
INSTRUCTIONS – STUDENTS



Activity materials

The materials for each group consist of: 

•	 A game board,
•	 6 game pieces (3 for the human  and 3 for the machine ),
•	 24 wipeable situation cards,
•	 12 color cards,
•	 Five role cards, 
•	 A situation overview with the front pages of the 24 situation cards,
•	 A wipeable move overview with the backs of the 24 situation cards,
•	 A water-soluble pen,
•	 5 result sheets,
•	 A game sequence diagram, and
•	 This quick guide with the explanation of the rules of the game.

Rules for Hexapawn 

In this activity, you play the game of Hexapawn between a human and a machine on 
a small board with 3 by 3 squares. The aim of the game is to defeat the opponent 
by capturing all their pieces, blocking them so they cannot move, or by using your 
own pieces to reach the opponent's side of the board. 

“Human vs Machine!” 
Instructions – students

The playing pieces move like pawns in chess. So there are two options:

Each player has three game pieces 
(marked with  for the human and 

 for the machine), which are placed 
on opposite sides of the board. Human 
and machine take turns moving. The 
human goes first. 

1. 
Move one square straight ahead, 
if the square is not already occu-
pied by another piece.

2.
Move one square diagonally  
to capture an opponent's piece 
located there.

M
A

C
H

IN
EH

U
M

A
N



M
ov

e

3

M
ov

e

1

M
ov

e

2

Turn 2
B

Turn 3
C

Turn 1
A green

blue yellow

red

Moves

Tu
rn

s

M
A

C
H

IN
EH

U
M

A
N

Before the game

Place the game board unfolded in front of you and get the game materials ready. 
To do this, place the three human game pieces on the human side of the board 
and the three machine game pieces on the machine side of the board. Stack the 
24 situation cards on the three boxes labelled “Moves” according to the letter – 
A, B or C – and their consecutive numbering. Sort the color cards by color and 
place them on the corresponding color boxes on the board.

Finally, hand out the role cards. One person takes the role of the human and  
plays as cleverly as possible against the machine. The remaining players together 
become the machine. 

There are three ways to win: 

1. 
A player reaches the 
opponent's side of the 
board with a piece.

2. 
All of the opponent's 
pieces are blocked, so 
the opponent cannot 
make any more moves.

3. 	
All opposing pieces 
captured. 1 
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3. �The Move Picker randomly draws a color card and places it, together with the 
situation card, on the square corresponding to the current turn on the board. 
Then the Move Picker moves the machine’s piece as indicated on the situation 
card by the arrow with the same color as the color card. 

4. �After the machine has moved, the Win Checker checks whether the machine 
has just won. If this is not the case, the next round begins and the human 
moves again.  

This procedure is repeated until either the human or the machine has won  
(there will be a maximum of three moves for the machine). Then:	

1. �The Situation Evaluator or the Win Checker enters the result of the game on  
the result sheet. 

2. �If the machine has lost, the Move Finder crosses out the color of the last  
move on the situation card and on the situation overview. 

2. �If all the colors on a situation card are crossed out, the Move Finder removes  
it from the game. 

Note: If you are part of the machine, and you see a move that would immediately 
win the game, you must still follow these instructions completely, even if you 
think it is a bad idea!

Then it's the machine's turn. The names of the roles are in boldface:

1. �First the Situation Evaluator must classify the current game situation. First,  
they check to see if the machine has lost. If not, they look for the current game 
situation on the situation overview and announce it (e.g., A2).

2. �The Move Finder takes the correct situation card from the corresponding stack 
and looks to see which colors (blue, yellow, green or red) it can be played with. 
For each of the possible colors, they take one color card from the color card 
stacks. These are mixed and then offered to the Move Picker, face down,  
for drawing.

How “Human vs Machine” works

The human starts the game and moves first. For the first move, the human may 
move either the right or middle piece. (Moving with the left-hand piece is really 
the same as moving the one on the right. The resulting game would just be a 
reflection.) On later moves, the human may move any piece.
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game sequence diagram:  
Human vs Machine!

A version of this graphic in original  
size is available with the game.

Start: Human moves

Is the machine’s first row free  
of human game pieces?

New game: Rebuild the playing field.

The machine 
has won!

The machine 
has lost!

The game  
is over.

Is the human’s first  
row free from machine pieces?

Can the human still move a piece? If so,  
tell the person that it is his turn again.

Does the human still have game pieces?

Find that situation card in the  
corresponding pile and look for the  
color cards indicated on the back.

Shuffle these color cards and keep  
them face down for drawing.  

Offer the cards to the move picker,  
who picks one at random.  

Then put the undrawn color cards back. 

Draw a color card at random.  
Place the situation card and the  

color card on the appropriate “Turns”  
field to mark the move.

Look at the color and make  
the move that corresponds to that  

color on the situation card.

Take the last played situation  
card and cross out the color of the  

last move. Also cross it out in the  
move overview. When all the colors  
of a situation card are crossed out,  

remove the card from the game.

Mark the machine as  
the winner on the result sheet. 

Mark the human as the winner  
on the results sheet. Enter which  

move has been cancelled this turn. 

Does the machine still have game pieces?

Is there still a situation card that  
matches the game board? If so, state its 
designation (e.g., A2) to the move finder.
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Material information 
 
Situation cards

Each of the situation cards represent one of the possible combinations of game 
pieces on the board.

At the top edge of the card is the identifier, e.g. B5. 

The B represents the second round, the 5 for the corresponding game situation. 
Below is the corresponding playing field situation.

The first round has two situation cards: A1 and A2.
The second round has eleven situation cards: B1 to B11.
The third round has also eleven situation cards: C1 to C11.

On the back of the card are colored circles and corresponding arrows, which 
represent the possible moves of the machine. If the machine loses, the colored 
circle of the last move executed is crossed out.

front back

Situation overview

The situation overview shows the front sides of the 24 situation cards to make it 
easier to find the current game situation.

Move overview

The move overview is used for the central and clear marking of deleted moves.

Round 2

B5 B5 B5
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