DIRECTIONS FOR PLAYING

TEMPO

A Sirategic Game of Subtle Movement and Capture

by Sidney Sackson
another HOYLE OFTFICIAL game

EQUIPMENT: wooden baoard as shawn in [llustration |.
15 gold pegs, 15 silver pegs.

TEMPO is a game for twe players. One plaver uzes the
gold pegs and the other the :ilver. To start the game
the pegs are set wp as shown Ta lilustration 1.

MOVING

a) Gold plays first; thereafter, players alternote mov-
ing one of their pegs wniil either player, when it is
his turn, cannet move any of hi: remaining peas. !

b} The only peas (:ece, however, exception for corner
pegs, below) which may be meved ara those which
are standing directly flanked by two ather pegs so that
the thres tagathaer lie in an unbroken (no gaps) straight
line, vertically, horizantally, or dicgonally. The flank-
ing pegs may belong to either playesr.

c) Pegs are movad in o directian perpendicular tp the
pair {or any ane of the pairs) of flonking pegs which
qunolify it to move. The peg moy meve one ar mora
holas, provided the holes are all empty. (Far exceplion
sea MOVING TC CAPTURE).
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A FEW EXAMPLES: In ll{usfration |l the gold plover
could mova hiz peg 45 to hole 34 [because of pags 3é
and 54}. Or he could move peg 45 fo hole 44 ar 43
{bacausa of pags 35 and 55).

Alse in !lustratien 11, gold could move peg 26 to hole
25 or 24, But ha could net meve it to hale 22 since
that would nacessitate moving over an occupied hole.

Meither the geld peg 42 nor the silver peg 35 may
be moved,

Iustration 11

d) A pag which 15 in ana of the four corner pasitions
may mave if thers ara pegs in tha two adjacant holes
along tha adgas of tha bogrd. Tha peg movas diagonal-
ly aut of the corner pasition, ohe or more empty holes.

For example, in lllustration |1 the silver player could
move his peg 16 to hole 25, 34, or 43,

MOVING TO CAPTURE: A peg may moave (if properly
ﬂahked} into an adjacent hole which is sccupied by an
sn&my peyg, capturlng that peg and removing it from
the game. A player may neot copiure one of his own

pegs.

Again in lllustratian ||, the silver player could move
peg 46 fo capture gold's pea 45. Peg 56 could alse
be used tfo capture peg 45,

Gald could not move peg 55 to caplurs pag 43,
since it is his own. He alsa could nat move peg 26 o
capture peg 23, sinca it iz not adjacent,

WINNING THE GAME: A player wins when his oppa-
nent, in his turn to play, does not have a pen which
can either be moved to an empty space or to make o
capture.

1f the situotion davelops whare each ployer ha: o
pey which can be continuously moved back and forth,
the game is wan by the player who has the Iaa-sf num-
ber of pieces remaining on the board. If both have the
same number of pieces, the gams iz a drow,



VARIATIONS

3CORING: The winner of o game ECores ana point for
each peg his epponent has remaining on the boaord at
the end of the gome {which calls for isolgting the op-
penent’s pegs whenaver possible, instead of capfuring
them}.

Play a series of games, the players taking +turns in
using the gold pegs. The firss Player to reach a fatal
of 50 points is the winner. If a shortar session Is de-
sired, the winning total can ba reduced,

ANOTHER

© STANCRAET

RANDOM STARTING POSITION: The 30 pegs are shak-
an together and then placed on the board. The game
then continues as in regular TEMPO,

DUPLICATE PLAY: Thi: is based on the previous two
varigtions. The rendem pesition is recorded as seon as
it is set up. After it i35 Played and scored the pegs
are replaced In the same position and then replayed
with the opposite "player using the gold pegs. The
Player with the most points af the end of the fwe
fames is the winner.
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