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NOT FOR 
CHILDREN 
UNDER 3 YEARS Rules

Game accesories: game board, 24 game figures

Number of players: 2
Recommended age: 9+
Playing time: 20-25 min.
Replay value: high
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 Objective                      

The object of the game is to be the first 
in placing at least one of the pieces in all 
nine regions of the board. (See Fig. 1).

 Gameplay  

Pure Halloween is played on a 9X9 
Sudoku type gameboard divided in nine 
3X3 blocks called regions. (See Fig. 1.).

Each player has 12 Halloween themed pieces: 
3 ghosts, 2 killers, 2 witches, 2 black cats, 2 
bats and a Jack-o’-lantern (pumpkin).

In Pure Halloween there is no predefined 
starting position. The game starts with an 
empty board.

Now one of the players places one of his 
pieces (except the Killer) anywhere on the 
board. Afterwards the other player must 
place another piece (except the Killer) 
right on a neighboring square with the 
first piece. 

Afterwards players take turns, and decide 
whether they:
-   place a new piece on the board;
-   move one of their pieces.

Placing the pieces on the board.

Rules:

n only one piece each round;

n a piece must be placed in a region 
where the player already has a piece (See 
Fig. 2.);

n a piece must be placed on an 
adjoining square with another friendly 
piece in the same region (See Fig. 2.);

n a piece can be placed in the same 
a region with the opponent’s Killer only 
if there are at least other two friendly 
pieces. There is one exception, see the 
„The Killer's rule” (point a.);

Fig. 1. – The board with its nine regions (blocks)
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The Ghost can be moved anywhere 
on the gameboard by lifting it.

The Killer can be moved exactly 
three spaces orthogonally. It can 
change its direction two times 
during movement, but it cannot 
backtrack on itself. It can be 
moved by sliding.

The Witch can be moved in all 8 
directions on any empty square. 
It cannot change directions 
during movement. It can be 
moved by lifting it.

The Black cat can be moved 
exactly 3 spaces in “L” shape 
with the ability to jump over other 
pieces. It can be moved by lifting it.

The Bat can be moved in all 8 
directions until it finds another 
piece (and stop before it) or 
an edge of the board. It can be 
moved by lifting it.

The Jack-o’-lantern (pumpkin) 
can be moved in all 8 directions 
a single square. It can be moved 
orthogonally by sliding and 
diagonally by lifting. 

Moving

In Pure Halloween each piece has its own 
unique way of moving. Some of them can 
be moved by lifting the piece, others by 
sliding them on the board.

In Pure Halloween there is no capturing, so a 
piece can only be moved on empty squares.

 

 

Fig. 2. – The RED player may place a piece only in 
squares e2, f2, d3, f3. Squares d4, e4, f4 are in regions 
where the player doesn’t have any pieces, and squares 
d1, e1, f1 are not adjoining with his other pieces.
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 Other rules for moving pieces!

The lack of  classic capturing (removing 
the piece) rule is compensated with two 
basic rules: the Rule of connection and 
the Killer's rule.

n THE RULE OF CONNECTION

All pieces on the gameboard must be in 
connection orthogonally or diagonally 
through the whole gameplay - before 
moving, during movement and after moving.

A piece can be placed only on an adjoining 
square with another piece. If a piece is the 
only connection between other pieces it 
may not be moved! 

Pieces that can be moved by sliding (Killer 
and Jack-o’-lantern) have the ability to 
maintain the connection during movement. 
Sliding a piece between two pieces that 
are one empty square distance from each 
other, or placed in L shape will maintain 
the connection and is considered a sliding 
connection. (See Fig. 4.).

Fig. 3.– The marked pieces cannot be moved. Moving 
them would result in breaking the connection

Fig. 4.– Connection during movement 

a.)  The orange Jack-o’-lantern (pumpkin) from c2 may be 
moved on c3. During the slide it maintains the connection 
between the pieces (b3-d3).

b.) The red Jack-o’-lantern (pumpkin) from d3 may be 
moved on c3. During the slide it maintains the connection 
between the pieces placed in L shape (c2-d4).

c.) The red Jack-o’-lantern (pumpkin) from d3 may not be 
moved on c4, because it moves diagonally by lifting and 
this causes the breaking of connection between the red Bat 
on d4 and the rest of the pieces.

d.)  The orange Killer from e2 may be moved by sliding on 
f4 because during the slide it will maintain the connection 
between the Black cat and the rest of the pieces (d3-f3, 
d4-f3, e5-f3).
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n THE KILLER'S RULE 

If a player has only a single piece in a region 
(and it’s not the Killer) with the opponent’s 
Killer, it is forced to leave, so:

- The Bat, Black Cat, Witch and Jack-
o’-lantern cannot stay alone (no other 
friendly piece in the region) with the 
opponent’s Killer in the same region (not 
even for a single round);

- The Ghost may remain alone in the 
same region with the opponent’s Killer 
ONLY FOR ONE MOVE.

Effects of the rule:

a., If one of the players Killer is moved in 
a region where the other player has only 
a single piece (and it’s not the Killer) it 
becomes mandatory for the other player 
to move that single piece out of the 
region, or move another one in the region.

If the above is not possible, (see Fig. 
5. Point. b.), then (and ONLY then) the 
attacked player has to place a new piece 
in the region. If neither possible the turn 
passes to the opponent and the game 
continues this way until the player is 
able to move that single piece out of the 
region, or move another one in the region.

Exception!
It’s not mandatory to move the Ghost 
out of region or to move another one in 
the region if and only if in the next move 
the attacked player can win the game 
(because the Ghost can stay alone with 
the opponent’s killer a single step).

Fig. 5. – The KILLER'S RULE, point a.)

a.) The red Killer moves on d2 and attacks the orange Bat 
on d3. The Bat cannon be moved, so the player with the 
orange pieces must defend its Bat with the Witch, moving it 
to g5, h5 or i5;

b.) The orange Killer moves on c7 and attacks the Bat on 
b7. The bat on b7 cannot be moved (it would break the 
connection) and none of the red pieces can be moved in the 
region, so the player with the red pieces must introduce a 
new piece in the given region.
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player. The only exception makes the Ghost 
who can remain for a single move, after which 
it has to be moved out or another piece has to 
be moved in.

d., Two opposing Killers in the same region 
neutralize each other’s effects.

n If a player can neither place a new piece 
nor move one, the turn passes to the opponent 
who then takes his turn again. The game goes 
on this way until the player is able to move or 
place a piece.

 End of the game
The player who manages to place at least one 
of his pieces in all nine regions of the board is 
the winner. (See Fig. 7.).

b., The Bat, Black Cat, Witch and Jack-o’-
lantern cannot be moved in a region where the 
opponent has its Killer and the player hasn’t 
got any other of its pieces. The only exception 
makes the Ghost (it can stay alone one move), 
but in the next turn the player has to move a 
piece of its own in the region, or has to move 
the Ghost out of the region.

c.,  It is considered illegal to move a piece out 
from a region, if at the end of the movement 
a Bat, Black cat, Witch or Jack-o’-lantern 
remains single with the Killer of the other 

Fig. 6. – The KILLER'S RULE, point. b.) and c)
a.)  The Black Cat on d5 cannot be moved on squares 
b4 or b6, because it would be the only orange piece in a 
region with the enemy Killer;
b.)  The Ghost on f2 cannot be moved out of the region, 
because the Jack-o’-lantern on e2 would remain the 
only orange piece in the same region with the enemy 
Killer
The same happens with the Black Cat on b3 or Witch on 
b1, which are unable to move out from the region.

Fig. 7. – End of game. The player with the red pieces 
won.


