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Contra is a game for 2 players from 10 years of age, playing time is approx. 30 minutes.  

Game material: 28 Crown tiles, 26 Player tiles and 24 coins.  

Idea of the game

The kingdom is without a king. The mighty are quarreling and trying through skillful play of the player and crown tiles to accumulate sufficient wealth to buy their way onto the throne. Only a player who achieves sufficient agreement gets the precious coins. If this doesn't happen, though, big losses will occur. Whoever is able to put his opponent under heavy pressure can even win the game prematurely and in particularly glorious fashion.  

Set-up  

· One player takes all the player tiles with the "Bear", the other takes all of those with the "Woman".

· Each player forms a face-down stack with his player tiles and then turns 3 of them face-up in front of himself.

· The crown tiles are mixed up and formed into a face-down stack.

· 3 of these are set out face-up as a common reserve.

· Additionally, 2 of the crown tiles are placed face-up in the middle of the table so that their corners touch (Fig. 1). They form the starting layout in the unrestricted playing area.

· Each player gets 3 coins.

· The rest of the coins are set aside as a reserve.  

Course of the game

The players alternate turns. The Bear player begins. He has 3 possible actions from which he must choose one:  

· He can place 2 crown tiles or

· he can place 2 of his player tiles or

· he can place 1 crown tile and 1 of his player tiles in any order.  

If the player places crown tiles, the common reserve is filled back up to 3 crown tiles from the face-down stack again.  

If the player places player tiles, his reserve is filled back up to 3 player tiles from his face-down stack again.  

When replenishing, players don't choose a tile but, rather, always take only the one on top. If the corresponding stack should be depleted, it is not replenished.  

When a player tile is surrounded on all four sides, it is scored* immediately.  

After the active player has completed his actions, the other player takes his turn.  He has the same 3 possible actions, etc  

Player tiles may only be placed next to one or more crown tiles already in play, e.g. the player tile must be placed either immediately horizontally or vertically adjacent to a crown tile that has previously been placed. Also, at least one edge of the player tile must match in color with at least one of the crown tiles it is placed next to.  It does not have to match color on all sides, however.  

Fig. 2  The player may place his player tile here because its yellow edge matches the yellow crown tile.  It doesn't matter that the blue edge doesn't match the green crown tile since the requirement to match at least one color has been met.  

Crown tiles may only be placed next to one or more player tiles already in play, e.g. the crown tile must be placed either immediately horizontally or vertically adjacent to a player tile that has previously been placed. Also, the crown tile must match in color with at least one edge of one of the player tiles it is placed next to.  It does not have to match color on all sides, however.  

Fig. 3  The player may place the crown tile here because it matches the green edge of the upper player tile.  It doesn't matter that it doesn't match the red edge of the other player tile since the requirement to match at least one edge color has been met. In this fashion, players may place unsuitable colors next to their opponent's player tiles.  

If a player has no more player tiles, he must place crown tiles.  

Scoring*

As soon as a player tile is surrounded on all 4 sides, it is scored immediately:  

· if all 4 sides of the player tile match in color with the adjacent crown tiles, the owner of the player tile gets 1 coin from the reserve (Fig. 4).

· if fewer than 3 sides of the player tile match in color with the adjacent crown tiles, the owner of the player tile must pay 2 coins into the reserve (Fig. 5).  

If a player goes broke, the game ends immediately and that player loses.  

If there are no coins in the reserve, players don't get to take one (and they don't get to make up the difference later when coins are put back into the reserve).  

End of the game

The game ends:  

· when a player goes broke or

· when less than 2 crown tiles are left in the reserve at the beginning of either player's turn.  

The player with the most coins wins, otherwise there is a draw.  

Fig. 4  Once the green crown tile is placed, the player tile is surrounded on all 4 sides. Since all 4 edges match in color with the surrounding crown tiles, the owner of the player tile immediately gets 1 coin.  

Fig. 5  Once the yellow crown tile is placed, the player tile is surrounded on all 4 sides. Since fewer than 3 edges match in color with the surrounding crown tiles, the owner of the player tile must immediately pay 2 coins.
