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TRANSFORMARTIAN
(Also including TRANSFORMARTIAN ExxTRA)

A new game using IceHouse Pieces (*1) for 2, or 4, players (*2)  

by Kendall Johns (*3).
Needed: - 



5 different coloured IceHouse stashes;



A 5x5 Playing Grid – e.g. a ‘Volcano’ Board (*4); 



The Scoring Chart - (p.4 of these rules);



A “Bag” for randomly drawing the Pieces;



A Crib Board or Pen(cil) & Paper for keeping score; 



These Rules.

And for TRANSFORMARTIAN ExxTRA print and cut out the Cards on p.5.

Set-Up: -

(i) Place all the Large Pieces into the “Bag”. Randomly draw, and place, them onto the Playing Grid – one piece Per. Square.

(ii) One of each colour of the Small Pieces should be placed on each of the spaces marked with a [5] on the Scoring Chart – stack them if necessary.

(iii) One Medium of each colour is placed on it’s own colour on the display at the bottom of the Scoring Chart – this is it’s ‘Home’ position. The remaining Medium Pieces are NOT used. (Note. The colours used: - Red; Yellow; Blue; Green and Purple can, of course, be changed to suit your personal IceHouse set).

The Object of the Game is to score points by forming Shapes with the Large Pyramids/Pieces on the Playing Grid. This is done by exchanging the Large Pyramids on the Grid. 

A SHAPE is an arrangement of ALL five of the Large Pyramids of one colour. These Shapes are shown at the top of the Scoring Chart i.e.: - 

[X] 
[+] 
[Z] 
[I]  & 
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Note that the shapes can be anywhere in the grid, in any orientation and also mirror image e.g: - 
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this: -  
or this: - 
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And this: - 
or this: - etc. etc.

(See also Dia.1)

Rules: - For 2 Players.

(1). Choose a Player to start and then turns alternate.

(2). The first turn.

(a). The first Player takes two of the Medium Pieces, (their choice), and then exchange two Large pieces of those colours on the Playing Grid. e.g. if they took a Medium Red and Medium Yellow they would exchange, i.e. swap, a Large Red with a Large Yellow, on the Grid. On this first turn only - this action may NOT form a SHAPE!  They then must return one of the Mediums to its Home position.
(b). The second Player then does the same but they may form a SHAPE.

(3). Thereafter players choose ONE Medium piece to add to the one in their hand and then exchange two Large as above - trying to form SHAPES.  

(4). If NO SHAPES, or TWO SHAPES, are formed then the player may choose which Medium piece to return. If only ONE SHAPE is formed then the Medium piece of that colour must be returned.

(5). Scoring. When the exchange results in the formation of one, (or two), SHAPE(S) – then that Player scores, (one or both). (Note that to score - the SHAPE must be formed by the move and not existing previously). The number of points scored depends on the position of the Small piece, of that colour, under that SHAPE, on the Scoring Chart. The points are recorded and then the Small piece is moved down to the next level. (But stops on [1]). 

e.g. The first person to form a Red ‘X’ will score 5points because the Small Red under the ‘X’ is on the [5]. This is then moved down so that the next Player to form a Red ’X’ only scores 3 and so on. When the Small reaches [1] it stays there and all subsequent Red ’X’s’ will score 1point. In each case the Player would then return the Medium Red Pyramid to its Home position – unless, of course, two shapes were formed when they would have a choice. Other colours/shapes apply in the same way.

(6). Rules of exchange. No exchange may be made if it would result in either of the two pieces being isolated, i.e. not adjacent to at least one of it’s own colour – including diagonally. (Note that this only applies to the pieces being moved).

The one exception is that, if a piece would be connected to a continuous group, i.e. ALL the pieces of it’s own colour – again including diagonally but not necessarily a ‘SHAPE’ - in this case only, the other piece may be Isolated. 

If a legal exchange cannot be made then that Player misses their turn but they still have to return one of the Medium Pieces.

(See also Dia.2).
To Win!


The first Player to score 61 points is the winner. (For a longer game you could go to 121 points).

Rules – for 4 Players.

As for 2 Players except: -



  (i).   
Play as teams – i.e. two teams of two;



 (ii).
Partners sit opposite each other;



(iii).
Play is in a clockwise direction;

(iv).
At the end of their turn players pass the Medium Piece they have kept ‘in hand’ to their partner;

 (v).
Partners may suggest which Medium piece to pick up/return but not which Large pieces to move;



(vi).
A score is kept for each team NOT each player.

++++++++++++++++++++++++++

TRANSFORMARTIAN ExxTRA 
The rules are the same but this adds more variety by allowing you to choose, or randomly select, different SHAPES. 

Print/Mount onto card and/or laminate the cards on Page 5. (#5) Then cut them out. 
You can decide to replace, choice or random, one, some, or all of the basic SHAPES - Simply place a card(s) on top of the SHAPE(S) on the scoring chart.

In one of the corners, the cards have either a ‘1’ or a ‘2’. 2’s are generally slightly more difficult than the 1’s. Depending on the skill of the players you could use one, or two, 2’s and the rest 1’s or a completely random choice. – The decision is yours!
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Diagrams

Dia.1(.
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 Dia.1. - Shows: -    


A Blue + ; 
A Red X ; 
and 
A Green Z .

(The 5 Purple in the bottom right corner form a continuous group but NOT a SHAPE,  {unless using that card in TRANSFORMARTIAN ExxTRA}. Note that if any of these SHAPES existed at the start of your turn you could not claim them even if your opponent has NOT scored them.)
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(Dia.2.
Dia.2. – It is NOT possible to exchange the Red at (a) with the Blue at (b), as this would leave the Red Isolated. However you could exchange the Red at (a) with the Green at (c) because, although the Red is still Isolated, the Greens will form a continuous group.
Exchanging the Blue at (f) with the Yellow at (e) is also legal as, although the Blue at (d) would be Isolated, this is not the one that moved – (e) and (f) in their new positions would both be connected to other(s) of their respective colours.

If the Red Piece at (a) is exchanged with the Yellow at (e) then a SHAPE is formed – a Red ‘I‘ This should be scored, the Small Red moved down, (unless it is on the [1]), and the Medium Red returned home.

Notes


(*1) IceHouse pieces are © Looney Labs and may be obtained from most good games stores or direct from www.wunderland.com 
(*2) To play with 3 or 6 players? - Try adding another colour Stash, and using a “5x6” Playing Grid, (a cut down Mega Volcano Board?). 3 play as 2 and 6 as 4, i.e. 3 teams of two. You will need an extra, (‘notional’?), Home Position but all other rules are the same. (Note: - 6 players could also play as 2 teams of three using the 4-player board and rules).

(*3) This game was inspired by, and based on, an early lesser known game by Sid Sackson called TRANSFORMATION – as a homage, and tribute to, probably, the greatest games inventor of all time.)
(*4)  “Volcano” Boards, as well as the rules, for this, and many other great IceHouse games, can be downloaded from www.icehousegames.com
(*5) There are a number of other similar SHAPES – you might like to make up and add some of you own. 
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