SPECTRUM







Spectrum Rules (2-6 players)

The goal of Spectrum is to capture a set number of colors in the center of the board. Pawns enter the
board via the six white outlined stars in the primary colors, the same colors that are on the dice.

There are 12 colors to capture: 6 Primary Colors & 6 Intermediate Colors. Pawns are moved into play by
rolling color-sided dice. They can jump & capture opponents on their way to the center Color Stars. All
decisions are based on dice colors.

# of Players Color Stars Need To Win
2 7
3 5
4 4
5 3
6 3

Winning The Game
The first player who captures the required amount of colors by reaching the center gold stars wins the
game.

When capturing a Color it must be captured by the exact amount of moves required. A pawn one space
away from capturing a Color cannot do so on doubles unless it can move sideways first.

Setup
Each player chooses a color and takes the 10 pawns of that color. The color of the pawns has no bearing
on gameplay.

The Board
There are 6 primary colors and 6 intermediate colors. - The 6 primary colors are;
Red, Orange, Yellow, Green, Blue and Purple.

Between the primary colors are 6 intermediate colors.
Red-Orange, Orange-Yellow, Yellow-Green, Green-Blue, Blue-Purple, Purple-Red



Basic Movement
Every turn a player is given a movement allotment of two spaces. HOW to use those 2 moves is up to

the player, but WHERE they will be allowed to move is determined by the colors rolled. Normal movement
only allows movement between spaces with shared full sides.

The Dice & When To Add More

There are 4 color cubes: Each side of a cube is one of the 6 primary colors.
Gameplay starts by rolling 2 cubes. Players unlock additional cubes as gameplay progresses.

After the 4th Color Star is captured, a 3rd cube is added into play for all players.
After the 8th Color Star is captured, the 4th cube is added.

Playing the Game
Players choose who will go first and establish an order of play.
A player's turn consists of a roll and movement of a pawn or pawns on the board.

The players is allotted two spaces of movement. The roll determines which colors that pawns are allowed
to move on, during that turn.

All pawns start off the board and must enter at the start of one of the primary colors.
Each starting point is marked by an outlined white star.

The Rolls
Every game begins with players rolling 2 cubes. The colors shown on the cubes indicate which colors a
player may start/move a pawn on during that turn. Later in the game players will be rolling 3 or 4 cubes

and choosing the best 2.

When rolling multiple cubes, a player does not have to choose the “best” roll. At times, it is wiser to take
a normal roll as opposed to a special roll.

Capturing A Color

Moving to the center spot with the gold star captures that color for the player.

A Pawn must move the exact amount of spaces to capture a color. A pawn one space away from
capturing a color can not capture when rolling doubles since doubles require a pawn to move 2 spaces at

once.

Each Color Star is captured once and cannot be recaptured or stolen.



Movement in Primary Colors

The primary colors(Red, Orange, Yellow, Green, Blue, Purple) are on the dice and are paths on the
board(each has a star on the outside rim). However on the board, they are each separated by an
intermediate color. For example, on the board Red & Orange are separated by Red-Orange.

The primary colors can always be moved in. If a player were to roll RED BLUE on 2 dice, they could
move in either Blue or Red paths on the board. Since the dice have all 6 primary colors on them,
moving in a primary color path is ALWAYS an option.

Movement in Intermediate Colors

There only two times that pawns can move into, out of, or within the 6 intermediate colors.

1. When a player rolls two primary colors that are next to each other on the board, the
intermediate color between them is now open for movement.

For example, if a player were to roll RED ORANGE which are next to each other on the board,
instead of being limited to just moving in the red and orange paths, the player can also move
into, out of, or within the Red-Orange intermediate colored path between Red & Orange. They
are still limited to 2 total spaces moved, but they now have 3 paths to move in.

2.  Any special roll opens the intermediate colors on either side of the colors involved in the special
roll. This means in addition to the 2 primary colors involved in the roll, the player may also
move in the intermediate colors on either side of the rolled primary colors.

For example, a player rolls ORANGE ORANGE. The will first get their standard 2 moves in the
orange path.

For the bonus, they may either move 2 spaces in the color on the bottom of the dice

OR

2 spaces in the 2 intermediate colors on either side of Orange or Blue. Thus 4 intermediate
paths are open in addition to the primary colors of Orange & Blue.

Summary

Intermediate colors are open open for movement when a player either rolls two primary colors that are
next to each other on the board or a special roll.

Any other “normal” roll consisting of two primary colors not next to each results in all intermediate
paths being closed to the player that turn.



Primary Colors Not Next To Each Other

When primary colors not next to each other
are rolled, no intermediate colors are open for
movement.

In the case of this roll of GREEN PURPLE,
the player would only be able to move in 2
paths: green and purple.

Primary Colors Next To Each Other

When primary colors that are next to each
other are rolled, the intermediate color
between them is open. Pawns may be moved
into, out of, or within the open intermediate
color.

In the case of this roll of BLUE GREEN, the
player would be able to move in 3 paths: blue,
green, and into, out of, or within the blue-green
intermediate color.

Doubles & Special Rolls

When doubles and other special rolls happen, the
intermediate colors on either side of the rolled
colors are open. Pawns may be moved into, out
of, or within the open intermediate colors.

In the case of this roll of GREEN GREEN, since
RED is the bottom color, the intermediate colors
on either side of green and red are open.

The player would be able to move in 6 paths: red,
orange-red, purple red, green, yellow-green, &
blue-green



NORMAL ROLLS
What does Primary Colors Next To Each Other Mean?

While primary colors are separated by intermediate colors, when referring to being next to each other, it is
simply the primary color to either side of the one in question.

Red is next to Orange and Purple
Orange is next to Red & Yellow
Yellow is next to Orange & Green
Green is next to Yellow and Blue
Blue is next to Green and Purple
Purple is next to Blue and Red

PRIMARY COLORS NOT NEXT TO EACH OTHER

A pawn may move a total of 2 spaces:

Move 2 spaces in either primary color shown
OR

Move one space in each primary color shown.

The player may choose to move 1 space at a time or both spaces at once.

A roll of Green/Purple on two dice is an example of two primary colors not next to each other. The player
may move twice in Green, twice in Purple, or once in each.

PRIMARY COLORS NEXT TO EACH OTHER

In addition to moving within the shown primary colors, a pawn may also move WITHIN, INTO, or OUT of
the intermediate color between them that turn.

A pawn may move a total of 2 spaces:

Move 2 spaces in either primary color shown OR 1 space in each
OR

Move 2 spaces in the intermediate color between them

OR

Move one space in a primary color & one space in an intermediate color

Moves may be 1 space at a time or both at once.

A roll of Green/Blue on two dice is an example of two primary colors next to each other. The player may
move in Green, Blue OR IN, OUT or Through the Green-Blue intermediate color.



SPECIAL ROLLS

DOUBLES

A player may move a total of 4 spaces:

2 spaces in the color shown on the face of the cubes

AND the choice of

2 spaces in the color shown on the bottom of the cubes

OR

2 spaces into, out of or within any intermediate color next to the colors shown on the top or bottom.

Unlike normal rolls, a single pawn MUST move 2 spaces, although those 2 spaces can be used one
space at a time.. A pawn MAY NOT move only 1 space on a color like it can on a normal roll.

TRIPLES

When rolling 3 or 4 dice, if 3 dice show the same color, it's a Triple.
A player may move a total of 6 spaces:

3 spaces in the color shown on the face of the cubes

AND the choice of

3 spaces in the color shown on the bottom of the cubes

OR

3 spaces into, out of or within the intermediate color to the colors shown on the top and bottom

Unlike normal rolls, a single pawn MUST move all 3 spaces at once.



DOUBLE DOUBLE
When rolling 4 cubes, if 2 dice show one color and the other 2 dice show another color, it's a Double
Double

A player may move a total of 6 spaces:

2 spaces in the color shown on the face of the cubes

AND

2 spaces in the color shown on the bottom of the cubes

AND

2 spaces into, out of or within any intermediate color to the colors shown on the top or bottom of BOTH
dice.

Like Doubles & Triples, a single pawn MUST move 2 spaces. A pawn MAY NOT move only 1 space like it
can on a normal roll.

QUADRUPLE
When rolling 4 cubes, if all 4 cubes show the same color it's a quadruple.

A player may move a total of 12 spaces:

4 spaces in the color shown on the face of the cubes

AND

4 spaces in the color shown on the bottom of the cubes

AND

4 spaces into, out of or within any intermediate color to the colors shown on the top or bottom.
The same rule about a single pawn taking all 4 spaces applies.



Normal Movement vs Jumping Movement

A pawn may only move to, or jump over, an adjacent space that shares a full side with the current
space. Adjacent spaces that share only a point are off limits.

However when landing a jump, a pawn may land on ANY space adjacent to the jumped one. Thus a
pawn may land a jump on a space that shares a full side or shares only a point with the jumped space.

Capturing
Two pawns may never occupy the same space.
A pawn landing on an opposing pawn captures it.

The player making the capture may place the captured pawn back on to the OPEN starting space of any
primary color.

If there is no OPEN starting space to place the captured pawn, the pawn is placed back into the captured
players pawn stock

Jumping

Jumping is an extremely powerful move in Spectrum. Combined with a special roll or doubles, jumping
can instantly change momentum, position, and control of the board.

Rules for Jumping

The roll must allow legal movement to the jumped space AND the landing space.

The cost of a jump is 2 spaces: one for the jumped space and another for the landing space.
A pawn may only jump a space that shares a full side and is occupied by an opposing pawn.
The landing space may be adjacent by full side OR just a point.

A pawn may land on ANY space adjacent to the jumped space except the spaces adjacent by full side to
the one the pawn started on. A space that can be, or is jumped, can’t be landed on.



Jumping Example
Blue has the following jumping opportunities:

Jumping Orange - To jump orange blue must roll Blue/Green. This would allow movement into the
intermediate blue-green color the orange pawn sits in. If Blue/Green were rolled, blue could jump orange
and land in any of the spaces marked with a orange check.

Jumping Green - To jump green, blue can roll any roll with a Blue/Any or roll Blue/Purple. The roll with
Blue/Any, would allow blue to jump green and remain in the blue path. The roll of Blue/Purple would allow
blue to jump green and land in the intermediate color of blue-purple.

Jumping Red - Blue may not jump the red pawn because it only shares a point with the red pawn, not a
full side like the orange and green pawns.

The Black X - This is one space blue could not land on because it shares a full side with the originating
space. Blue could also not jump and land on the orange or green pawn(same rule). However blue could
forsake jumping and simply capture either the orange or green pawn by moving 1 space and landing on
either.




Jump/Capture

A pawn that jumps one pawn and lands on another, performs both a jump and a capture. The captured
pawn is returned to an open starting space, or the player's stockpile if all starting spaces are occupied.
Remember that a pawn cannot land on an opposing pawn it just jumped. However it may land on any

other pawn residing in a legal landing space.

Rules Summary

Entering & Moving

Pawns enter the board on the star of one of the 6 primary colors. A pawn may never start on an
intermediate color.

A pawn may only move to, or jump over, an adjacent space which shares a full side with the starting
space. If jumping, a pawn may land on ANY space adjacent to the jumped one.

Capturing A Color

A Color must be captured with the exact amount of moves. Be careful about sitting one space away from
capturing an intermediate Color Star. If you roll doubles, you will not be able to capture the color star as
the pawn must move 2 spaces at once and it is only one away from capturing the Color Star.

A player MUST move a pawn or start a new pawn unless the following 2 conditions are met:
- No movement of any kind is possible by any pawn on the board.
- The roll will not allow a new pawn to enter OR the player has no pawns left in reserve.

Normal Rolls

ROLLING PRIMARY COLORS NOT NEXT TO EACH OTHER
A pawn may only enter or move within the colors shown on the dice. Movement into, out of, or within
intermediate colors is not possible.

ROLLING PRIMARY COLORS NEXT TO EACH OTHER
A pawn may move in either primary color AND/OR into/out of/within the intermediate color between them

Special Rolls

These will allow for extra movement during the turn. Instead of just 2 spaces, a pawn may be allowed to
move 4, 6, or 12 spaces. Special rolls also open the 2 intermediate colors on either side of the rolled
color and the color on the bottom of the dice. A player may also move the same pawn multiple times if
desired.



OPTIONAL SELF JUMPING, SELF CAPTURE, & SURRENDER RULES

Under basic rules, pawns can only capture or jump opposing pawns. The following two rules remove the
word opposing from the original rules.

A pawn may jump a space occupied by ANY pawn, including pawns of the same color.
A pawn landing on another pawn captures it, including pawns of the same color.

These two rules should be used by experienced Spectrum players once they understand the game.
Players can choose to use one, both or neither of the optional rules.

This changes the strategy as now using pawns in tandem or teams can help the player move around the
board very quickly. Every pawn on the board is now a jumping or capture opportunity.

Choices on which colors to use are also impacted, as it may be beneficial to move pawns in a closed color
simply to gain/use self jumping or self capturing powers.

Self Capture

Normally capturing an opposing pawn and sending it to an unwanted primary color starting point is both
an offensive and defensive move. The pawn is removed from the color it was in, and placed in a color that
is closed or one that the opponent has one or more pawns already in.

With self capture, it is purely an offensive maneuver. Self capture is the ability to teleport one of your own
pawns to a different, and strategically better color. It can undo what a typical capture, or captures have
done; essentially remove pawns from an overpopulated color or board area.

Self Jumping

Again the self jumping rule changes the games in more ways than would be apparent. With base rules,
rarely would a player want to jump themselves or have multiple pawns in the same area of the board.

With the self jumping rule, using pawns in teams or tandems can allow for blitzkrieg like tactics given a few
good rolls.

Under normal rules a player, by bad rolls or via capture, can end up with 2-4 pawns in one color or area of
the board. This severely limits what colors they can capture and how quickly they can undo the situation.
With self jumping, placing captured opposing pawns becomes much trickier.

Surrender

Instead of rolling, a player may choose to surrender a pawn on the board and return it to their stockpile.
The player does not get to roll or move any pawns if they choose to surrender. A player may only
surrender one pawn per turn.



TIPS & TRICKS

When sitting behind 2 opposing pawns, or entering the board on a color where the first two space of
the color are occupied by opposing pawns, you will have two options.

The first is to use the 2 space allotment to jump over both.

The second is to take the 2 space allotment one space at a time and capture both pawns

On specials rolls, a pawn that was moved once, may be move again.

While each color path is linear, Spectrum is not a linear game. Pawns can move any direction and
often have multiple options of where to move, who to capture, or who to jump. Make sure you have
examined all your options before moving quickly.

Likewise, once 3 and 4 dice are rolled, choosing which dice to use should be carefully considered.
The best choice of dice and moves may not be the most obvious ones.

The ideal strategy is to race up primary colors uncontested. IF uncontested & safe, a pawn can hover
at the top of a primary color and wait for one roll to open an intermediate color and capture it or the
primary color.

Primary paths will be crowded and dangerous. Intermediate color paths are slow and safer. However
beware moving pawns into intermediate colors too soon as they will only be able to move when rolling
the adjoining colors or special rolls. This means it could take 7 to 8 movement spaces, or 4 perfect
rolls, to capture the intermediate with the slow slog up the path.

The first half of the first game for a player new to Spectrum will be about where can | move. The
second half of the game normally becomes where is my best move.

Early play is about trying to race up uncontested primary colors. If your opponents will let you simply
walk up a primary color without challenge take the opportunity whenever possible.

Games that start with a lot of early captures will take longer. In fact most times it is better not to
capture opposing pawns during the early game, but rather focus on primary colors others are ignoring.
In addition to better tactical positions, this will make the first backstab even more effective and
satisfying later on.

Helping newer players by pointing out or discussing their various move options and the strategic value
of each will help ramp newer players up quicker.

CREDITS

Game Design - Joe Devlin

Lead Playtesters - Tim Lorber & Jay Caddle

Special Thanks - To the Indie Game Lab Discord Group & the 100’s of Pax Unplugged attendees that

playtested Spectrum. Their criticisms and suggestions were vital in shaping and fine tuning the game.
It would be a far less enjoyable experience without their contributions.






| I T SEERN ®m wA B H ®u ® | |
NEEENR [ LI | a L N sEEEN

NEEES B H HE sk EEN WA [ ]
ENS sEy uE B NEERNy NEEEENY B

R

E i EEEEE®W IIIII:I

u
]
u sENENS N N N 1]
sER s E B B ©® SENEN EENNE WA N © sEEN @EEN
[ v8 EEN HEn EEE B NES ES Y
EEyE sEn_ uES B es  EEN H el B AEN__® u
WE B sy s Er mEERS B oeEx_ w8 ANy @ _sE
5 Euu u mENS SN H oN e ES ® EH H
S EE EEEN B E _EEN B s N en u HN
EEEN § EEENS Gy B N ENY EN GEEN EEA N sEEN
Ew NS EEEEES N sn E NS ® Hp oEES EEN B N
u sHS NB sEN sE BN oEEE ®
pEx = w ) ) u @ EEEN NN EN
] ™ sEES n ms sHENS BN
] EEEN | . H B EEA ENS B
H sy o8 oEN H oEEEN H8 H B
5 EN @EEN RENEN u ]
ox lNEERE Nx e NNEEN_§ SEERY NEE
=-.= s == Elm c 0|) Nnw_ pE § Smumy
sEEREENS san sE sua Bn NEmmEEn W
A EeEN N 8 HB,. EEEEN EN EEE
AN N EE H w@ :, o B EENERNEEN
e HEEEN B 8 . g es W R CEy
EEE E ® n s N w mEN N
5 EEEERN B _ sEA u TR
1 .| ssEu = T3 EEEE B
sy sEENE §_ u s8 'WENy Ruw SEEEN By WEES = N
on NS B EEEN H NN GNEN N B NN B NN oE
By Ev w N AN @ § EEx NENEE § sEENN mmEEEE @
] E Ew E EmES w® EN wms u
E Emm T8 oy B BN NEN B sN__ HN
11 N e W EEN EEEYE w8 @ ]
sHE ®m oENENEN N N EN sEEEEE B

. | | HER ! . .. [ 111 1] [ 11 1] " E. ==
[m] i o s

Play For Free on Tabletop Simulator on Steam

BOMBARD GAMES

BombardGames.com



