The Icehouse Handbook Online

ICEHOUSE RULES

EQUIPMENT AND SETUP

The game can be played with two or more players) witually no upper limit. However, with only twglayers the game is not
as challenging, and with five or more, it can gettty confusing. Four players is considered optimum

Each player gets 15 square-based pyramids, ah@tolor. The pyramids come in three distinct sigesall, medium, and large.
In addition to the pyramids, each player must asee a "stash pad" on which to store his pyraniitisy are called stash pads
since each player's supply of unplayed piecesliiscchis "stash.” This pad must be large enougtotafortably hold all of your
pyramids.

There's nothing magic about what you use for gtasts. You can use almost anything as a stash pdah@as it separates your
unplayed pieces from the pieces that have beemglaherefore, if you're playing in a restaurantj gan use napkins as your
stash pads. If you're playing on the beach, youwstrdraw a square in the sand with your fingdre Thing about Icehouse is that
it can be played almost anywhere, from the flooa sibway station platform to the lunch countea dfner. The only
requirements for a playing surface are that itldeand free of clutter, and that each player eath across it conveniently. A
small area is considered best. If, however, playrson a large surface without distinct naturabtlecs, like a floor, legal plays
can technically be made at any point upon thad fiel

To setup the game, each player sets down his gtashnd sets his 15 pyramids out onto it. The draation of the stash pad is
unimportant, it can be put anywhere on the plafieig. Once placed, the stash pad is not movethiduration of the game.

STARTING THE GAME

To begin playing the game, each player signifies bie or she is ready to start by placing a fingem one of the pieces on their
stash pad. As soon as all players are touchingn@dautfting) a piece on their pad, play can bedjote that the player is not
required to use the piece he or she touched dgshpiece played; this is merely a universal sigor being ready to start
playing. Remember also that the game runs in isa&l + each player can play at any time they chobkis. means you can play
all of your pieces in the first 30 seconds of theng, or that you can wait 10 minutes before plagimg pieces at all.

DEFENDING VS. ATTACKING PIECES

A pyramid can be played in either of two ways: diag upright or lying on its side. Standing pyramate "defending," while
pyramids that are lying down are "attacking." Defga pyramids can be placed anywhere upon thergidigld. Attacking
pyramids, however, can only be placed such thatdhe pointing at a defensive piece of a diffe@ibr. Attacking pyramids
cannot attack other attacking pyramids. Once amigtds placed on the playing field, it cannot bevexd or removed except
under special circumstances (which will be covdaget).

The size of the pyramids is important, both foattgy during the game and for scoring at game's@melsmall sized pyramids
have a value of 1, the medium pieces have a vdlagand the large pyramids have a value of 3.

The object of the game is to neutralize as mangoaf opponents' defensive pyramids as possiblegttéek, while keeping as
many of your own defensive pyramids free from &ttas you can. The game starts with all pieces inedtbrage on their stash
pads. During the game, players select pieces fhain stashes and place them out in the playind,fialeither the Defending
position or the Attacking position. The game coméis until all of the pyramids in the game have h@eped. At the end of the
game, players only get points for their pyramids tire either successfully attacking or successfigfending. The player with
the highest score wins.

SUCCESSFUL ATTACKS

A successful attack is any attack in which the galfithe attacking piece(s) exceeds the valueetidfending piece being
attacked. Several attack pieces, even attack piEleaging to different players, can work togetteesuccessfully attack a single
defending piece. When an attack is successfullefiensive piece is said to be "iced." For exanplége a 2 point pyramid, you
need to attack it with at least three points. Yould use a single 3 point pyramid, or a 2 pointet a 1 pointer, or even three 1
point pyramids.

For an attack to be valid, its tip must be pointifigectly at the standing piece, and it must béiwitange. "Pointing directly at
the standing piece" means that if you draw a lireight out from the tip of the attack piece, pewtieular to its base, the first
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thing the line hits is the defending piece. "Withémge" means that the distance between the gitack and the standing piece
must be less that the length of the attack piecte hat larger pieces have a greater range.

A few sample attacks are shown in Figure 1.

[ce (successful attacks) Ho Ice insuccessful attacks)

Figure 1: A Few Examples of [oe and No Ice

SUCCESSFUL DEFENSES

Any defending piece that survives attack is a ss&ftd defending piece. A defensive piece can sutbeeause either 1) no one
attacked it or 2) the combined attacks againstiliéd.

FAILED ATTACKS

There are several ways in which an attack canA#iacks can fail simply by being poorly playedoffexample, if a 2 point
attack piece is pointed at a 3 point standing piand no other attacks are made on the 3 poitien, the 2 point attack piece will
fail.) Attacks can also start out as successfalcétt but then become failed attacks later on, dydaicement of subsequent
playing pieces. This is an important strategy, ailldbe dealt with in detail later on. Failed attacare commonly referred to as
"squandered attacks."

FAILED DEFENSES
A failed defending piece is any standing piece taast been iced by one or more successful attacks.
ILLEGAL ATTACKS

When playing Icehouse, you can play pieces in #ferdling mode at any point in the playing fieldttyau wish. However, you
can only play pieces in the attacking mode suchthiey attack a defensive piece belonging to arooppt. You may NOT play
an attack piece such that it is pointing at 1) heoattack piece 2) a piece of its same color aro®)ing at all. Attack pieces
played this way must be taken back.

However, it IS possible for an attack piece to fhecéed by other plays such that it makes an illegfack. If a valid attack is
made, and then other pieces are played such thatiginal attack piece points at another attaekij or at a piece of its own
color, or even at open space, then that attacletys where it is and gets zero points. An examphow a valid attack piece
can become squandered in this way is shown in EiguPlays such as this are an important and useé&iegy.
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Before After

Figure Z: Mentralizing an Attack

NO TWO FISTING

You may never have more than one unplayed piecefgfur stash pad at one time. Each play you mnmakst be a single,
discrete action, i.e. no two fisted playing. Youweat be placing one piece down with one hand wdriédbing at the next with
the other hand.



Note, however, that this does not compel you toamg one hand during the course of a game. Yowsartwo hands to place or
remove a piece in a difficult spot. You can alsaraye hands, as long as you do so only by pasgiggaanid from one hand to
the other. You may not alternate hands in ordgidg quickly.

MELTING DOWN

The first two pyramids of each color that are pthoato the field MUST be defensive pieces. If atayer forgets this rule and
plays an attack piece before playing the requinexidefensive pieces, they must take back all obttack pieces of their color,
put them back on their stash pad, and then playeiipgired number of defensive pieces. Play doesusygend while they are
doing this. This mistake is called a "meltdown."

SCORING

When all of the stash pads are cleared, the gad® &ach player's pyramids are then counted. Eaglempgets 1, 2, and 3 points
for each of his small, medium, and large pyramidspectively, that are either successfully defegdinare successfully icing
other pieces. This gives a total possible scoredoh player of 30; often it is easier to countghimts a player lost and subtract
this amount from the total possible. In counting sigores, it is easy to make a mistake; the usigaiette is to go through the
colors, counting each player's points as a groettlirsy any disputes as they arise.

A piece is legally iced even if the attack it suffés jointly made by more than one player. Fomepie, a red 3 point pyramid
may be iced by a blue 2 point pyramid and a grepai@t pyramid. In this case, blue and green e&t?2 gpoints. Red. of course,
loses 3 points.

The winner is the player with the most points. Stimes a group will play a match of 5 games, keegitgye and totaling the
scores at the end.

PUTTING A PLAYER IN THE ICEHOUSE

Philosophically, it is important for each playembaintain some un-iced defensive pieces. Defengli@ces are like the civilians
back home that the troops are fighting to protéell of the civilians are dead or captured, tft@ps have failed at their job.

Therefore, if a player has no un-iced defenders; ttan automatically lose the game. This is cdlteiing put in the icehouse." If
this happens, the player loses control of all efdriher unplayed pyramids and gets a score ¢fdanit happen right away,
though. There is a grace period during which plagan build up their defenses before being vulderabthis sort of instant
death. You can only be put in the icehouse if jlaur defensive pyramids have been iced and yoe kess than eight pieces on
your stash pad. This safety limit is called thesst limit."

If at any point, a player thinks an opponent hasfree standers” (un-iced defensive pieces) amelisw the stash limit, the
player can call "icehouse." Whenever anyone saghtiuse,” play suspends. Any incomplete plays imsétracted. (A play is
only complete when you have placed a pyramid orfi¢he and let go of it. If you are still touching it isn't considered played
and must be returned to the stash pad when sontatiaécehouse.)

During an icehouse call, the status of all playgexamined. If no one is in the icehouse, therpgrson who made the call was
wrong and pays penalty The player who made the false call takes anyepfiEmm his stash and gives it to any other plalyes.
treated as a captured piece by whoever receivéeie "Things You Can Do With Captured Pieces.'§réhs no need (and no
way) to give away a piece if none exist in youshta

If someone is in fact in the icehouse, that pexgges all of the pieces left on their stash path&operson who called "icehouse.”
The pieces are transferred to the other playexshgtad, leaving the person in the icehouse widgngpty stash pad.

The person in the icehouse is not completely oth@faction. He or she can still watch the boand,ifany of their pieces get
over-iced, they can make captures and play thgsteiieal pieces (see "Over-Icing”). Also, they carken@ehouse calls, and can
use any pieces they receive as a result.

Play resumes as soon as the results of the Icelcallsre determined. Players not involved in hagdiver victory spoils or
penalty pieces can resume playing whenever thely. wis

If you have no free standers and are under thé $itag, and you call "icehouse," then you yourggdt put in the icehouse. Your
score will be zero. However, you don't give awaurypieces. You get to keep your pieces and contifaygng, and even though
your plays won't count towards your score, at leasbne will have a vast number of prisoners. Thigs a person who knows he
is vulnerable to an Icehouse call a tough choi@ecéh just hope that no one notices it or he chilicehouse" on himself.

Occasionally, two people will call "icehouse" at ttame time. In this case, the players (or othsemiers) who did not call
Icehouse must decide who called it first. Theyeaeected to be as impartial as possible in makirsgjadgement.

When scoring, a player who was put in the icehgete 0. However, other players still get pointsdttacking the pieces
belonging to the player who was put in the icehouse



ICE FORTRESSES

Since a failure to keep defensive pieces un-icached you an instant defeat, there must be sorategy for protecting defensive
pieces from attack. You can do this by building@nfortress. An ice fortress is any structure ietps that builds unbreachable
walls around defensive pieces. Both attack piendsdafensive pieces, belonging either to you gotar opponents, can be used
as ice fortress walls. (See Figure 3.) Natural bawies, such as the edge of the table, can alge asrice fortress walls.
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Figure 3: Ice Fortresses
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Attack pieces only ice the piece they point dingetl. Therefore, any piece that is entirely surdmehby other pieces is safe from
attack. However, if the pieces forming the fortresdls aren't right next to each other, it may begible for an opponent to point
an attack piece at the piece inside of the fortiestead of the pieces forming the fortress wdllerefore, when building a
fortress, beware of gaps. If your fortress hasagsgyou'll be safe, because attack pieces ordgkathe front most object in their
path.

OVER-ICING

In order to ice a pyramid, you need to attack thveit least 1 point over its own value. It is leggalise more force than is
required, but this is not necessarily wise. If ys@ so much force in icing a piece that any siatjeck piece is redundant, you
have "over-iced" the piece. For example, if youattacking a 2 point pyramid, and you use two 3ippyramids, you have over-
iced the opponent, because one of those 3 poianpgs could be removed from the structure, an@theint pyramid would
remain iced.

What does this mean? It means that the person wliese has been over-iced can remove one of thandaaht attack pieces (in
this case one of the 3 point pyramids) and plaoe tis stash pad for later use. He can removehthe attack pieces he wishes,
as long as the defensive piece remains iced. He@dlhis at any time he wants, not necessarily wieefirst notices it. It is,
however, considered good form to say something like
"my piece is over-iced" just before capturing acpie

Intact Crrer-iced

)

The game ends as soon as the last piece is plaggd.
over-ice situations that are noticed after the ey, or
even created by the last play, do not count.

Over-icing may seem like an unlikely occurrence at
first, but it frequently happens, especially in gamvith
more than two players. A player can easily attatk a
opponent's piece without realizing that he or shaoit
the only one doing so. More importantly, over-icoan
also be intentional. Strategically, over-icinghie key
to the entire game.

CRACKING AN ICE FORTRESS

If your opponent has a fortress in which one orerafr
the walls are made by attacking pieces, it may be
possible to remove one of.the walls of his fortnéas
over-icing. Suppose the fortress wall is formedahy
attack piece which is icing a piece that belonggoto.
If you can convince a third player to over-ice your
piece, you can then capture the attack piece that w

forming the wall. Your ally can quickly slide artaatk ﬂ

piece into the busted fortress. (See Figure 4.) Flgure 4- USlIlg '::'VEI"—IC]..HE to Orack an Ice Fortress

If this was your opponent's only fortress and belsw the stash limit, the word "icehouse" will & the tip of everyone's
tongue. Intentional over-icing can be a key actisad during player diplomacy.
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THINGS YOU CAN DO WITH PRISONERS

In addition to the sheer joy of depriving anothkypr of his pieces, captured pieces can be verfulisThe most obvious thing
to do with a captured piece is to place it outiropen, undefended area of the playing field apd tbe it immediately thereafter.
This is called "executing a prisoner."

If you have a large number of captured piecesndfie result of a successful icehouse call, youusanthese captured pieces as
the walls of your own ice fortress. This is calleding slave labor." When playing these slavefiendefensive position, you can
also execute them as soon as your fortress is plilbugh your opponents will probably try to bgat to this.)

Best of all, you can use prisoners to over-ice yawn defensive pieces, and thereby perform manswsteth as cracking a
fortress without calling upon the help of an age the section in the strategies chapter entiRedtructuring an Attack” for
more details.

Because the captured piece belongs to an oppomnshould be thinking of ways to keep the captyniede from being worth
points for your opponent at the end of the gamés&snof course the piece belongs to someone iic¢heuse). Executing
prisoners is obviously one way of doing this; hoamein the last stages of the game you may not bagegh of your own
pyramids to achieve this. One solution to this probis to squander the value of the captured gigdeaving it attack another
pyramid without enough strength to ice it. Thusadmal move, you could squander a captured 2tgméte by using it to attack
your own free standing 3 point piece.

Captured pieces DO count towards your stash limit.
CRASHES

Frequently it is the case that a player wishegjteeze a piece into a place where it won't easilgdmetimes the player will
manage to do this without jarring any of the pieslesady in place, and sometimes he won't. If ggrlanoves any of the pieces
on the board while attempting to play a pieces ttalled a "crash."

This is bad. The object of the game is to buildmplex strategic structure which can be scoredatejs end. Accidental
changes to the setup will not only affect the fisabre but may also alter the current strategi@msan. A player who crashes the
setup must therefore pay a penalty. He must giayahe piece he was trying to play, to the opponéhts choice. Also, the
pieces that were jarred should be put back thethey were (subject to agreement by all concernageps).

If a crash is so disastrous as to make recovergssiple, the players have the option to beat theutof the player who crashed
the game. (This is particularly true in the casa pfayer who keeps losing and turns over the tabdefit of frustration.)

THE TIMER

While seemingly just a board game, Icehouse isralser like a sport. The physical elements ofghme (a steady hand, good
coordination, etc) reward more skillful and adelatyprs, and just as sports are often bounded kyc,cso too is Icehouse. To
prevent a slow player from attempting to wait uatilothers have played before getting involved,game will have a definite
(though unknowable) ending point, after which ugplthpieces will be worthless.

Before starting, all players must agree upon whergame shall end. The timer can be an actual teeéto ring after a certain
length of time (10 minutes is the standard useédunnaments The timer can also be the next occurrence @rhitrary event,
such as the arrival of a waitress, train, or phmalke Whatever method of marking the time is ugbhd,clock must be invisible to
the players. When the timer goes off, immediatédp $he game. Recall to the stash pads any pibaésvere being played when
the timer sounded. Any pyramids left on stash mhutst count towards your score.

A FEW FINAL REMINDERS

You can place a defensive piece anywhere; howgeercannot place an attack piece such that itiistipg at: 1) another attack
piece, 2) a piece of the same color, or 3) openespa

The only player who may capture over-icing attagces is the player who owns the defending pieceuattack.

There are only three cases in which a piece thmbhan played can be moved. They are: 1) captpigmgs used in over-icing,
2) re-placement of pieces after a crash, and 3pvahof attack pieces after a meltdown.

The stash limit is 8. If you have less than 8 pidedt, and no free defenders in play, you areenahle to an Icehouse call.

Your first two pieces must be played standing up.



ICEHOUSE RULES OVERVIEW

First, players put all of their pieces into storageas called stash pads.
The game starts when everyone indicates (by togabme of their pieces) that they are ready to begin

During the game, players move their pieces fronr tash pads into the playing field, playing theitier defensively
(standing upright) or offensively (lying down andimting at a defender).

Players may play at any time, without taking turns.
Large pyramids are worth 3 points, medium sizedpyds are worth 2, and small pyramids are wortbihtp

Attacking pieces can either succeed or fail. Foatack to successfully "Ice" a defender, the combhivalue of the
attacking pieces pointing at a defending piece raxsted the value of the targeted defender.

To succeed, an attacking piece must point in atstnacted fashion at a defending piece, from nth&uraway than its
own length.

Players are not allowed to position attack piece shat they point at other attack pieces oreait thwn color defending
pieces. However, it is legal for this type of sttaa to occur if the sequence of play is reversed.

The game ends when all pieces have been playateAsnd of the game, points are awarded for attessfully
attacking pieces and for all defending pieces shatived attack. The player with the highest seuaires.

Players may not use both hands at once, nor emating hands, in order to play more rapidly.

The first two pyramids of each color must be plagietensively. Failure to do this is called a Melitho and is
penalized.

All players should attempt to keep at least onegér free from successful attack at all timea.pfayer has less than 8
pieces on his stash pad, and all of his defender&ad, he can be put "in the icehouse." This bappvhen somebody
calls "icehouse." A player in the icehouse getsaaesof zero, and loses control of his unplayedgseo the person who
made the call. Icehouse calls made in error araljzenl.

If an excessive number of attack pieces are bratoghéar on a single defending piece (a conditadled over-icing),
the owner of the defending piece can capture tthen@ant attack pieces, so long as the defendirog p@mains iced.

Once played, pieces cannot be moved except undeifispcircumstances. Care must be taken to avaittiantally
shifting the locations of pieces that have beeggalaSuch an accident is called a crash, and ialized.

Players can gain control of opponent pieces, vex-ising or penalties. These "prisoner” pieceslmaplayed in
whatever way the controlling player chooses. Tlagea looses control of the piece when they playhe original owner
always retains the point value.

The game will have a fixed end point, usually imdée by the sounding of a hidden timer, after whitlunplayed
pieces will be of no value.



ICEHOUSE MYSTIQUE

MYSTIQUE?

As you hopefully have realized from playing Iceh®asid reading Andrew Looney's novete Empty City, there is more to
Icehouse than learning the rules and trying to Where is the mystique: the way to play, the seittifudes and ideas involved.
The mystique of a board game is not a new idéa.what gives a game personality and keeps penf@eeisted; it's what keeps a
game from fading into obscurity. Go, a 5,000 yddromard game from China, has mystique. That's igtill played today.
Chess has mystique. Even Checkers does, althdagfuite different from Go or Chess. Go is to aniciéhinese territorial
disputes as Chess is to medieval positional wagar€heckers is to... Snuffy Smith. This sectigs e groundwork for the
ever-growing mystique behind the game of Icehouse.

ETIQUETTE: THE NOTION OF "COOL"

A good Icehouse player not only uses clever stiaseand diplomacy, but is also skilled at the &li@ng "cool." "Cool" is a
playing style only achieved by those who realiz the rules of etiquette in Icehouse are justgmitant as the technical rules
of play. Playing in a cool way mostly means to kéepgame going; limit arguments and strategiesrtizke the game less
enjoyable. This does not mean that a cool playeirigpy, or mellow to the point of being boring.niieans that no matter what
kind of player he is (from nice diplomat to evilemutioner) he plays with a style that will makeesthenjoy playing with him,
even if he wins a lot.

Below is a list of cool and uncool methods of plakis is by no means a complete list, but it shail@ you an idea of accepted
Icehouse conduct. Also, remember that just becansdactic is cool does not necessarily mean thafposite is uncool.

CooL

Cool Diplomacy - Trying to achieve difficult diplomatic maneuvdlike breaking an ice fortress with another playaaking
allies, etc.) with a minimum of talk. Hand signdbsGial expressions, and cryptic messages suchract Plan A!", followed by
movement of pyramids make the game more enjoyabtedating an air of tension and secrecy.

Cool Crash- Giving your piece to another player after youdharashed, before (or without) being told. Ithie tool Icehouse
player who casually admits failure, hands it oegrd continues the game. The other players will reb@ your coolness.

The Sneak Attack- Waiting until a player leaves the table (to gelrink, or go to the bathroom, for instance) allmywou to
create or break ice fortresses, ice his piecegpapdt him in the icehouse. No, this is not in #r®ng column. The sneak attack
is cool. Ice-cool. So is saying "Hey! Look overrié and placing pieces.

The Long Meltdown - Pointing out a player's meltaowell after you have recognized its existence Haiore he has placed
standing pieces. This means that the player wheteated the meltdown must remove all of his atf@ekes, giving you lots of
time, space, and opportunity to really mess upgdkeof his game. This is not a cool move if dama beginning player who
barely knows what a meltdown is.

Conversation- Unlike chess, Icehouse is not necessarily at gaime, even during the most formal matches. D&ogdrivial,
non-lcehouse related topics during a game (suevhather your Braunschweiger sandwich tastes likéomal) is more pleasant
than discussing the game itself, and has an adoleastof distracting opponents. Of course, keepingtds sometimes a better
strategy, and is just as cool.

Instruction - When new players question a strategy or actisind a game, stop whatever you are doing and ¢eltica players.
It is also cool to inform someone he's about tplnein the icehouse (provided he is a beginningexa

UNCOOL

Uncool Diplomacy- Having tedious arguments and long conversatiwes something like whether or not a piece shoeld b
over-iced in order to break an ice fortress. Tlaisanly can slow the game down, it can also dispdayics or options that you
might rather keep secret.

Uncool Crash - It is very tempting (and of coursaegool) to continue playing after crashing, hogingt no one has seen your
mistake. It is also uncool to announce loudly Hrmbpponent has crashed, especially when it isadl smash that doesn't disturb
anything (some call this a "near-crash” or a "g&jyl

Quitting - Quitting a game is fine, so long as you tranafeyour pieces that are on your stash to theiptafield (technically
this is not "quitting," it's "playing quickly"). Qtting during a five game match unless you havery good reason is considered
uncool.

Uncool Conversation- Arguing for a long time over whether a piecé&ed (or squandered). If you must argue, saver ittfe
end of the game when players are counting thenesco

Intentional "Bad Play" - This includes: crashing on purpose, calling @aede without believing someone is in the icehouse,
creating an intentional meltdown, and deliberapthcing your own attack piece so that it is squaedieAt times it may be very
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strategic to "accidentally” make a bad play. hds against the rules to do this, and it can bedakell enough that no one will
notice the "mistake" was done on purpose. Howetver contrary to the spirit of Icehouse, and extedy uncool. Anyone who
plays this way should be maimed - | mean shoulg ptane other game, instead.

Obstructing Placement- Blocking an area by covering it with your hatttereby keeping other players from placing or
removing pyramids. It is okay to take back a pittze you are placing, as long as you are still hingr it. However, holding a
piece over a certain area just to keep others piarying there is uncool. And anyone who is reading should not have to be
told that pushing another player's hand out ofahg is moronic.

ICEHOUSE QUESTIONS & ANSWERS

Below are some of the problems that many Iceholssges (both novice and advanced) come up agdihstrules handle most
of these situations, but you might have to dig imerpolate a bit for the solution. Some questiaresincluded because they are
frequently asked; others are here because thegmirssch interesting situations, or have peculiamners.

Q: When | capture a piece, may | play it immediatgithout putting it on my stash pad first)?

A Yes, the piece can be played immediately, everetlim place. But once you let go of it you may tanich it again, unless it
still over-ices one of your own pieces.

Q: Can | point my attack piece at an attack piece® Hout at its own color standing piece?
A: Not on purpose; not even if the piece you are ptai a captured enemy. If you did this by accidgotir attack piece would

have to stay where it is -- squandered. It is, hanequite all right to do this in a backward wéyat is, block an attack piece by
putting an attack piece (or a standing piece oftrae color) in its line of attack. (See Figure 11.

A

Eefore

Figure 11: Bquandering an attack with a captored 1-point
piece, then blocking another attack with an attack piece.

Q: If a player accidentally places his first sevgalkes in the attack position and no one calls tilo@in" until after the player
has corrected it by placing two standing piecessdomeltdown situation exist? Does the player aveturn all of his attack
pieces to his stash?

A: Technically, the meltdown is no longer valid afitee two required standing pieces are on the flétvever, if a player
recognizes that he has not placed his two stargletges, and no one has yet called "meltdown”, beldmot place standing
pieces to compensate. The cool Icehouse playecallifor a meltdown on himself, and return hisekt pieces to his stash pad.

Q: Suppose | set out a defending piece but | dangdeof it, you know, I've got my finger on it atich trying to decide if I really
want to play it where I've got it. What happensdmeone sets out an attack piece and lets gauvbiileé I'm still holding onto my
defender? Can | take my defender back and leavattaisk piece sitting out there, attacking nothing?

A: Yes, you can. If your opponent is dumb enougletgb of his piece while you've still got your fergon yours, he deserves
what he gets. The attack piece is squandered,taysl where it is. Unless someone puts a defendeonm of it, he'll get zero
points for that piece.

Q: Could you please clarify the difference betweé@msh" and a "Jiggle?" My friend says that anyghinat moves the pieces
is a crash, and he's always yelling crash for ¢keniniest of changes, but | say it isn't a craisless you really mess up. What do
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you say? Also, what do you do if you crash when gmuattempting to remove a piece, like when yagmuring a prisoner?
How about if you crash when you aren't doing amghwith a piece at all, like if your elbow accidalhf bumps something?

A: Let's think about the reasons behind the crash Tile placement of pieces upon the playing figloot supposed to change
during the game. If something disrupts the arrareggryou must pay a penalty.

Ok, so a "Crash" is a play that actually changesatihangement of pieces on the field. You mighthiif you are trying to
squeeze a piece into a tight spot and the piecemdrthe spot move out slightly, enlarging the acegou could bump a piece
and it make it move to another position. If thimgally do change, you should give up the piece @snalty.

A "Jiggle," however, is a crash that doesn't reglfignge anything. If you bump a piece and it tipsut then falls back to the
exact same position, then nothing has really chéiagel no penalty is needed. Here's another wayirdfihg about it: when a
piece is played, the space it occupies is its tont." If it's a crash, then the piece's footpsirli be different; if it's just a jiggle,
the piece will have the same footprint.

The crash rule is not meant to penalize mere chessi, but to penalize actions that change the veagpare positioned on the
board, and therefore the inherent strategic stnatf nothing changes, no penalty should be paid.

Finally, remember that if you're just playing fanfin your own home, you should be a little moneyfaing about crashes than
you might be in a tournament or in a game wherh btgkes are being gambled.

If you crash while attempting to remove a piecentiiou give away the piece you were trying to reeadfryou crash when you
aren't playing or capturing anything, you pay naghy; just put things back the way they shouldehbegen.

Q: Suppose my standing piece is over-iced, and otigegbieces attacking it happens to be my own c@an | capture my own
attack piece? My standing piece would still be i€8de Figure 12.)

D . Figure 12: The standing
white piece iz over-iced,
but the white attack
piece izn't participating,
and canmot be captred.

A: No, you cannot capture your own attack piece. Elengh your attack piece is pointing at a stangiiege, it is not
participating in the icing of anything. Removingnibuld be like removing any squandered attack piecthe board: illegal. Also
remember that when scoring, this attack piece hedue of zero.

Q: I'm a bit confused about the role of squanderedgs in over-icing. In Figure 13, (c) is squandekéalvever, if (b) were
removed, (c) would be icing (a). Does this mean ¢apis over-iced? (a) would still be iced if {lsgre removed.

Also look at Figure 14. Now (a) is definitely ovieed. Can | remove (b), or is (d) the only piecat tan be captured? Again, if

(b) were removed, (a) would still be iced.
|||III||||
I ||II||||||||||||||I||°|
By

Figure 13: Is {a) over-iced?
Figure 14: {a} iz over-iced , which
attack pieces can be remowved?

A In Figure 13, (c) is squandered and is therefoteparticipating in an attack on anything. The ditag piece is not over-iced,
and nothing can be captured.



The situation in Figure 14 is similar, if slightilyore complicated. The main point to remember in@wtgntial over-ice situation
is this: A piece is over-iced when the attack faeceo redundant that one or more of the partizigadttack pieces are not needed
to ice the standing piece.

Only pay attention to the participating attack piecs.In this particular case, ignore (c) completelywNte situation is much
easier to deal with. | will assume that (a) andaid worth 2 points each, and that (b) and (cyamth 3 apiece. Now, (d) can be
captured. However, (b) cannot be captured bechessttength of (d) alone is not enough to ice\{#g.are ignoring (c) because
it is not participating, and therefore we canngituoee it.

There are sometimes ways for the defending playget at those fat juicy (b) and (c) pieces, withiaimum of sacrifice. Let's
look at the second picture again, and indulge dwgsen some imaginary play. It should be noted thanother attack piece (e)
is pointed at (a), the standing piece will be oeed enough to warrant capture of (b). (The other attack pieces (d) and (e)
now have enough strength to continue icing.) Afgris captured, (c) is once again attacking (@) iamow a participant in over-
icing. Players who are into tip blocking shouldviry of this maneuver; a spare prisoner (or sormkuiacy) and a little
ingenuity can suddenly turn your enemy's stashiqtaca prison camp.

Q: Suppose you get a prisoner before you've played fifst two pieces. If you play the prisoner stawgdup, does it count as
one of your two required defensive pieces?

A: No. Keep in mind that prisoners are not your psebeit are merely under your control. Once you laged a prisoner, you
have no claim to it at all; it belongs completatihe owner. Therefore, playing a prisoner defexigiwould only help your
opponent meet his meltdown quota. Meanwhile, yeustil accountable for having your own two defersden the table.

This question brings up an interesting situatiamp®se you crash while trying to play your firstqa. After giving it away, you
decide to wait for a few seconds to see how thergitayers start off the game. What happens iptgrson who got your prisoner
plays it defensively? More importantly, what happérthey use it for an attack?

As we've already seen, if they play it defensivblyy're just helping you meet your meltdown qudftau are then only required
to play one more defensive piece. However, if thiay it as an attack piece, then, well... you've Aaneltdown. That's right!
You've melted down without putting a single piecetloe table. And guess what! You get to take yaum piece back! As a
player who has melted down, you must put all ofryattack pieces back on your pad and then play fwoirequired defenders.

Remember, the meltdown rule requires that two gi@éeny given color be played defensively befarg pieces of that color are
used for attack. It is just as wrong for someose & play an attack piece of your color before'weplayed your two defenders
as it is for you to play such an attack piece yelfir§o beware! If you find yourself with a prisonery early in the game, be
careful not use it as an attack piece until afierawner meets his meltdown quota.

Q: What happens if you set out a piece and it endesting partly ON TOP OF another piece, like ifiye trying to block an
attack with a prisoner and the prisoner winds ttingion the tip of the attack piece?

A: All pieces played must sit completely on the phayfield. Playing a piece so that it's sitting other piece is illegal. Such a
play, if it doesn't cause a crash, must be takek.this is important to remember when two peopéetgying to place pieces at
the same time in the same spot, as in the caseeoblayer attempting to ice a piece while anotheygy is attempting to block
the attack with a defender. If the blocking plaigetoo late, they'll be trying to place their piemetop of the tip of the attacking
player's piece. Since this is an illegal play, tkecker would have to yield to the attacker.

Q: What happens if | successfully call Icehouse anexmne who has a prisoner on his (or her) stash padet the prisoner as
well as the player's unplayed pieces?

A: Yes. Note, however, that the player gets to kegppaisoners that she (or he) gets later in theegau®. after the call has been
resolved.

Q: Suppose I crash, but before I've actually giveayathe piece in my hand, someone calls Icehousé.gie the piece away
before the Icehouse call is resolved, or do | petgiece back on my pad and give it away afteriguerd out if anyone is in the
Icehouse?

A: You give it away first. As soon as it is recogmizbat you crashed, the piece in your hand no lohg®ngs to you, even if
you take a moment to decide who gets it. If youehae un-iced defenders and that piece was youttefgéce, you are open to
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being put in the Icehouse, and the vultures yqlaging with may not want to wait to find out whetg that piece before calling
Icehouse.

This leads to an interesting strategic situatiba.drash and an Icehouse call occur simultanepasly you are the one who
crashed, but you aren't in danger of being puténitehouse, and there's a player with 7 stastesggiand no un-iced defenders,
then you might want to give that player the craghiede. This would keep the poor player out ofitedouse and, more
importantly for you, keep the person who callechtmgse (invalidly, at this point) from getting a idh@quad of prisoners.

Q: Please clarify the rules regarding placementlegdl attacks. Suppose I'm trying to attack a pie@hard-to-get-at area, and
after I've done my best at positioning it and letego, the other players tell me that I'm actuplynting at a nearby defender of
my own color. According to the rules, this is dadhl attack. Do | take it back, or leave it whitseplayed?

A In this case, it stays where you put it, and #geandered. Remember that, according to the milgigce cannot be moved
once you've let go of it (unless it's over-icedpcg you believed you were making a legal play,gigee cannot be moved even if
closer examination reveals that it wasn't a legatch after all.

Your confusion probably stems from the fact thal$o says in the rules that an illegally placeztpimust be taken back.
However, this line is primarily directed at newyses, who often forget, during their first few gaamthat you cannot attack other
attack pieces, or their own defenders. For a newgpslwho hasn't quite learned all of the rules)legal attack should be taken
back. But a skilled player who believes that hel is making an acceptable attack must live wighconsequences if it turns
out to be an illegal play.

Q: Can | give another player a prisoner outright ¢an | just hand it to them)?

A: No. To give someone a prisoner, you need to diaithe mechanisms provided in the standard Icehauss, i.e. over-icing
them, or giving a piece away as a penalty. Thisna¢laat someone who wants a prisoner may needtificaa piece by playing
it defensively in order to leave room from sometmever-ice them. And don't forget that faking agir in order to give someone
a prisoner is extremely uncool.

There is one exception to this. In the variatiolleciCasino Icehouse, prisoners can be directlyyhband sold.

ICEHOUSE STAGNATION

Here is an awful situation which you may have capegainst: you're in the middle of a rip-roariahte of Icehouse, when
suddenly everything comes to a screeching haltomNbis placing or taking pieces. No one is tryimgniake allies, break
fortresses, or devise plans. Only one thought desugvery player's mind: "I'm not moving until same else does."

It's okay that no one is playing pieces. In Iceleppdayers often pause to review the layout orseethieir strategies. But in this
case, the game has not paused; it has stoppeitheAtbnsion, devious planning, and pure enjoymetiteogame have stopped as
well. The game has stagnated. What can one da mmugef this limbo?

In order to successfully combat icehouse stagnatiermust first analyze its existence. We mustdrynderstand why it occurs,
and what flavors it comes in. Once we know thegegH) it will be easier to devise plans to loosestagnating game.

THE CAUSE OF STAGNATION

Strangely enough, the stickiest kind of stagnatioturs because all players are playing well. Edayep has achieved two
incentives to stop playing: a good position, areltiblief that placing pieces will only result itaaks on him from other players.

If a player has only one of these incentives, lrikhnot stop. Pause, maybe, but not stop compledekiding that there are no
more advantageous plays. For instance, if you hakéeved a strong fortress (a good position), batmenty of places to attack,
you should want to play on. If you have, on theeothand, a lousy position, and nowhere to attagk,should still want to
attempt to build fortresses, even if it means aateral of your pieces will be iced. Better to éexdithan be put in the icehouse.

So, stagnation begins to set in because most eveligdortified and there are hardly any attaclalable on the field. When
there are fewer opportunities left for strategicve® many players decide to wait until one becoohesous.

THE TYPES OF STAGNATION

There are two types of stagnation: "true" and #al#t is sometimes difficult to determine whichegory a certain stagnation
falls into.
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False Stagnation occurs when every player is wgaftin any other player to place a piece. This Ikedd'false" because the
situation does not necessarily have to exist. Blafgs can probably still be made. It is, howevasyefor each player to get stuck
in the frame of mind that "as soon as Joe makesweni'm gonna ice the hell out of him," or, "Swesthardly placed any pieces;
I'd better wait." False stagnations are generabier to break than true stagnations, becauseatieepore imagined than real.

True Stagnation occurs when: 1) all players havt ibypenetrable fortresses; 2) no player has aptured pieces sitting in his
stash; 3) there is nothing that can be attackeldowttover-icing; 4) all players realize this, aretidle to wait. This kind of
stagnation is very difficult to loosen, and shob&lconsidered a challenge by all involved.

STRATEGIES TO BREAK STAGNATION

Below is a checklist of things to look for and testto try (and also tactics not to try) should wuadenly find you and your
friends stuck in these dreaded icehouse doldrunmsdesigned with both true and false types afrsiion in mind. If all players
keep these tips in mind, games will not stagnatéofag. Instead, there will hopefully only be temsuses, followed by a quick
resolution to the problem.

Keep Looking - Search very carefully for anything that playars overlooking. Are there any pieces you can ®t@ge any of
your pieces being over-iced? Can you easily pr@eother piece from being iced? Can you block oéfther player's attack
piece? Is it possible to use an ally to break ggsla fortress? And, no matter how ridiculous #res, check to see if anyone is in
the icehouse.

Deal Attack Pieces Example: During stagnation, a green 2-point @ieappens to be iced by two 2-point blue pieced.dver-
ices green with a 1-point piece. Green will proatapture one of the larger blue pyramids. Stagndias ended while everyone
scrambles to over-ice, squander, and execute pieces

Who's Winning? - Silently add up present scores. You may find yloa are winning by a helluvalot. If you are, jput standing
pieces. If you have enough, you may be able tallarbther fortress. That's cool. At any rate, ugimgr pieces as cannon fodder
will cause others to use theirs, thereby endinggtiree sooner and allowing you to win.

Check Your Stash- If you only have a pyramid or two left in youash, what the heck; play them. Now you're finistead| are
not part of the stagnation. Likewise, if you notibat your stash has a mess of pieces, while emergtse has only a few -- build
another fortress.

Don't Horde - Anyone who has a stash full of captured piecesadlows false stagnation to go on is being unddek those
prisoners!

Build If You Have To - Anyone who has absolutely no fortress and allfalse stagnation to go on is also being uncoolit Wa
long enough to think of a good plan, then play.

Don't Nag - It is not nice (and uncool) to demand that othlayers play when the game is stagnating. Seauifcan pull off one
of the tactics above.

Try Variations - Timer Icehouse and Kidnapper Icehouse were besigded primarily to combat the Stagnation Problgm.
give 'em a try!

Take A Break - Lastly, remember that there is always somettingdp to end stagnation, provided you have pyrammg®ur
stash. Take a break -- you might as well. Then lyailake out this checklist (either mentally or piogdly), and go over it
carefully; perhaps with an ally. If you think ofyaadditional strategies that are not in this list,them. You might find them
rewarding.

ICEHOUSE RULES GLOSSARY

Air Lift: To place a piece on the field using primarily igat motion, as in, "Let's see if | can air lifigfone-pointer into that
cozy little fortress."

Attack Piece: A piece that is lying on its side rather than dtag up. As such it is usually pointing at, thatattacking, a
defensive piece.

Cheeseball:The strategy of building a self contained fortragsy from the center of the playing area, agahesedge of the
table or the stash pad. Widely regarded as Uncool.

Crash Trap: A space on the field that appears to big big ehdadold a piece, but, most often, is not. Anyyplatrying to place
a piece into the space will most likely crash. Samesh traps arise naturally from play, but otleescreated puposefully to try
and get more prisoners into the game.

Crash: Any action that noticeably alters the existingnfioof the playing area.
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Defensive PieceA piece that is played standing up rather thamgydown. Such a piece is open to attack. Also dallstanding
piece.

Floss Call: There are some situations in which it it's diffictal figure out which piece a given attack piecpagted at. In
tourmaments, judges will usually have a piece mfdtd with them that they can hold over a game aggss, to make an official
determination. That's what a Floss Call is.

Free Standing PieceAny defensive piece which is not iced.

Ice Fortress: A structure on the playing field in which a defimespiece is surrounded by other pieces such thattacks are
blocked.

Iced Piece:A Defensive Piece which has been defeated in aclatt hat is, there are more points worth of susfckattack
pieces being brought to bear on the defensive pieethat piece is worth.

Icehouse:The word a player speaks when he believes anpthger is below his stash limit and has no un-idefitnsive pieces.
Meltdown: Failure to play 2 defensive pieces before playing attack pieces.

Over-Iced Piece:An iced defensive piece that has so much attaceforought to bear upon it that an attack piecebea
removed from the structure and still leave the dgfe piece iced.

Pawn: A one-pointer.
Prisoner: A pyramid belonging to an opponent which for afigeveral reasons you have captured and addeditcstash.

Signature: A player's Icehouse signature is the way in whidy arrange their pieces on their stash pad piptay. Different
people have different styles.

Snowball: It the beginning of the game, many players plaed tinitial defensive pieces in a group in the dhédof the table. The
adoption of the Snowball had a great effect on gplag, moving most of the game to a central clustgrou watch a game
develop around a Snowball opening, you can reallytee true meaning of the term. The opposite eeGaball.

Squandered Attack: An attack which fails to ice a defensive piece.
Stash Limit: The minimum number of pieces you must have in wash in order to be safe from an Icehouse cadluélly 8.)

Stash Pad:The zone in which a player's unplayed piecestared.

Stash: A player's supply of unplayed pieces.
Victim: A defending piece which is under attack.

Wall: A theoretical barrier that attack pieces must ¢inda order to be successful. A wall is a line
described by the shortest distance between 2 piacesss an open space. If this line separategaok
piece from its target, then the attack piece miggscthis line in order for an attack to succeexd S
Figure 15. (The rules for Walls wedeopped from the rulefor Icehouse long ago, but some veterar
players may still use them.)

Figure 15: A Wall
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ICEHOUSE SAMPLE GAME

Part 1

What follows is a step by step look at a completme. This
sample game includes concrete examples of many anie
strategies that may not be entirely clear afterrjeading the

rules. The final stage of this game serves as r@ngrexercise.

The correct scores appear at the end of the gates;vee
suggest you try counting the score yourself bellmoking at
the answers.

Here's how the notation works: Whenever a piegdaiged, it
is assigned a sequence number. This number indittade
order in which each piece is played, and never gbaiif a
piece that has already been played is moved, thsrchange
is indicated by adding an extension to its sequenceaber.
Thus, if piece 7 is captured and immediately regdayt will
become 7-2. If it moves again, it will become 7F8is allows
you to track the progress of each piece duringytivee. The
diagrams show the playing field at various stagetd the
game; the commentary provides an explanation ot wha
happened and why during each maneuver. Also, diigefirst
diagram, all pieces played or moved since the previ
diagram are marked with a diamond shaped symbol.

For the sake of clarity, this sample game assigtifferent
sequence number to each piece, even though ityreat
pieces may be played at the exact same time. Tinenentary
will make note of plays that were actually simutans.

This game uses standard Icehouse rules, alonghvéth
handicap variation. Before the start of the gameheplayer
gave a 2 point pyramid to their opponent.

To really understand what's going on in this exangame,
you may want to get out your game set and duplidete
sample game in three dimensions, working through géay
to see how and why it happened.

This game was created by playing Icehouse on t@p of
photocopying machine and pressing the "copy" budton
various intervals.

Bl

HEEN

Sample Game: Diagram A

[1] Maria plays a small defender.

[2] Torrence plays a small defender.

Note: Plays 1 and 2 were simultaneous.

[3] Torrence plays his second defender, anotheyirdter.

[4] Maria plays her second defender, also anothmoititer.
Both players have now met their meltdown quota.

[5] Maria uses a two point piece to ice piece Z2'Splaying
offensively. She's currently more concerned withgcer
opponent's pieces than with building up her owredsés.

[6] Torrence however is working on a defense. Hypl
another 1 pointer. His plan is to set up a lindefenders
around piece 3, enclosing it in a fortress.
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[7] Torrence plays yet another 1 pointer defengivide's
closing the gap. All he needs to do is get one raorall piece
out there, in the gap between 4 and 7 (the piegesiglayed)
and he'll have piece 3 safe and sound inside et

[8] Maria, continuing her offensive effort, seeBat/ Torrence
is up to and quickly slides piece 8 (a 2 pointetd iposition,
attacking piece 3.

[9] Torrence is ready with the final piece needeénclose 3
in a fortress... but he gets there too late. Darebiconfused,
he sets the piece out anyway.



ICEHOUSE SAMPLE GAME

Part 2

Sample Game: Diagram B

[10] Maria continues her wave of attacks, icingcgi® with a
2 pointer.

[11] Torrence regears his fortress constructiongléle sets
out a 2 point piece defensively, planning now toirte piece
7 in the same way he attempted to encircle piezariger.

[12] Maria again sees what Torrence is up to aradreattacks
the piece which Torrence is attempting to isolatéde a
fortress.

[13] Now Torrence shifts gears entirely. Insteadaftinuing
to build fortress walls by sacrificing his own deders, he
decides to restructure an attack. He brings ouptig®ner
(given him before the game as a mutual handicaghoasr-
ices himself in the attack on piece 7. Since hesopiace 7,
and piece 7 is how over-iced, he can capture eftieee 12 or
piece 13.
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ICEHOUSE SAMPLE GAME

Part 3

Sample Game: Diagram

[12-2] Torrence captures piece 12. He doesn'ttpant his pad
though, he just repositions it. He turns it so thattack piece
11, thereby blocking the attack of piece 13 on@iéc
Torrence finally has a fortress now (piece 7) aadbt it by
squandering an enemy attack.

[14] While Torrence is busy tinkering around witlege 12,
Maria decides to build a fortress of her own. Fatst puts
down a big piece to wall off a lot of territory.

[15] Moving as quickly as possible after playing Maria
plays a small piece to finishing walling off a faass
containing piece 1.

[16] Looking things over, Maria quickly realizesdwhings.
Piece 4 is wide open, but it can easily be protebieputting a
piece into the gap between 14 and 8. Furthermbeefartress
she just built to contain piece 1 is vulnerabléTakrence
needs to do to crack her fortress is to over-ieeg@R and
capture piece 5. Of course, Torrence used hispniggner a
minute or so earlier, but if he got another onédshe in
trouble. Therefore another fortress would be prudéfter
realizing all of this, Maria plays piece 16 to mrcitpiece 4.



ICEHOUSE SAMPLE GAME

Part 4

Sample Game: Diagram D

17] After restructuring the attack on piece 7, ®oae now
realizes that he can easily block off all attackgp@ce 9 by
playing a single piece. He uses a 3 pointer.

[18] Meanwhile, Maria has examined Torrence's haodk
and observed that although piece 12-2 is squand@redints
vs. 2 points, ties go to the defender) she caragalthe attack
by bringing more firepower to bear on piece 11.

[19] Next, both Torrence and Maria see big, juigydint
enemy pieces standing helpless and unassailed. edtudy
launch attacks. Maria attacks piece 17.

[20] Torrence attacks piece 14.
Note: Plays 19 and 20 were simultaneous.

[21] Since 17 is a three pointer, more firepowardeded to
ice it. Maria attacks piece 17 again.

[22] Same deal for piece 14. Torrence attacks pldcagain.

Note: Plays 21 and 22 were simultaneous.
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ICEHOUSE SAMPLE GAME

Part 5

Sample Game: Diagram E

[23] A brief lull occurs. Maria still has her priser, but see's no good
uses for it. Torrence does have some good attassilgitities, but he's
got another maneuver on his mind. After studyirgtirrain for a
short bit, he decides to attempt an ice trap. ldggppiece 23, a 3
pointer, deep inside an alcove.

[24] Maria falls for the trap, and slides a bigaakt piece into position,
attacking the bait, piece 23.

[25] Torrence closes the trap, blocking all othigaeks on piece 23
with piece 25. Attack piece 24 is squandered. Mairieans. She
wishes vainly for a way to get another attack piecat piece 23. She
picks up her last 3 pointer and tries to sneaktd@ & spot that will
work. She tests a few positions, holding the ptaceway and that

but never letting go of it, until at last she camgs that she can't do it.
There's just not enough room to get the piece thawit crashing.
Maria reflects glumly that if she had a one poietp, she'd be able to
fit it into the required space with no problemut bince she has
nothing left except a big three pointer, she agettat piece 23. She
gives up, and puts her piece back on her stash pad.

[26] Torrence, having watched all of this, putselktpiece 26 into
position, attacking piece 16 and closing off altegs to piece 23 once
and for all.

[27] Maria now decides it's time to use her prisoSie plays it so
that it over-ices her piece 14. She now can capitiner 20, 22, or the
one she just played, 27.



ICEHOUSE SAMPLE GAME

Part 6

Sample Game: Diagram F

[22-2] Maria captures piece 22 and repositions ithat it
over-ices piece 16. Piece 16 is a 1 pointer;ribi& being
attacked by a 2 pointer (22-2) and a 3 pointer.(R&yia can
capture either one.

[26-2] Maria captures piece 26 and puts it backenstash
pad for later use. This maneuver is called tradingBy using
it, Maria was able to turn a 2 point prisoner iat8 point
prisoner.
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ICEHOUSE SAMPLE GAME

Part 7

Sample Came: Diagram O

[28] Torrence attacks piece 15.

[26-3] Maria decides to use her newly acquired Bipo
prisoner to restructure the attack on piece 14.dske-ices
piece 14 with prisoner piece 26, now called 26+% Blaces
the attack piece within range of piece 14, buefasugh away
from the piece to give her some elbow room forriett play.



ICEHOUSE SAMPLE GAME

Part 8

Sample Game: Diagran H

[20-2] Since piece 14 is over-iced, Maria can cepany of
the following pieces: 20, 26-3, or 27. She chogsese 20.
She picks it up, and then sets it back down, this in the
defending position. She places piece 20-2 in the dif attack
of piece 26-3. This leaves piece 26-3 pointing pieae of its
own color (piece 20-2) and therefore squandereglstt leaves
piece 27 squandered (2 points attacking 3 poimid)gives
freedom back to previously iced piece 14.

[29] The only thing attacking piece 20-2 is pie&2 Since
they are the same color, piece 26-3 is squandergpiace 20-
2 is un-iced. Maria solves this problem by attagkiiece 20-2
with her last piece.

[30] Torrence looks around the setup, searchingdonething

useful to do with his last piece. Unfortunatelyernare no un-
iced enemy pieces available for him to prey oneA&hecking
it all twice, he sets his last piece out in thergpiefensively.

The final score for this game was twenty three tsdior Maria
(white) and fifteen points for Torrence (black).
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ICEHOUSE STRATEGIES

ICING LOW, DEALING ATTACK PIECES, & TRADING UP

These are all simple strategies that might not sseobvious. "Icing low" is attacking with low vayieces that won't be so
tempting to take as prisoners later on. So, icgaiidt piece with two 1 pointers, a 2 with a 3, @8 with two 2's. Icing a large
piece with two large pieces is asking for trouble.

"Dealing attack pieces" is taking advantage of im#ien other players have failed to ice low. If some is iced with high valued
pieces in a place where lower valued pieces woalfing, then over-ice them using pieces that prbbabn't be captured. For
example, if you see a spot where someone has i8qubant piece with two 3 point pieces, over-icenhwith a 1 point piece. The
over-iced player will almost certainly capture aidhe large pieces instead of your small piece.

"Trading up" is a way of turning a low valued prigo into a high valued prisoner. It works the savag as dealing attack pieces,
except that you are entirely in control. Here'sgample. If you have a 2 point prisoner, and yauaspot where one of your 1
point defenders is being iced by a 3 point attackem can over-ice yourself with the 2 pointer @agture the 3 pointer, thus

giving you a more powerful prisoner to work with.
mﬂ Osrer-ice wourself with a prisoner.

THE RESTRUCTURED ATTACK

Prisoners are extremely valuable, but some of the
best strategies for their use may not be immediatel
clear just from reading the rules. When you have a
prisoner, you can use it to over-ice your own piece
and then remove whichever attacker you wish. Give
this, you can perform over-icing strategies enyici
your own, without having to recruit the aid or viire

trust of another player. Consider the example én th
Rules section of cracking a fortress via over-icing
You can do that maneuver by getting a third plager
over-ice you so that you can remove the wall, bat t
requires negotiation, which takes time, during whic
the player can be building new fortresses. However
if you've got a prisoner, you can do the maneuver
entirely on your own, quickly and ruthlessly. Figal

if you've got a prisoner, you can often use itdwes
one of your pieces by changing the arrangement of
attacking pieces, via over-icing.

That's what this strategy is all about. Take a labk
Figure 5. You are playing white, and let us assume
that you have a black piece as a prisoner. The firs
thing to do is to play the black prisoner so tha i
over-icing your own piece. Place the attack piece
back a bit from the target, but make sure it'$ stil
within range.

Now you can remove the other attack piece. Captu
it - but don't waste time putting it back on th& pa
Replay it immediately as shown in the fourth step,
positioning it between the new attacker and your
piece.

Now, note that black is left attacking black. The
attacking black is squandered and the defending
black is ripe for attack. You can finish the whole
thing elegantly by attacking the piece you just put

Elock the attack by
plawing the prizoner
a3 a defender.

Figure 5:
Restmctring an attack.

m Howr it starts.

.

Wy
Di‘<

Ice the prizoner.

into position. However, if the attack piece youdied had been a different color, this final steghminot be advisable. The
situation could end at step four with the newlycpl defending already iced, so be careful notadvertently over-ice it.

There! You have restructured the attack to save gaun piece, and squandered an opponent's pidbe jprocess, all thanks to

one prisoner. Don't forget that as soon as theplase is played, the game ends, even if the fitef created an over-ice

situation. If you're not careful, you can find yself starting a big maneuver and then not gettinfinish it because the game has

ended.
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OVER-ICEM INTERRUPTUS

This is any action which abruptly halts over-icimgneuvers by another player. For example, suppose@onent of yours is
busily restructuring an attack that will ultimatelgst you points. You have one piece on your pad the prisoner your opponent
is using for his over-icing maneuvers is the orilyeo unplayed piece in the game. If you play ydace, your opponent's
prisoner will be the last piece, which means lgeti stuck in the middle of an over-ice maneuvecd®@t finish. (Remember that
the game ends when the last piece is played, amdone over-iced pieces can be captured at that.poin

Another way of interrupting an over-ice maneuvdsysdropping a defender in front of a retreatedcktipiece. Frequently when
someone is restructuring an attack, there'll bment when an opponent's piece is over-iced andon®re of the attacking
pieces are positioned at a distance from the victiou have to act quickly, but you may be abledt fiour opponent in his
tracks by sacrificing one of your own pieces. Popnypiece in front of one of the redundant attgaoksas your opponent is
reaching over to re-capture it. His piece will tmenlonger be over-iced, and he won't be allowetdke the prisoner.
Considering the enormous usefulness of prisoneisspften advantageous to force a mutual sacrdfca piece of your own and
an enemy prisoner in this way.

DRAWING ENEMY FIRE

If you've got a prisoner or two and nothing muchagng on, try playing a couple of your pieces dsfeely, out in an open area.
After your opponents fall for the trap and ice thémrget" pieces, you can use your prisonersdueture the enemy attacks and
rescue your targets. This can work extremely viglbur opponents don't have much firepower avadabl

THE PRISONER EXCHANGE

Prisoners are extremely valuable. Finding fun aseful things to do with prisoners is usually e@y.the other hand, obtaining a
new prisoner when you need one is usually a biendifficult. Here is a strategy that can help biimgresh inmates. It can also
be very useful in loosening up stagnant games. Kewé requires a bit of diplomacy, so it only Werin games with 3 or more
players.

Suppose Dr Cool, Number 12, and The Emperor obtiigerse are involved in a game of Icehouse. Theg blow point.
Everybody has a secure fortress, there aren't\ailable attacks, and no one has a prisoner.

Dr Cool looks over the situation. He finds a spbeve one of his 2-pointers is being attacked bypaiBter belonging to the
Emperor. He then finds a spot where Number 12 t#apainter that has been iced by the Emperor. Betbinters are out in the
open enough that they can be over-iced. Dr Codthyusays to Number 12, "If you over-ice me heltepVer-ice you there. Then
we can each capture one of the Emp's pieces." Nubitbeods in agreement, then they both follow thfowith the scheme.
Now Number 12 and Dr Cool each have a prisonemrgdly, the Emperor is very upset by this, anddbeas to have them both
shot.

This maneuver is called a "Prisoner Exchange."
TIP BLOCKING

This strategy can be risky, but can also be effecfio use it, you need to find an attack situatiowhich the tip of an attack
piece is some distance away from the victim pigéen all you do is steal the attack - you placeradtack piece in front of the
other attack piece, blocking its attack and allaywwours alone to succeed. To see how this works, & Figure 6. If (a) and (c)
were the only pieces in position, you could slidgiece (b), squandering piece (c) and enjoyingttack on piece (a) all by
yourself.

Figure 6: Tip Blocking.

The danger here is that if the victim piece getsréged, the owner of that piece could first captywur piece, then go on to
capture the original attacking piece. If the playas a prisoner he can do the over-icing himselfglven if he needs an ally, he
probably won't have much trouble finding one, siti@player whose attack piece you squanderedaimibst certainly be

willing to help. Better his piece should be a pnspthan simply sit there squandered. Thereforeroése caution when using this
tactic.
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THE FORCED RETREAT

This is a good tactic to use when a game hasdidva point and you want to shake things up. Fa thaneuver to be really
effective, you'll need a high value prisoner aneesal locations where pieces belonging to you eed,iout in the open.

Here's how it works. You take your prisoner andrége your own piece. Then you reposition the ordgjiattack piece so that it's
back a short distance from the victim (but is stilthin range). In other words, you force the anggliattack piece to retreat. Then,
you recapture your prisoner. Next, do the samegttorall of

your other defensive pieces, at least to as magpasan get

at.
Then, sit back and see what happens. This taatigldtshake W u

up the players whose pieces you've forced to retdleof the
retreated pieces are open to squandering, bydigkinlg

(shown above), or by neutralizing the attack (asshin O

Figure 2).
THE ICE TRAP

This strategy is shown HRigure 7. Put a 3 point standing The niche
piece into a niche. Wait for the attack, then blotfkany é'ly

more attacks with another standing piece. If daweectly,
you can build a fortress and squander someonatkgttece

at the same time. (A single attack piece will n@¢drenough
points to successfully ice a three point piecei} Blrategy Qmﬂmmmmnﬂmw
takes a little practice and some guts, but it works

-{—*’\
STEALING A FORTRESS O

The bait.

This tactic won't win you many friends, but it megep you
out of the Icehouse. Timing is everything. Oftemplayer will
build a fortress by first building a shell and thdmopping a
piece into the enclosed space. If you see anothgeip
building such a shell, you can get your piece readyje Figure 7: The Ice Tmp
they're building the fortress walls. Then, you daop your

piece into their fortress shell while they are reéag for the piece they plan on putting in. Nasiyt effective and deliciously
evil.

The hapless
attack.

THE SLANTED ATTACK

The way you position an attack piece can sometieésrmine whether or
not an attack gets over-iced. If you are making attack and you don't
want the victim piece to get over-iced, try slagtthe attack (as shown in
Figure 8). Head-on attacks can be over-iced, wbahsometimes result in
the squandering or capturing of your attack pi&anted attacks, on the
other hand, are sometimes safer.

Note however, that while some strategic situatiaikfor the slanted
attack, you should NOT get into the habit of makétigof your attacks
slanted attacks. This type of piece placement reguxact precision and is Slanted attack Hon-glanted attack
easy to screw up. If you _sIanF the attz?\ck too myohr line pf attack can Figure 5: Slanted Atacks

end up missing your victim piece entirely, and yatiack piece won't be

pointed at anything. Because of this, slanted lestéend to create confusing attack configuratiohglvcan lead to arguments
about what's really being attacked. Also, it'staelsier to crash while attempting to play a skduatitack. And finally, there's
really no point in positioning your attack piecelis way unless the situation calls for it, anéhdcso just makes things
needlessly complex. Unless you are able to blotklbpotential over-ice locations, don't bothettwtihe confusion of the slanted
attack. Attacks made on pieces standing out irgen, for example, should never be slanted.

GANGING UP

Quickly look over the playing field and mentallylyathe scores. If one player is beating the livataylights out of everybody
else, then the losers might want to pool their uesgs in order to defeat the common enemy. Thragept working together can
do a lot of damage to one player, no matter howddwoor she is. If you're lucky, the scores willpae out - with yours on top.
Tip: The Prisoner Exchange works very well togethi¢h this strategy.
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THE CHEESEBALL MANEUVER

Ok, so you're tired of getting put in the Icehows®] it seems like you can never get Cheezsehall
fortress built in time to prevent it. And so, yoetghis great idea. When the game ./ Fortess
begins and everyone is playing pieces in the midtitee table, you instead play

several pieces over to the side, using the edgeeaftash pad or the edge of the tabl
or even both as defensible locations. And you stamseveral defensive pieces
quickly, gaining a safe and secure fortress earlindhe game. (See Figure 9.) You Edge of tahle _1
now don't have to worry about getting put in th«Ius_e. The only problem is that Figure 9: & Cheesehall Fortess
the other players seem to be annoyed with you. i&/kyis?

This rather poor strategy is known as the "ChedkBtameuver." Why is this a poor tactic? Simply base it's a cop-out. It's a
way of meeting a game goal without using any cleteategies or tactical skills. Also, since thisnmaver is conducted on the
side, away from the real arena of play, it smadkwardice.

This leads to a commonly asked question: Is thiad&ncool? Well...it's Cool to play to the centeut that doesn't make it
Uncool to play to the side. The thing to understarithat the Cheeseball Maneuver is typically usititer by inexperienced
players, or by desperate players. Inexperiencegepdause it because they aren't yet skilled en¢adihd more interesting and
equally safe ways of building fortresses. Despephtgers use the Cheeseball not at the beginnitigeagame, but when they are
approaching their stash limit and feel they caettagfortress any other way. There's nothing unabolt using the Cheeseball in
this kind of situation, since even the most expexrég player can get desperate.

The real problem with Cheeseballing is that it Eetwlboring, stagnated games. As players get kmtteehouse, they soon
realize that a cop-out tactic like the Cheeseball
Maneuver quickly leads to lackluster games.

The fun of Icehouse comes from struggle. It's not Mﬂﬂlﬂﬂm ﬂﬂﬂ[ﬂﬂm
unlike a movie or a book; there must be conflict -

without it, there's nothing to hold one's interest. 1.} This is the 2.) Cyer-ice

o initial satp FOUL 3 pointer S
Players who use the Cheeseball are depriving ' witha3poimt 7 ! 3) Since
themselves of the stress and excitement of tryong t Drisomer. gL v
eek out a fortress in a hostile world. This is gana : ?ﬁr:acﬁd’
part_of the fun of I<_:e_holuse... and what's the pofnt 4} poll back
playing the game if isn't fun? After players use th the other 3

Cheeseball for a while, they will either evolvebtetter f pointer,
strategies or will simply stop playing, becausérthe

games are always dull. . J,e'
THE 2-FOR-1 EXCHANGE Iﬂmmﬂﬂmﬂmﬂ i .

This strategy plays on a very common situation: A 3
pointer being iced by a 1 pointer and a 3 poirifer.

done successfully, this will allow you to save pdnt |-} Fext, ™ 6.) Tour 1

: . . \ captore the | pointer is now
piece (at the expense of a 1 point piece) andlyou'l  |{ pojnmer, assively
wind up with more prisoners than you started ot wi over-iced , so

5.0 Setont om can

one of O0UL C&PUJIE ald
O OTe polnfer.
pointers so

Figure 10 show how the 2-for-1 Exchange works. Or
important thing to keep in mind: You need a onenpoi
piece of your own color. If you have a tendencyplay

. . that both of
all of your small pieces early in the game, you Wba the thiee
able to do this maneuver. poiiters are

attacking it.

a 1 point piece that's being iced by a 3 pointer -

situation that's perfect for Trading Up or Dealing ‘4 "mmlmn
Attack Pieces.

Also note that at the end of this maneuver, yalite m

STEALING A PRISONER Figure 10: The 2-for-1 Exchange

This strategy is a response to the 2-For-1 Exchdtigdasically a special version of the Over-ideterruptus strategy. Here's
how it works: when you see an opponent setting Rg-ar-1 Exchange, get a 1 pointer into your haren, when they reach for
their own 1 pointer, quickly drop your 1 pointetdrihe spot your opponent has prepared. If you dght, you'll get to capture
the 3 pointer, and your opponent will have endetraging a 3 point prisoner for a 1 point prisorfend if you didn't have any
prisoners of your own prior to this, doing this metyou really turn the tables.
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THE SMALL PIECE FEINT

The Small Piece Feint is basically a defense agtiiesstrategy called "Stealing a Fortress." Howeyeu may not be able to get
away with this in games with more than 2 players.

Suppose you see a niche where you could closenadfer with one piece and then get a fortress dypiing a 1 pointer into the
enclosed space. You have 2 options. Option 1 ddofse the space off first, and then drop in youalspiece. However, your
opponent may steal the fortress from you by draoppira 1 pointer while you're reaching for a smédice of your own. Option 2
is to place the 1 pointer into the niche and ttedrost the blocking piece to create the fortregmiA, this may fail because your
opponent can probably attack your 1 pointer while gre reaching for a piece to block off the attack

The Small Piece Feint is a combination of the 2omst What you do is this: Act as if you are usihgtion 2. Pick up a 1 pointer
and hold it over the niche, as if you are tryingée if it will fit. You might even set it down the niche - just don't let go of it.
While you're doing this, keep an eye on your opptadiand. Wait until he or she picks up a 2 poirteur opponent will
obviously try to attack the 1 point piece you aseg to bait the trap. Once they've got an attaekepin their hand (and they're in
an attack-oriented mindset) then quickly pull theointer back and switch to Option 1. Set the dgumege on your pad, pick up a
2 pointer, block off the niche, then pick up thpdinter again and drop it into the enclosed space.

This will usually work because your opponent wil b step behind you during the entire maneuvery Wun't know what you're
up to when you take back the piece you were gettagy to play, and when they see that you've getnapty fortress shell,
they'll have the wrong size piece in their hand tney won't be able to steal it from you.

Be warned that if you try to use this strategy agiaihe same person too many times, this strateyylose its effectiveness.
THE STEALTH PIECE

This is a simple little strategy that often worksisingly well. Although it involves playing agie near your stash pad, it
should not be confused with the Cheeseball Manewwdch is a very different kettle of fish.

What you do is watch for a moment when no oneokily at what you are doing, like when someonesaking a fortress and
everyone else is concentrating on the pieces imilddle of the table. Then, just slide one of ypigces off of your stash pad and
onto the table right next to the stash pad. Witk the other players won't look closely enoughaatr stash pad to notice that the
piece has been played. Sometimes, of course, gat'taught right away and the piece will get idmd,often it will go

unnoticed for a very long time, sometimes until tkey end of the game.

The good thing about this maneuver is that if yeturgabbed, it's no big deal, but if you survive etedted you have a small
insurance policy against being put in the Iceholisea blast when someone thinks they've got yalithey call Icehouse, and
you then point to your stealth piece and say "Yassed this one!" Of course, they'll soon be scramgltb ice it and make the
call again, leaving you in Icehouse Panic modesitgsout the last of your pieces defensively, hgghey run out of ammo - but
the fun of revealing your hidden piece can almoskenup for the pain of being put in the Icehousep&haps the diversion will
allow you to build a fortress while they're icinguy stealth piece.

On the other hand, if you get to the end of the gganthout anyone naoticing it, then it got you sonassle-free points.
THE SHOTGUN

At the EighthTournamentJakeDavenport confounded and confused his opponetttsanmever-before-seen strategy. His new
approach so disrupted conventional Icehouse thinttiat Jake found himself with a big target onforehead at the Ninth
Tournament. In the post-tournament discussionserinternet maiing list, the strategy was identifidissected, and labeled "The
Shotgun”. Here's how it works, but be warned, iymat win you many friends.

It's a passive strategy:
1. Don't attack.
2. Play defenders with space around them.
3. Use a prisoner to squander any attacks.

The Shotgun calls for expertise in the undoingtte#fcks through the use of prisoners, something isakighly skilled at. If
prisoners cannot be obtained (a problem Jake tarashis strategy was recognized and opposed ,waldd switch to this
aggressive strategy:

1. Attack someone who is close to being in thedcsk.
2. Icehouse him and get his pieces.

3. Switch back to the passive strategy.
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