lllegal moves

There are illegal moves that will result in an immediate loss.

< Two Pawns (Nifu) >

Dropping a Pawn onto a file
containing an unpromoted
Pawn (promoted Pawn and the

< Nowhere to Go >

Dropping a piece on a square
with no legal moves, such as
a Pawn on the furthest rank.

< Drop Pawn Mate >
(Uchifuzume)

A dropped Pawn gives an

immediate checkmate (it may

How to Play (Two players)
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Feature of Master Shogi

A shogi game with pieces that have their
available movements drawn on each piece.

give an immediate check unless

e Move pieces in turn
it is also mate).

to checkmate (a state
there is no available
move to evade an attack)
the other player’s

King to win the game.

opponent’s Pawn do not count). No available move @ Decide who moves first and place the pieces on the board.

X Lr Ir Ir >|< E@j%ﬁ: The first player uses the King piece with a dot (&) and
(R 7 m |= 1 the second without it (E).
el LH'J]HJ G @ Play a move in turn.

._’_[, I 1 1 @ The player who checkmates the other player’s King wins
z

It is legal to mate a King by moving the game.
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a Pawn on the board.
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Please be careful when removing the game piece from the runner gate.
Please completely remove the extra plastic.

The Basics

There are eight types of pieces.
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xThe act of taking back moves (matta) is undesirable. When playing shogi, good manners are important. They are given different names g";g”’;g’”ég’%
and movements when reversed ‘/ﬁg/g;"
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Initial stage  eMake the Rook and Bishop easy to move. Right side Abbreviaions Reverse side
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Middle stage  eYou can sacrifice some pieces to promote a strong piece. %gmg; Fon
eDrop pieces to attack or defend.
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xThis is a simple scale. It is not rare that the
Knight/Lance/Pawn is more useful than the
Rook and Bishop.

A Gold dropped in front
of the opponent’s King

Black uses &£.—
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The initial setup is printed on the board. Place
pieces according to the abbreviated symbols.

= B « B Promoted There are 40 pieces to place on the board. R {1
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(Ryosna) e & (r?a"riclfyo) The closest three ranks are your territory, and 1

the furthest three ranks are the opponent’s territory.
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Rules

When you move a piece to a square occupied by an
opposing piece, you can capture the piece. Remove
and retain the opposing piece in hand for later use.

Captured pieces are retained.

When a King is to be
captured on the next turn,
the King is in check. The
player whose King is in check and the opponent wins
must remove the check.

m Checkmate(Tsumi)

When a King is in check
but there is no legal move
to play, it is checkmate

the game.
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xYou don’t have to call a check.

Eight pieces have different
movements. When there is
an opposing piece on

a square you can move

a piece to, you can capture

the piece with yours.

Bishop

(Kakugyo)

King
(Ohsho) H 1
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Rook

(Hisha)

Moves one square in any direction.

Moves any number of squares in
an orthogonal direction but cannot
jump over a piece.
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Moves any number of squares in
a diagonal direction but cannot
jump over a piece.
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Moves one square in any direction
except diagonally backwards.

Lance 7
(Kyosha)
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Jumps to one of the two squares positioned
diagonally forward from the square adjacent
and forward of the Knight. (Unlike in chess,
no moves to the sides or backwards.)

Moves any number of squares in
the orthogonally forward direction
only. Cannot jump over a piece.

Moves one square diagonally or
one square forward.
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Moves one square in the

orthogonally forward direction only.

How to promote

When your piece enters the opponent’s territory, you can
promote the piece by reversing it. A promoted piece has

a different name and moves. There are three moves where
you can choose to promote the piece.

(DEnter the opponent’s territory.
(@Move inside the opponent’s territory.
(®Move out of the opponent’s territory.
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xYou don’t have to promote even if you can. Promoted pieces cannot be reversed back.

Movements of promoted pieces

There are six types of promoted pieces printed in red with arrows. King and Gold cannot be promoted.

Promoted
Rook
“Dragon”

Promoted
Bishop
“Horse’
(Ryuma)
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Silver
(Narigin)
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Moves any number of squares in
an orthogonal direction and one
square in a diagonal direction.

Promoted
Knight
(Narikei) | Q ﬂ :
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Moves any number of squares in
a diagonal direction and one
square in an orthogonal direction.
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Moves one square in any direction
except diagonal backwards.
The same movement as Gold.
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Moves one square in any direction
except diagonal backwards.
The same movement as Gold.

Moves one square in any direction
except diagonal backwards.
The same movement as Gold.

Moves one square in any direction
except diagonal backwards.
The same movement as Gold.

How to drop (Mochigoma)

A captured piece can be used as your piece by placing it on the board in any move (the move is

called a drop).
< To attack >

Examples of dropping a piece to attack.
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< To defend >

Examples of dropping a piece to defend.

*Caution

Even if you drop a piece

in the opponent’s territory,
it will not be promoted
(reversed) immediately.
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