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1. Introduction
Cylinder™ is a fast‑paced, strategic board game built around a unique wrap‑around mechanic. The board “wraps” in both the horizontal (X) and vertical (Y) directions, creating a playing field that behaves as if it were wrapped around a cylinder. This spatial twist encourages players to think beyond traditional board boundaries and develop new strategic patterns.
“The game board creates a unique playing experience by ‘wrapping’ in both the horizontal (X) and vertical (Y) directions.”
The objective is simple: be the first player to align four of your tokens in a continuous row within the Goal Line. Rows may wrap across edges due to the cylindrical design.
2. Components & Board Layout
Each 2‑player Cylinder set includes:
· One Cylinder playboard
· 10 tokens per player
· One six‑sided die per player
· Internal token storage for portability
Board Zones
The play area consists of:
· 7×7 grid of playing holes
· 2×5 Home Field on each end
· Green Zone — outer two rows (positioning field)
· Red Line — middle rows on each side of the Goal Line
· Goal Line — center row (scoring zone)

3. Starting the Game
All 10 tokens begin in your Home Field.
To enter the board:
· Roll an even number (2, 4, or 6).
· Place one token into any open hole in the Green Zone row adjacent to your Home Field.
· If the landing hole is occupied by an opponent, you may land there and return their token to their Home Field.
If you cannot legally place or move a token, your turn is skipped. If you do have a legal move, you must take it — even if it hurts.
4. Green Zone — Positioning Field
Movement in the Green Zone is fully open:
· Move up, down, sideways, or diagonally
· Move by the exact number rolled
· You may jump over any token without effect
· You may land on an opponent to remove their token
· You may not revisit any hole twice in the same move
This zone is your staging ground for attacks and Goal Line entry.
5. Red Line — Launch Zone
Tokens enter the Red Line from the Green Zone.
Movement rules tighten here:
· Straight lines only — forward, backward, or side‑to‑side
· No diagonal movement
· Tokens may freely return to the Green Zone using Red Line rules


Attacking the Goal Line
From the Red Line, you may remove an opponent’s token in the Goal Line in two ways:
1. Single‑Side Attack
If your token is adjacent to an opponent’s token in the Goal Line, you may attempt removal by rolling a 1 on a future turn.
2. Double‑Side Flank
If you place one token on each side of an opponent’s Goal Line token (one on each Red Line), you may remove it immediately. You may then choose either flanking token to take its place in the Goal Line.
6. Goal Line — Scoring Zone
To enter the Goal Line:
· Roll the exact number needed to land directly into an open space.
· You must land on the final count of your move.
Once inside:
· Tokens cannot leave the Goal Line
· Movement is left or right only
· You may jump over tokens, but must land in an empty hole
· You cannot attack from the Goal Line
· You cannot cross the Goal Line — the board wraps, so you’re already on the opposite side
7. Dice Rules — Special Rolls
Rolling a 3
· Take your move, then roll again
· Only one bonus roll per turn (multiple 3s do not stack)
· You must have at least one token in play to use the bonus
· You may use the bonus roll to attempt another entry from Home Field

Rolling a 6
You may:
· Split movement between two tokens, or
· Split movement into two segments for one token
Restrictions:
· You may not split when entering from Home Field
· You may not split when attacking the Goal Line (except when completing a flank)
· You may remove an opponent’s Goal Line token and then continue moving to finish your 6
A roll of 6 is the only time splitting is allowed.
8. Winning the Game
The standard win condition is four tokens in a continuous row within the Goal Line. Rows may wrap across edges due to the cylindrical board.
Players may agree before the game to use alternate win conditions:
· 3 in a row
· 5 in a row
· 6 in a row


9. Multiplayer Modes
Cylinder expands by placing boards side‑by‑side, supporting 4, 6, or 8 players — possibly more.
“Placing boards side by side expands it to 4, 6, or 8 players — possibly more.”
Each player enters through the Green Zone adjacent to their own Home Field.
Individual Play
All players compete independently. First to achieve the agreed‑upon Goal Line row wins.
Team Play (2v2 or 3v3)
Teams may choose one of two cooperative objectives:
Option 1 — Individual Victory Defense
Each team member must earn their own 4‑in‑a‑row and defend it for the rest of the game.
Option 2 — Cooperative 7‑in‑a‑Row
The team works together to help one teammate achieve 7 spaces in a row.
“Some groups prefer each team member to earn and defend their own 4‑in‑a‑row. Others prefer to play cooperatively to help one teammate fill 7 spaces to win.”
Players may invent additional variations as long as all agree beforehand.
10. Summary
Cylinder™ blends strategic depth with spatial innovation. Master the Green Zone, strike from the Red Line, and control the Goal Line to win. With flexible win conditions, expandable multiplayer modes, and a wrap‑around board unlike any other, Cylinder challenges players to truly think outside the board.

