP 5_ N\ frr=
1. 13 During this step make all measurements not required by a moving action.
For example: measure whether an attacking player is within 2” of a defending player who chose PRESSURE or the distan-
ce between two players for a PASS.

Once we have checked all the distances to determine the modifiers to apply, we will make all the necessary rolls to see
which actions have been successful.

EXAMPLE OF NOT FACED ROLLS_

Strength (STR) 7
Dice results:

The normal roll is used to determine if a player is successful when performing
an action.

An unopposed roll is made when no player from the defending team intervenes in the
action. So you only need to succeed on your roll for the action to be successful.

To make a unoppossed roll, roll a twelve-sided die (D12), the value on the die must be equa

to or less than the value of the characteristic associated with the action (after applying all \

modifiers). If it is higher, it fails and the action is not executed.

SUCCESS FAIL

FACE-TO-FACE ROLL_

1. 15 The face-to-face roll is used when several players fight for the success of an action in order to determine which player
among all those who intervene prevails.

In a face-to-face roll, each player makes a roll and compares it with the characteristic that the declared action uses. It is like a

unopposed roll but the success depends on the result in the dice of the rest of the players. In a face-to-face roll only one player can

succeed.

- If all fail: just that, all fail. If the player’s action has an adverse effect by failing, apply it.

- If only one is successful: that player is the winner of the roll, he is successful in his action. The rest of the players have failed,

follow the possible effects of the actions they have taken.

- If several players are successful: In this case you must compare the result of the dice: the player with the highest value on

the dice is the winner, has succeeded in his action and applies the effects of it. The other players do not apply the effects of their

actions but it is not considered a failure.

- Tie: Several players are successful, and also the number on the roll is the same. In this case it is considered that these players do

not apply the effects of the action.

\
16.
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EXAMPLES OF FACE-TO-FACE ROLLS_ \

N
All fail: Only one succeeds: Several players succeed: Tie:
Both Strength (STR) 7 Both Strength (STR) 7 Both Strength (STR) 7 Both Strength (STR) 7
< 7 < 7 <
DO @ @
FAIL FAIL SUCCESS FAIL SUCCESS  CANCELLED CANCELLED  CANCELLED
MODIFIERS
The active player wants to make a 3” pass but
1. 16 A modifier is a number, positive or negative, that modifies the value of is being pressured by a defending player.
the characteristic, representing whether it is easier or more difficult to perform
an action. These modifiers are applied to the characteristic associated with the action Ball Control (BaC): 7
before rolling the dice. Pass at 3", modifier: +2
Modifiers are determined by rules, abilities, or actions. Pressure, modifier: -1

\ Player’s Ball Control total: 7+2'7=8,

CRITICAL AND FUMBLE_

If you roll a 1 on a die, it is considered a critical result. And if you roll a 12, it is considered a fumble.

Critical: A critical always wins the opponent’s roll regardless of whether his roll is higher. In addition, the critics can
cause beneficial effects for the player that are noted in the description of the action he is executing.

If several players have critical successes it is considered a tie.

Fumble: A 12 on a die is always a miss, regardless of the value of the characteristic.

/

Now you've already seen the rolls There

is actually more to see, but I'll explain it

to you when the time comes. Now | will
explain how the actions that the attacking
player has performed work and we will see
what happens when you are successful with
different actions.

\ / » 17.




1. 18 You can only DODGE if a defending player has declared a TACKLF action
against this player.

Make a roll with the REFLEX attribute (REF).

If you are successful: Move 2” in any direction.

If you fail: No adverse effect

If success is eritical: Move 4” in any direction.

BREAK THROUGH_

1. 19 You can only BREAK THROUGH if a defending player has declared a TACKLE
action against this player.

Make a test with the STR (STRENGTH) attribute.

If successful: The hit player falls to the GROUND and makes an ENDURANCE roll

If you fail: No adverse effect

If success is critical: The hit player falls to the GROUND and receives a WOUND

18.

A

Dodge is very useful when you
think that with that extra movement
you will avoid other tackles in the next
activation. Or if your player has a high
REF value or some ability that allows
him to roll more than one die.

// BREAK THROUGH is a good way
to get a defender off your back. If you
manage to throw him to the ground
he will lose an action in getting up
and this is your chance to reach the
scoring area. Obviously the players with
skills that improve the action BREAK
THROUGH and a high STR are the ones
who always use the BREAK THROUGH.
This is a contact game, so you shouldn’t
be surprised if there are some hits.
Always keep in mind that only the carr-
ying player can BREAK THROUGH.

At this point in the exercise you already
know that the roll will be face-to-fa-
ce because the defending player is
affecting the attacking player with his
action. So let’s see how the TACKLE
action works.




To TACKLE, you use the STRENGTH (STR) attribute.

If in the defensive movement you do not make contact with the active player or his trajectory, you are considered to have
failed the roll.

If you make contact with the player or with his trajectory, the straight line from the active player token to the active player position
after step 3 of the activation.

Make a test with the STR (STRENGTH) attribute. This roll can be face-to-face or NOT depending on the situation.

If you are successful: The defending player is placed in contact with the active player following the shortest possible trajectory
(FIG 1). Both players fall to the GROUND, the carrying player makes an STAMINA roll.

If you fail: You fall to the ground and must make an STAMINA roll.

If you roll is CANGELLED: The action is not performed but you do not fall to the GROUND.

If success is critical: Same as success but, in addition, the carrying player receives the WOUND without an STAMINA roll.

Tackling is the base of the defense, as a general ) =\
rule it is the best way to stop the attack and once @
the attacking player is on the ground steal the ball.

As you will see, there are a number of things here
that | haven’t explained to you yet: the stamina roll,
the wounds, and the ground. Later we will see what

effects they have. The only thing you have to do Now that you know how rolls
now is that if due to an action the player falls to the modifiers. and actions work. M’ake
ground, you must indicate it with a ground token. the rolls to’ determine which player is
successful.
A \ /
// What was the result of the roll? b 6- Removal of tokens h
- If the attacking player hits the defending player, he will end up on the ground, execute step Remember: remove the activation
6 of the activation and go to “finish the exereise’, since the attacking player will be able token, the movement tokens and the
to TRY at will. pressure token (if any). Now depending
- If the defending player manages to tackle the attacking player, he has managed to stop the on what happened in the test, see what
attack, execute step 6 and go to “finish the exereise”. you should do.
- If the attacking player dodges the defending player and the defender falls to the ground, he /
has lost the opportunity to stop the attack, execute step 6 and go to “finish the exercise”.
- If the attacking player dodges the defending player but the defender is still standing. Go to
step 6 and go to “exercise continues”
“Finish the exercise” and “the exercise continues” are found on the next page.

\ / 19.
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/ - Finish the exercise:

You can start over again, go to the beginning of the exercise and repeat it. | recom-
mend you to follow everything explained step by step a couple of times so that you
understand well how the activation works and its steps.

When you feel ready, you can place the movement token and perform the defensive
movement as you want, at that mement go to Free Movement.

- The exercise continues:

Place an activation token back on the carrier player. Mark the next move.

MOVEMENT AFTER AN ATTEMPTED TACKLE

Follow the activation steps. The defender will try to tackle directly on your player.
TACKLE ON THE PLAYER

Now execute out the rest of the activation steps as we have done in the exercise. And
check the result as you have done before.

Whatever the result you see Finish the exercise.

- Free movement:
Now is the time for you to try things, restart the exercise, place the players at their
starting points. But this time perform the movements as you want, experiment, try how
you can perform the movement to make it more difficult for the defender.

Just keep a couple of things in mind:

- You must get to the opposite edge before you run out of activation tokens.

- You cannot step out of the lines or move backwards.

- Remember that if the defending player DOES NOT come into contact with the attac-
king player, you can MOVE again. We have already explained how it works. This way you
can get away from the defender and go to the scoring area.

/ How was about the first exercise? As | told you at the begin-
ning, repetition is the secret of success. If you want to repeat, go
back to the beginning of the exercise and repeat all the steps. You 7
can start over as many times as you want and try all the action and
movement options that you have at your disposal. You can swap who
is the attacker and who is the defender so that you can both test it.
Repeating this exercise is a good way to assimilate the most basic
concepts of the game.

When you're ready, let’s move on to exercise 2: we’re going to pass

the ball a bit.
\ /

20.
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GAME RULES_ \

You've decided to keep moving forward, so
let’s pass the ball a bit. Passing the ball is the
easiest way to break a defense. The objective of a
pass is always to gain an advantage: either because
For practicing the pass we will make an unbalanced exercise. Decide which of the you manage to create a gap, you give the ball to
two coaches will be the attacker and which will be the defender. The attacker will your player with the best STR, you get a player with

have two players and the defender just one. a lot of REF paired with a defender with little STR...
Place the players as inicated in the figure. The depth of the game is enormous. Either way, the
pass is essential to have a better chance of winning
[ agame.

/ Again, we will follow the steps that an activation
has, as we have seen in exercise 1. But in this case
the attacking coach will only be able to perform the
“Pass” action. Try to beat the defender just passing
balls. Having this superiority should be easy but you
may need some practice.

Take the 4 activation tokens and use one to activate
the player carrying the ball.

First try to get the ball to the player who is now in
e = front of you. Then go exchanging the ball between
\ your players to overcome the defender.

This is an example of how you could do it. (FIG 1)

IN-GOAL ZONE
SNOZ T WOD-N0

The active player moves directly to the defender (1). So the defender moves directly towards him
trying to TACKLE him. But he does not reach him, which will force him to make a REF roll for a
failed TACKLE (2). So the attacker makes a second movement to get in front of his partner and
be able to make the pass in the next activation, and also staying out of range of the defender’s I will explain how the
TACKLE (3). pass works so you can do it.
In order for the defender to be close on the second activation, he must make a diagonal move-

ment (4). 21,
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In order for a player to make a PASS, he must be the ball carrier.

The active player can make the PASS from any point of his movement. You can decide to do it at
one point or another depending on the actions of the defending players. By choosing a point where
a defending player has not come into contact with the path of the active player, the roll would be
unopposed. (FIG 1)

If the pass is at a point after the defender’s action, the roll will be face-to-face (FIG 2)

Make a roll with the BaC attribute (Ball Control).

The PASS always suffers modifiers, during step 5 of the activation you check the distance between
the two models: the active player (passer) and the player who is going to receive the ball (recei-
ver). Apply the modifier as showed by this table.

If you are successful: The ball reaches the receiving player’s hands. Place the ball in contact
with the receiving player’s base.

If you miss: The receiving player makes a BALL RECEPTION.

If you have a critical success: The ball reaches the receiving player’s hands. Place the ball in
contact with the receiving player’s base.

The receiving player may make a move of up to 2”.

If in an opposed roll you are successful but you are not the winner: The pass is not made,
there is no reception roll. You suffer the action of the defending player.

\

(Fig1) UNOPPOSED PASS

&)
V0 06| Ve 0ees

(Fig2) PASS WITH FACE-TO-FACE ROLL

‘ The pass is made before the point where ‘ The pass is made AFTER the point where
\ the defender performs the TACKLE. the defender performs the TACKLE.

BALL CONTROL_

PASS MODIFIERS._
0a2
234
438 0
F
18 -2
\ /

TION roll.

/ Ok, your pass is really bad. But the receiving player has someth}'ng to
say about it. When you miss a pass, there is still a chance that the receiving
player will catch that ball. To check if it is successful, make a BALL RECEP-

22. N\
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BALL RECEPTION_

2 . 02 When a pass misses, the receiving player has a chance to catch that ball.
Make a unopposed BaC roll, taking into consideration the modifiers of the
reception table, according to the distance between the players involved

If you are successful: the pass succeds. The pass receptor of the pass becomes the

0a?
234 0
ball carrier.
438 -2
+2
\ /

If you miss: the ball falls to the ground and you must make a scatter roll from the pass

receptor.
N

/ Scatter roll? | hadn’t explained )

this to you yet. Well, now it’s the SCATTE R ROI_L_
moment. There are situations where you
have to decide on a random move. In
this case we will use it for the ball, but
it can be used for other things. If a rule
tells you to make a scatter roll, follow
this rule.

\.V /
/ What was the result?
- If the pass reaches the receiving player, keep playing and try to reach the scrimmage line.
- If the ball falls to the ground, the exercise ends.

- If the bearer is tackled and the pass is not made, the exercise ends.
Remember that you have the limit of 4 activation tokens, if they run out, restart the exercise.

2 . 0 3 In some cases the game will ask you to make a scatter roll.

Use the scatter template. This template is used to randomly determine where
that object moves (like the ball for example).

To do this, place the template with the scattering object in the center. Roll a die and
check the result. Place the object in contact with the template and with the tip of the

arrow that matches the number you have rolled.
N \

Repeat until one player reaches the scrimmage line or you are comfortable with this exercise.
< Change the attacking coach so you can both practice the PASS.

You will have realized the importance of the pass to find or create the gap. Not everything SCATTER ROLL EXAMPLE
is diving against the rival defense, a good handwork can be much more effective, and less 3
dangerous.

We are going to see what happens when we put more players in such a small space and we
continue the game, that is, when we continue playing whatever happens until the 4 activation
tokens are finished.

Let’s go to the square of death!

LA




GAME RULES. IR

N\,

We are going to even the teams, use 3 players each, do not use the player with
the large base.

One team will be the attacker and the other the defender. The last defender in the
previous exercise can be the attacker in this exercise.

Place the players of each team as indicated in the diagram.

Note that in this case the playing space is smaller, the contact is /’  In this case, the attacking team will be able to
unavoidable. use the three actions that we have seen so far: PASS,

b

You should already have mastered individual

play and passing. Now it’s time to practice defense.
Here you can experience what Takkure ™ is for the
first time: fighting for every ball and every inch of field.
We call this exercise the square of death ... you will
immediately understand why.

BREAK THROUGH, and DODGE. But let’s add some
excitement to the game, the exercise will not end with
being tackled or missing a pass. We will continue to
play until the defending team steals the ball or the
attacking team reaches the line where the defenders
started.

The attacking team takes all 4 activation tokens, if
they use them up and still maintain possession, remove

them from the coach board and use them normally

/

\,

We have mentioned the ground during the first exercise, but until now it was
only a token that we put. Now you will see in what it consists of and how we
can stand up, that is, withdraw that token.

To continue the game you need some new rules:

24.

GROUND TOKEN_

GROUND_

3_ 01 When a player gets to fall to the ground, you must mark him with a ground token.
GROUND TOKEN
A player with this token cannot perform actions normally. You can only perform the STAND UP

action.
The exception is if the player ON THE GROUND is the ball carrier, who cannot STAND UP. But in this

case you can make a PASS FROM THE GROUND.

A




8

Remember the basic rule of

STAND UP_
. rugby: “Once tackled you cannot
3. 02 If you perform the STAND UP action, you remove a ground token. get 5pywhile you hiave tljrle ball in your

This action can be done in attack and defense. No dice roll is necessary. hands.” But if you are the carrier, and
In Attack: As the first action of the active player (if not the ball carrier). you are on the ground, you can try to
In Defense: Does not allow defensive movement. pass the ball from the ground,

/

\
PASS FRUM THE GROUND This !'s very useful, bu_t is
susceptible to the opposing team

stealing the ball from you. During this
exercise, either a ball will fall to the

3. 03 An attacking player carrying the ball who is on the ground may pass the ball.

p B;It pas;mg the Zall from thezgrou:_tfii has a Zugbgr of rzz{rl_ctmns: i/ ground or there will be times when
- Passes from the ground receive a -2 modifier to the BaC, in addition to any modifiers 2 player on the ground has it in his
it may have for distance. hands. So let’s see how we can pick

- You cannot make a pass from the ground further than 8”. When measuring the passing up that ball and keep playing. /
distance, if the receiving player is more than 8 away, the pass is not made. If there .
is any defending player taking a defensive action against this player, their roll will be
unopposed.
- If you decide to do this, the player will not be able to perform the second action of the
\activatian.

4

The ball is a physical element, which can be in
the hands of a player or on the ground.

When a player catches the ball, he places it on his player
card and becomes the ball carrier.

When the ball is on the ground, it occupies that space as if it
were a player. See space occupation pagX

BALL PICK UP_

3. 05 Picking up the ball is an action that can only be perfor
med by an attacking player.

This action allows a player to pick up a ball that is on the ground

or in the hands of a player, even if that player is on the ground.

To be able to perform this action you must be in contact with the

ball or the player with the ball.

Make a BaC roll with a +4 modifier. Now this player becomes the

ball carrier.
\\

\ BALL TOKEN_

25.
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BALL STEAL_

the GROUND.

ground, make a BaC roll. (FIG2)

b

3. 0 6 This action allows Defensive Movement.

Stealing the ball is a defensive action that allows the attacking team to take possession. You can steal the ball in
three ways: when the ball is on the ground and is not in the possession of any player (loose ball), held by an attacking player
who is on the GROUND or in the air (during a pass). But you cannot try to steal the ball from an active player who is NOT on

Loose hall: If you are in contact with the ball, make a BaC roll with a +4 modifier. (FIGT)
Held by an attacking player who is on the ground: If you are in contact with the attacking player who is on the

In the air: if you are at a point where the ball travels in a pass. That is, if you draw a line from any point on the passer’s
base to the receiver’s base and that line passes through any point on your base. Make an uncontested BaC roll with a -2
modifier. If the roll is successful, this player becomes the ball carrier. If unsuccessful, the pass continues as normal. (FIG3)

THE GROUND

(Fig1) BALL ON THE GROUND (Fig2) HELD BY AN ATTACKING PLAYER ON (Fig3) IN THE AIR ‘

ROLL BaC +4

The defending player
steals the ball on the

path between the two
attacking players. Make
an unopposed roll of
BaC ROLL BaC -2

These rules are simple, but

many times there are not only
two players facing off to see who is
successful in the action, but more
than two players can intervene. In
this case, you have to make a mul-
tiple roll, which is a special type of
face-to-face roll. There are two types
of multiple rolls: the multiple roll and

the melee roll.

26.
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MULTIPLE FACE-TO-FACE ROLL_

XAIJ When a roll must be made in which more than two players intervene, we
make a multiple face-to-face roll.

It is like a face-to-face roll, but it is the active player who decides the order and
against which player they face each of their dice.

You must treat each roll as a separate roll.

On a multiple face-to-face roll, the active player may not have enough dice to face all
the defending players. In that case, you must decide on which player to use each of
your dice. Players whom you do not assign a die will make an unopposed. The order of
the rolls is important, as the result of one roll will affect the next roll. As soon as the
active player is ON THE GROUND, no more rolls are made.

\




MULTIPLE FACE-TO-FACE EXAMPLE_

Two players (STR 7), try to TACKLE a player who decides to DODGE (REF 7):

00 @

SUCGESS CANCELLED FAIL
The active player decides to face the first defender. In this case, the second defender
makes an unopposed roll. The second defender has failed, so the active player is not
affected by his action.

Again, the two players (STR 7), try to TACKLE a player who decides to DODGE (REF 7):

00 @

SUCCESS

In this case, the second player has been successful, once the attacker’s action has been executed, which in this case has
DODGED the first defender. The success of the second defender is resolved. Therefore, the active player is tackled by the

second defender and both fall to the ground.

N

FAlL SUCCESS

Clarifications on multiple face-to-face rolls:

\be NOT faced.

DODGE: The active player will only make ONE extra move for having successfully dod-
ged, regardless of successes. And only in the case of NOT being ON THE GROUND.
PASS: If the active player succeeds in a PASS, the rest of the rolls by the defenders will

MELEE ROLL_

MELEE ROLL EXAMPLE_

Four players, two attackers and two defenders, try
to pick up a ball that is on the GROUND and that no
player carries. The attackers will try to BALL PICK
UP and the defenders will BALL STEAL. They all have

ALY The melee roll is used in only two cases:
that is in the possession of a player ON THE GROUND.

ming the TACKLE action against him.

single competition.

among the successes (or a critical).

- When several players from both teams want to pick up a ball from the ground or

- When a player performs the TRY action and there are several defending players perfor-

In these cases all the dice are rolled at the same time and all results are compared in a
That is, the winner will be the player who succeeds in the roll and gets the highest value

In the event that several players tie for the best roll, make a new face-to-face roll be-
\tween those players to determine who becomes successful.

BaC 7.

80w

CANCELLED CANCELLED SUCCESS FAIL

As we can see, two players are successful in the roll,
one attacker (3) and one defender (7). In this case,
the player who has rolled the highest value (7) is the

winner of the roll and would steal the ball.

In these rolls, unusual situations could happen: don’t worry, you will see that following the basic rules you will have

no problems solving them.

players on the playing field

Now you have the tools to continue the game. This exercise is aimed at helping you understand when the game becomes
dirty and not very fluid. That you learn to solve these situations at rules level. Play until the defending team steals the ball
< or until the attacker reaches the scrimmage line.

And as always, repeat as many times as necessary, changing the attacking team and the defender. Now we will put all the

/
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GAME RULES_

You've already seen the mud: how a match
can turn into a huge melee of players on the
ground and a fight in a reduced space. Now let’s
play a bit. You are not yet ready to play a 100%
match, but this 4 vs 4 exercise will help you to
practice some important things that we haven’t

seen yet. And you will start to feel what a real

mateh is like.

N

/ Now we go with the things that | am going to

explain to you in this exercise. Let’s see how the
players get tired and rest; how to score a try; skills by
position and individual plays.

Players not only get wounded, they also get tired if

you push them too hard. We call this FATIGUE.

2 L

28.
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Position the players as shown in the diagram.

You can now use the 4 players on your team. Get both teams in contact with their
line of 10 without passing it. For this exercise you must also take the basic play
cards, the individual cards and the team cards. Distribute one deck of each to both

coaches.

As in the other exercises, decide who will be the attacker and who will be the

defender.

The objective of this exercise is to perform a TRY action in the opponent’s scoring

area.

DNOZ WOD-NI ()
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FATIGUE TOKEN (ACTIVE)_

Fatigue tokens represent the player’s fatigue. As a player becomes more fatigued, he
receives adverse effects and may get injured.

There are several ways to receive fatigue tokens:

- The moment a player receives the third activation token.

- With some effects of skills or plays.

When a fatigue token must be received, place it on the player’s card or in the space provided for it.
If some effect of the game causes you to receive a fatigue token and you have a deactivated token,
instead of placing another token, flip the one you have deactivated to activate it again. FATIGUE TOKEN (INACTIVE).

Fatigue produces adverse effects on players, and these are cumulative:

1st- The player loses his skills by position.

2nd- The player can only perform one MOV action per activation.

3rd- The player has a -1 modifier to STR, BaC, REF and INT.

Remember that these effects are cumulative: a player with 3 fatigue has all adverse effects. When a
token is deactivated, it continues to occupy a space but the adverse effect is not applied.

\

MAX F A" G UE_ Now you know that players get tired,

. but they can also take a breath during the
4.02 When the player receives the fourth game and relieve fatigue a bit. It’s easy:
fatigue token, he is injured. Remove they just have to REST,

it from the field and make a roll on the injury
table that you can find in the glossary Page X
Folllow the steps on 5.05 Injuries. That you can
find on PAGEX.

This action, which can only be performed on defense, helps players
take a breath and withdraw their fatigue tokens.

When this action is performed, a fatigue token is turned over showing its deac-
tivated side. If there is already a deactivated token, remove that token. That is,
you need to rest twice to withdraw a fatigue token completely.

29.
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/ Until now the players scored simply by
reaching the opposite scoring area. But in a
match you need to put the ball on the ground.
It is the main objective of a match, it is the
way to win. It may seem simple: “Well, | get to
the area and put the ball on the ground.” But
with the defense pressing or when the player is
fatigued, trying is not easy..

N

/ You've surely seen it on the cards: the
players have various abilities that make them
unigue. Now we will see the skills by pasition.
These skills represent what is the special-

ty of the player within the team: if he is a
sharpshooter player who passes the ball with
incredible precision, a natural born defender
or very skilled at dodging defenders.

\ . /

4. 04 A player carrying the ball who has a part of his base in the in-goal
zone may attempt to TRY.

Make a roll using the second BaC value.

Keep a few things in mind before making the roll:

- For each fatigue token, whether active or not, that the carrier player has, you
have a -1 modifier to the BaC on the TRY roll.

If you pass the roll: congratulations, you TRY succesfuly.

If you miss: Execute a kick-off

Remember that a 12 on a dice is always a miss, regardless of the modified BaC
you have.

Keep in mind that like any action this can be affected by the actions of the
opposing players. For example, if a defender tries to tackle you during a try, you
must make a face-to face roll and follow the procedure for this kind of roll.
Also your BaG is modified by a player who has performed the PRESSURE action.

\

action.

TACKLE.

\
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SKILL BY POSITION_

4 05 All players have an ability per position marked on their card that
are not explained on this card as they are common to many players.
SIDE STEP: The player rolls two dice when taking the DODGE action.
Precise Pass: The player rolls two dice when performing the PASS action.
Charge: The player rolls two dice when performing the BREAK THROUGH

Remember that these skills are lost while you have a fatigue token.

\

Defensive Vision: The player moves twice his defensive MOV.
Expert Tackler: The player rolls two dice when performing the action

In bath Skills by Position and some
singles cards, a player may roll more than one
die in an action. Before continuing, let’s see
how this applies.




MULTIPLE DICE_

It is possible for a player to roll more than one die in an action, due to
plays or abilities. These dice are considered an independent roll, they do not
add up your results or something similar. In case of a multiple face-to-face roll, you
can use those extra dice to face more than one player. In this case, those rolls would
be considered independent.

We have already referred several times to the cards of the players, where their cha-
racteristics and abilities are determined. But they are not the only cards used in
Takkure™. There are also play cards. These are divided into two types: individual play and
team play. They are a very important aid in the game and it is something that you will be
using constantly. Now I will explain what each type of letter consists of.

4

INDIVIDUAL PLAY_

MULTIPLE DIGES ROLL EXAMPLE_

In this case, the attacking player rolls two dice for
his SIDE STEP ability. And he decides to face each of
them against each of the defenders.

Like the multiple face-to-face roll, the attacker deci-
des the order in which they will be executed. Check
the multiple rolls if you have any questions about it.

Q@-or

CANCELLED SUCCESS FAIL - SUGCESS

In this case the attacking player fails the first roll.
So it falls to the ground tackled The second defender
does not execute his action because the player is

already on the ground.

4 07 These cards represent especially brilliant moments for your players.
When you want to use one of these cards, you must show the oppo-
sing coach the card you are going to use face down and leave it on the table.
Cards are used just before declaring an action or making a roll for a benefit or
modifier.

The card shows the effect of the card and which players can benefit.
Individual moves are discarded after use, forming a deck of individual discar-
ded moves

\

As you have seen, these cards enhance actions and are single use. But the
collective play cards are the cards that you will use the most, since they allow
you to activate, with a single activation token, more than one player.
Furthermore, these cards are not permanently discarded: you can recover them
before a kick-off.

INDIVIDUAL PLAY CARD_

DEFENSA RAPIDA

DURANTE UNA ACCION EN DEFENSA,
UN JUGADOR MUEVE EL DOBLE DE
SU DEFENSIVO.
DURANTE EL USO DE ESTA CARTA
NO PUEDE USAR NINGUNA OTRA

HABILIDAD QUE LE AUMENTE EL
DEFENSIVO.

LA
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WHEN TO USE THEM
Before spending the action token, the coach must declare that he is using a collective play card, placing it facing down on the
table next to the game board.

To use a collective play card, a player must be carrying the ball.
The attacking coach may check the card at any moment.

HOW TO USE THEM

The cards indicate how many players are activated, the actions they will perform and in wich order they has to be performed.
Once declared the use of a collective play card, the players taking part on it and placed the card facing down on the table, follow
the standard order for an activation with the following exceptions:
-1st part of the action: the coach must mark only the move of the player carrying the ball.

-After the Step 2 (DEFENSE), the active coach will turn the card and show the rest of the actions to his rival. He will follow the
order of actions on the card.

-If during the sequence of actions, the players have to make a roll and they fail, the sequence is interrupted and the rest of the
actions won’t be performed.

COLLECTIVE PLAY_

ViNIfo8) These cards represent the coordination and the training received by the players to act in a coordinated way.
A colective play allows to activate more than one player spending a single activation token.

Once performed, discard the collective play on the table. It can be recovered in the following kick off.

Resume of the use of a collective play card:

Ist- Declare the use of a collective play card

2nd-Spend the action token. It will be allocated on the carrying player card.
3rd-Indicate the players that will be activated in the collective play.

4th-Perform the actions indicated on the card as 1st actions.

5th-Once the DEFENSE is performed, the card must be shown to the rival.
b6th-Perform the actions indicated on the card as 2nd actions and the succesives.

/th-After performing the play, the card is discard on the table and cannot be used again untill the following kick off.
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Every time you get to start that exercise, | recommend you to shuffle again the collective
plays deck and the individual plays deck. Then draw new cards in order to test all the basic cards.
In this exercise we have seen a lot of things but in the next one we will cover almost everything
you still need to know to be able to coach a team in Takkure™. As usual, reapeat the exercise so

many times as needed before passing to the next one.




GAME RULES_

MATCH SET UP_

LYW Before you start playing you must do a few things.

Unfold the field with the in-goal zone in front of you, you must TRY on the oppo-
site one. Have templates, tokens, and dice handy. Place a coach dashboard on each short
edge and the time dashboard on the side of the field, so both coaches can reach it.

- Choose your team, choose the 4 players who will play the game, their miniatures, their
cards and the teamplay cards.

- Form the play decks:

Singles: Shuffle your team’s solo play cards with the basic ones, form a deck with both,
shuffle them, and place the deck face down near your coach board. Now draw the first 4
cards of the deck.

Collective plays: Mix the basic collective play cards and those of your team. Choose 4
out of all of them. During the game you will have those 4 collective play cards, but you
can change them at half-time.

\

The referee does not exist in this game, at least physically.

But it has presence in the rules. When you must make a referee roll, follow the
same procedure as when you flip a coin. The players decide who wants heads and who
wants tails; and one of them tosses the coin.

It serves for several things:

Kick-off: To decide who kicks and who receives at the kick-off.

Resolve conflicts: When a rule, a movement or something else generates some kind of
conflict between the players. That is, one they are not able to solve using logic. They can
then make a referee roll to determine which of the two options applies. The result is
final.

N\

You have already learned the

basics of this sport, now there are
little things that will help you to be
a better coach. Small but important.
It’s time for trying everything you
have learned in a match. The only
difference with a real game is that we
will play without time, until the game
stops, that is, either because you
score or because your opponent steals
the ball from you. As soon as a player
reaches two tries, switch the attacker.

/

Réady to go. Now we must put the
ball into play, for this, we will take a
kick-off.
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The kickoff is the way to put the ball into play. Kick-offs are performed at the start of the game, at the start of the
second half, after a TRY or when a TRY roll is failed.

When you have to perform a kick-off, you have to determine which team is the one that kicks:

Start of the match: Make a referee roll. The winner DEGIDES if he wants his team or the opponent to kick off.

2nd half: The team that did NOT take the throw-off in the first half.

After try: The coach who received the TRY decides.

After failing a try: The defending coach decides.

A kick-off is performed as follows:
- The team that is going to take the kick-off is placed in contact with its kick-off line, without exceeding it. You can place the
players as you like throughout this line.
- The defending player places his 4 players in his own half of the field. You can place them wherever you want but without excee-
ding your own half of the field (FIG1)
- The coach of the kicking team places the scatter template anywhere between the opponent’s kick-off line and the opponent’s
in-goal zone but more than 1” away from the edges.
- The ball is in the air: Once the template is in place, all players can make a move with their defensive MOV. First the players
performing the kick-off and then those receiving it.
- Once all the players have moved, the coach of the team that took the throw-off makes a BaC roll with the player of his choice.
- If the roll is successful: You can place the ball where you want in contact with the scatter template.
- If the roll fails: Place the ball in the center of the template and make a scatter roll.
- Gatching the ball in the air: Once the ball is in place the players have the opportunity to try to catch that ball in the air. If one
or more players are within 2”of the ball, they can attempt to catch that ball, in order, making a BaC roll with a -2 modifier. As
soon as one player passes the roll, the rest no longer roll.

We have seen that players can receive Wound
Tokens. But we have not seen how they are received
or what effects the accumulation of wounds has. It’s
time to see it.

IN+COAL ZONE
DNOZ VWOD-N0 ()




STAMINA ROLL AND WOUND_

5 04 Whenever a player is tackled, they must make a stamina roll (STA) to see if they take
damage from the hit.

To calculate the resistance of a player you must add the values of BDY and PRO.

This is a unopposed roll: roll a dice and compare it to that value.

If the result is equal or less, you are successful: the player takes no damage.

If the result is higher, you have failed the roll: the player receives a WOUND token.

When the player receives as many WOUND
tokens as his BDY value, he is injured. When a
player is injured, follow these steps:

-Remove him from the playing field.

-Remove all wound tokens and roll on the injury table.
-Apply the effects.

-Once the effects are applied, the player can (if the
injury allows it) return to the game when a kick-off
oceurs.

Players have unique skills that differentiate them from
others. These skills, and the effect they produce, are described
on their cards. Some skills are considered training and are also lost
when the player becomes fatigued.

The injury table can be found in the glossary, FAGINAX

\

/ How was the match? Did you find this system practical to
learn to play Takkure ™? If you feel comfortable it is time to
play a full match.

Congratulations, play a couple of games to learn the latest rules
and you can now sign up for local leagues and tournaments to

Same as players, teams have skills that make
them unique. These skills affect all the players of a start your coaching career.

single coach. We go with the latest rules that you should know.

Basic team skills are described in the glossary Pagina X \ /
Teams in future expansions will include their skill descrip-
tion inside the box. But you can check them all on the web
www.takkure.com

\
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If you have come this far, you
have serious coaching skills: as |
FU“— MATC H_ said at the beginning, | see that you
can do great things in this sport. You
6_ U 1 A full match consists of two parts. Each part ends when time runs out. alreadygknaw 3 ,ﬁ about Talekure ™ |
Between the first and second half there is a break where you can reorganize just have to explain a few things you
the strategy and let your players rest. need to know in order to play a full
The player who has achieved the most tries at the end of the second half is the winner game. But the first thing is to explain
of the match. In the event of a tie at tries, the match ends in a draw. what a complete game consists of.

As you can see there is a space
between the two times called halftime. It is
very simple | will explain it to you.

HALFTIME_

6_ 0 2 Halftime is the space of time between the first and the second part. It is a
time where the players can rest and the coach reorganize the game strategy.
Basically two things happen during the halftime:

- All players remove a fatigue token: Remove a token, you can choose the one you want,
whether it is active or not.

- The coach changes the strategy: You can change all the collective play cards you want.

Easy, right? Now you should know
how time works in Takkure ™: a clock
is not used to represent it. Yes, it
sounds weird, but it’s simple, now I'll
explain it to you.
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The Time in Takkure™ s represented on a special way. No clock is used. Instead we use the
TIME DASHBOARD to manage the time tokens.

At the beginning of each half place a token representing each team on the box number 5 with the active
side facing up (FIG1).

Every time that you, being the attacking coach, take the 4 activation tokens, turn the token to show the
non-active side (FIG2)

If the token already shows its non-active side when you have to take the activation tokens, move the
token down to the next time box. Every time you move the token to a lower box, place it with the active
side facing up. Once on you do this, turn the token down and take your 4 activation tokens (FIG3)

Both coaches have to stay on the same time number. Every time one of the coaches have to move to the
next time number, he will move his rival’s token too (FIG4)

Keep the ball:
If you spend the 4 activation tokens and you keep the ball, move down the time tokens of both teams.
Turn yours to get your next 4 activations tokens and keep on playing.

The time is over:
When one of the time tokens reaches the number O box, time is over. The half you are playing is finalized.

Put the ball out the field:

When the player that is behind on the scoreboard is attacking and reaches the time number 1 with the
ball possesion, they may decide to put the ball out of the field and finalize this half time. If he decides to
do so, he has to declare it to his rival and the half ends automatically.

(Fig1) Place the time tokens | (Fig2) To get your 4 activa-
tion tokens, turn the time
token to the non-active state.

on the box number 5

(Fig3) If it is already turned,
go down a box to get your 4
activation tokens. Reactivate
your token

(Fig4) Once on the next box,
turn the token to non-active
state to get your 4 activation
tokens.

TIME DASHBOARD_

g
3
V4
I
0

Active Tokens

Non-active Tokens

/ You already know
everything you need to
play a game, | encou-
rage you to visit our
website: www.takkure.
com to sign up for
leagues and look for
teams to challenge in
your area or around the

§ world. /
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