
Evacuate designed by Gregory Lattanzio 
Description Stacktors are an alien species who love to party. Unfortunately, their love of revelry is matched only by 
their love of pyrotechnics. For this reason, Martian law confines their clubs to Phobos or the Martian icecaps. Luckily for 
them, they are a resilient species that rarely perishes in their all too frequent club fires. Instead, they've made a sport of it.  
Requirements Five sets of pyramids (four for two players), and an Evacuate board.  
Goal The goal of Evacuate is to help your friends to evacuate a stacktor club fire, escaping before your rival stacktors, 
thus saving yourself the hospital bills for bent points or bruised or burnt pips.  
The following rules suppose that you are playing the two-player game.  

Setup (Fire in the Disco!) Stack pyramids in trees on the four starting places on the floor level, as indicated on 
the game boards. These are the occupants. Any four colors will do, but, to keep it balanced, the colors that have the most 
pyramids near the evacuation points, should have more of their pieces on the bottom level. 
With a rainbow set, I recommend that one player play green and yellow and the other player use the red and blue ones. The 
unused pieces are put into the movement stash of the players who own them. Alternate who goes first with each round. 

Turns On	  their	  turn,	  a	  player	  may	  either	  make	  a	  move	  or	  nudge	  the	  pile.	   
1. To move occupants, a player places a pyramid from their stash onto the numbered spaces on the board, pointing in the 
direction that the triangles indicate. These pyramids that are placed on their sides are the movement pyramids.  
a. The space that a movement pyramid is placed on must be vacant, and its placement must actually result in moving at 
least one pyramid on the ground level.  
b. A stack moves in the direction of the placed pyramid's point. The movement piece's position on the numbered triangles 
determines the point from which the stack moves. The first space over from the left moves an entire stack at the bottom 
level. The next space over moves pyramids from the second to the bottom of the stack and up. Think of this as a three-
dimensional space flattened out, with each level being the next space up a wall, all the way to the ceiling.  
c. The corresponding stack of occupants is moved the number of spaces indicated by the placed pyramid (one for a pwan, 
two for a drone, three for a queen).  
d. Either of a player’s colors can be used to move any stack or partial stack on the board.  
For the purposes of movement, occupants are moved space to space until they reach their destination.  
2. Nudging consists of placing a movement pyramid on the board into a space that doesn't move the occupants. 
a. A nudge may only be performed if there is a space on the movement portion of the board where a placed pyramid would 
effect the immediate surrounding of one or more pyramids. 
Movement Limitations Queens cannot end their turn directly on top of pawns. It just wouldn’t be polite, and the 
pile of stackors might tumble over.  
Ceiling: If, at any point during the move process or at its destination, an occupant stack increases beyond six pyramids in 
height, every stacktor above the sixth level is removed from play for the remainder of the round.  These pyramids do not 
score, and any player whose final pieces have been removed by the ceiling does not score points this round of the game.  

Removing Movement Pyramids From the Board At any point during their turn, players MAY re-
move movement pieces from the board whose sides are completely surrounded by pieces that they control (excluding those 
sides that are created by the floor, ceiling, or the board's edge). Pyramids may surround and remove their own color. All 
pyramids are returned to their owner’s play stash.  
Unjamming the Occupants (No Legal Moves?)  
1. If no legal moves are available for a player, they must do each of the following, in order, until a legal move is available. 
Performing the following constitutes a players turn. 
a. Remove any and all surrounded pyramids from the board, regardless of the color that surrounds them. If a move becomes 
available, the current player may play, and normal play may begin again, if possible, with the next player. 
b. If there is nothing to remove or the board remains jammed, the player must nudge if possible to eliminate the pile up.  
i. If a move or nudge is performed, the next player may begin playing as normal or attempt another nudge if necessary.  
ii. If neither a or b is possible, play moves to the next player. 
c. Once the group goes around with all players passing, the pile is stuck. The movement portion of the board is cleared off, 
the ground stays as it is, and the ceiling is lowered by one level as a penalty. Play resumes with the next player.  



Exit doors A player can evacuate their own occupants from either of the exit doors. This occurs when they have been 
moved beyond the two shaded spaces on either end of the ground floor. They are taken out of play and given to the player 
to score them. 
The only time that you may evacuate an opposing player's occupant is by dragging them out by means of the hoist rule. In 
this, two pyramids of the same color that are currently on one of the grey shaded ground floor spaces may be evacuated 
along with an opponent’s occupant if all three pyramids can be otherwise legally evacuated together. No additional occu-
pants may be evacuated as the result of this action. Each pyramid scores for the player who owns them.  

Ending the round 
1. As soon as all of the occupants of one of a player's colors have evacuated the club, the round ends. 
a. a. It does not matter if all of their occupants were safely evacuated. Example: If all of one of their colors' occupants ex-
cept for one have been eliminated by hitting the ceiling, they can still end the round by getting that remaining occupant 
across. 
b. Players score points for all of the occupants that they have successfully evacuated (of either of their colors). The point 
per pyramid is determined by their pip count.  
c. The players then meet again at another club for another round of stactor Evacuate, and the board is reset.  

Winning (two players) 
Option 1: The first player to reach fourteen points wins the game.  
Option 2: The player with the most pip points scored after a single round wins. 
Three-player game The rules are mostly the same as above, except the following.  
* Players get their own unique color occupant color. Two of the players should pick colors that have a pawn on top of the 
outermost stacks.  
* The fourth color is wild and can be scored by any players, even though you still need to evacuate your own occupants to 
end a round. 
* The remaining pyramids of the fourth color are placed into a general stash area to be used as additional movement pyra-
mids. These may be used by any player to help surround pieces on the board. 
* A player is eliminated from a round if the final pyramid of their own color is eliminated by the ceiling. Wilds do not help. 
*    After the first round, the player who does not have a pawn pyramid on one of the outermost stacks swaps their inner 
stack with a top pawn pyramid with one of the two other players' stacks of their choosing. They'll swap it with the other 
player if the game goes three rounds, and then to the other inner position for a possible fourth round.  
*	  The player with a pawn on top of the middle stack goes first. The person who is to the left of the winner of a given round 
goes first on the next round.  
Winning (three players)  
Option 1: The first player to reach thirteen points wins the game. If this happens during a round, the winner should be de-
clared. 
Option 2: For a single round game, the player with the most pip points scored after the round ends wins. 
Four-player game The rules are mostly the same as for two players, except the following. 
* Players get their own unique color.  
* To level off any positional advantage, the players who have their pawn on the top the innermost stacks should have their 
first turn before the other players.  
* You may only score points for your own occupants.  
* It is legal to evacuate an opponent's piece, but this is not a forced move.   
* After each round, the stacks’ starting spaces swap, so that the outer stacks swap with the closest inner ones.  The person 
who is to the left of the winner of a given round goes first on the next round. 
Winning (four players)  
Option 1: I recommend that the game end in a single round, as soon as someone evacuates their remaining occupants. The 
player with the most points wins. 
Option 2: The first player to reach twelve points wins the game. If this happens during a round, a winner should be de-
clared.   


