


INTRODUCTION

Octopush is a light strategy family game for 2-4 players set in the bustling, colorful depths of the ocean floor.
Players command their own team of octopi, each one striving to reach the opposite side of the reef while
pushing their opponents’ octopuses out of the way. With every move, players must balance sly strategy and bold
tact as they compete to become master of the reef.
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\ : Octopush would not be what it is today without the invaluable support,
L E R ED mTS feedback and ideas from so many individuals. We would like to give a
special thanks to Andrew Frick for fostering our love for board games
early on and for providing invaluable feedback for this game. Thanks also to Scott Owen
4 Snarr for his enthusiasm for Octopush and guidance in editing the rulebook. We would
also like to thank the many people that playtested Octopush including family, friends,
and the many dedicated members from the Game Designers Guild of Utah. And finally,
our backers: Thank you for taking a chance on our very first published game and
helping to make it a reality. This game is as much yours as it is ours.
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Assemble the game
board border in the
center of the playing
area. Randomly place
tiles inside the border
until it is completely
filled.
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NOTE

If playing the
dice variant,
ignore all steps
after step@and
continue setting
up as explained
in "Dice Variant"

(pg. 11).
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@ Each player takes
four octopawns of
one color and places
them on the four

home tiles on the
board closest to

i S 283 PLAYER SET UP

All colors are used in every game of Octopush. In a
two player game, both players take two colors to
combine and control. In a three player game,
choose one player to start with two colors. Each
player will get a chance to play as the combined
colors throughout the game, so it doesn’t matter
who is chosen first. (See "End of Round", pg. 10)
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@ Each player takes a shell
score tracker board and four
octopups, one of each color,
and places it in front of them.

(The 20-point shell tokens can
be put off to the side).

NOTE

The octo-die is used
for the simpler dice
variant.

(see “Dice Variant” pg. 11)
When playing the
regular game, return
the die to the box.

@ Each player takes all cards in
their octopawn’s color(s) and
chooses eight cards for each
color. Return unchosen cards

to the box and shuffle the }
COMBINING COLORS chosen cards into a personal ;
!

deck. Draw two cards. )
To combine two colors (for two and three player
games), place one color of octopawns on the home NEW PLAYERS:
spaces closest to you and the other color on the
next closest home tiles. Choose eight cards from
both of your colors and shuffle all sixteen cards
together, then draw three cards instead of two.

If this is your first time
playing, remove any cards
with a :: underneath the
number on th card.
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Score the most total points from playing
each color of octopawn. Points are

The game is played over a series of rounds, with
players taking turns in clockwise order. On your turn,

play one of the two cards from your hand to slide one scored by getting your octopawns to fall

of your octopawns around the board. Some tiles will off the opposite side of the board,

ﬁr:tehmeroi?f”:":et';sa?g:’&?x':; around further or swallow pushing opponents’ octopawns off the
board, and having your octopawns

The round ends as soon as any player runs out of cards survive until the end of the round.

or octopawns. (See "End of Round", pg. 10) Players pass their (See “Points”, pg. 9)

colors to the left and play another round as the new
color. The game ends after every player has played as

\\ = PLAYER TURNS

The player with the yellow octopawns always goes first in a
round. On your turn, play one of the cards from your hand
and move one of your octopawns accordingly. If your
octopawn runs into another octopawn (your own or an
opponent’s), keep moving it while pushing the other
octopawn with it. (see “Pushing”, pg 8)

Once the movement from your card has finished, check to

see where your octopawn has landed and follow the symbol.

2&3 PLAYERS ) If it lands on a blank/home tile, nothing happens. If it lands
When playing with a deck with on a hole tile, remove it from the board. If it lands on an
two colors, you may have arrow tile, move it the direction of the arrow that matches
three cards in your hand and the color of the octopawn, following all subsequent arrows
must move an octopawn that until it is no longer on an arrow tile. If the octopawn gets
matches the color of the card caught in an endless loop of arrows, choose any tile in the
you play. Only play one turn/ loop to stop on. If the octopawn ends in a hole after
card even when playing as following arrows it is removed from the board. (see “Tiles”, pg 7)

multiple colors.

Next, do the same with any octopawns that you pushed. If
any of them gets caught in a loop of arrows, you (not the
player it belongs to) choose which tile in the loop it stops
on. (see “Pushing”, pg 8)

After all tile effects have been resolved, draw another card
from your deck unless you have no more remaining cards.
Remember to score points for any octopawns removed from
the board on your turn. (see “Points”, pg 9)



TILES

There are three different types of tiles on the game board: holes, blanks, and arrows. Ignore tile symbols
while moving your octopawns. Octopawns follow arrows or fall into holes only after their movement ends.

If an octopawn finishes its movement on a hole, that octopawn is removed
from the board. However, octopawns may move over holes and certain cards
can even negate a hole’s effect. (See “Card Clarifications”, pg. 12)

HOME AND BLANK TILES

Home and blank tiles have no effect on octopawns. Home tiles, shown as rocks,
signify where octopawns start each round but otherwise act exactly like blank
tiles.

HOLE TILES

ARROW TILES

If an octopawn finishes its movment on an arrow tile or gets pushed onto an
arrow tile, the octopawn must follow the arrow shown on the tile that
matches its color— pushing other octopawns out of the way. The octopawn
then follows the arrow on the next tile until it lands on a blank tile, on a hole,
off the board, or in an arrow loop. When an octopawn or multiple octopawns
end up in an endless loop, the active player (the player currently taking their
turn) chooses which tile(s) the octopawn(s) end the loop on.

2 X 2-tile arrow loop for
%‘ yellow
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Purple moves four spaces while ignoring
holes and arrows by playing “Dash”.
After its card movment ends, it follows
the purple arrows until it reaches a
blank tile.

4-tile arrow loop for
purple and green



PUSHNG

If your octopawn runs into another octopawn (your own or an opponent’s), keep moving it while pushing the
other octopawn with it. There is no limit to how many octopawns that can be pushed at a time. Octopawns that
have been pushed will follow arrows and fall into holes only after the pushing octopawn has followed any arrows
or holes it has landed on.

Al &L

If pushing multiple octopawns, move/remove the An anchored octopawn cannot be pushed.
octopawn closest to the pushing one and move on until If an octopawn runs into an anchored
moving/removing the furthest from the pushing octopawn. octopawn or pushes another Octopawn

into an anchored octopawn, it ends its

% movement therfei
RED e e

If purple pushes coral and green in this manner, purple follows
the arrow/hole tile it landed on first. Then coral follows any
arrow/hole it ends on after purple moves. In this scenario, green Yellow must stop their movement because it
goes last. encountered an anchored green octopawn.

EXAMPLE TURN

Purple is checked next
and follows the purple
arrow that makes it push
yellow and lands on a
hole. This removes purple
from the board.

Green follows the
green arrows but

has to stop because :
of the anchored Yellow is now checked and ended on a blank

green octopawn. tile, so nothing happens and yellow is safe
after being pushed out of the hole by purple.
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POINTS

Keep track of your points by moving the baby octopup of
the color you are currently playing along your shell

tracking board.

If an octopup ever needs to pass 20 spaces on the shell
tracker board, take a 20-point token and start that

octopup over on the shell tracker board.

THERE ARE 3 WAYS TO SCORE POINTS IN OCTOPUSH:

5 Points

==

oAl

2 Points

=R

1 Point
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When scoring while playing as the green octopawns,
move your green octopup up the scoring track.

Falling off the opposite side of the board
from where the octopawn started

Score 5 points if your own octopawn falls off the board over the
side opposite of where you started (on your own turn OR another
player’s turn). The octopawn remains off the board and out of
play for the rest of the round.

You may always use more movment than necessary to fall off any side of the board

Removing opponents’ octopawns from the
board

Score 2 points each time an opponent’s octopawn is removed
from the board on your turn. Octopawns can be removed by
pushing them into holes, chomping them, or by pushing them off
the side of the board.

Do not score points when removing any octopawn you control or when pushing
opponents octopawns off their opposite side.

Surviving to the end of a round

When the round ends, score 1 point for each of your
own octopawns remaining on the board.
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/ END OF ROUND

There are two ways a round can end: when all octopawns of any one color have been removed from the board or
when any one player has run out of cards. Once any one color of octopawns is no longer on the board, the round
ends immediately after the current turn is over. If any player has no cards in their hand to play, the round ends
after the current set of player’s turns (ending just before yellow/first player’s turn).

END OF ROUND SEQUENCE

Once the round is over, follow the following sequence to set up for the new round:

on your left. Shuffle your new deck. DO NOT remove
baby octopups from point tracker boards.

iusnannn . =
i = - Score one point for each octopawn remaining on the
v board.
% v Collect all of your cards and pass them to the player
1

TOCIOPUSH

Place each color of octopawns to the home tiles to
.28}  the left of where they started last round.

Hshanian TR

When starting a new round, all players draw up to
their hand limit and the player with the yellow
octopawns always goes first.

Z . ENDOFGAME
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The game ends after players have played a round with each

color. Total up your points by adding together the point values of
2&3 PLAYERS all of your baby octopups. Whoever has the most points wins!
Colors that have been Ties are broken by whoever likes octopuses more!

combined, stay combined
when being passed to a new
player.

NOTE:

The points are
divided into four
differnt point
trackers to keep
player’s point totals
more ambiguous.
That, and four baby
octopups are cuter
than one!

In a two-player game, place
each octopawn color on the
opposite side from it’s

original location
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DICE VARIANT \

The dice variant of Octopush makes the game more simple and accessible to both younger and older players by |
removing the cards and replacing them with an octo-die. Players ages 6-10 can have a harder time with the l
original rule set, so it is recommended to use this rule set when playing with players in that age range. This [
variant uses the same rules for "Tiles" (pg. 7) and "Pushing" (pg. 8). }
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SETUP

Set up the board as usual (see “Setup”, pg. 4). Each player
selects a color and sets the four big "Octopawns" of
their selected color on the rock "Home" tiles closest
to them. Return any unselected color(s) to the box.
Place all four of your baby "Octopups” off the side of
the board furthest from your octopawns as shown to
the right. Give the octo-die to the oldest player—they
will take the first turn then players will take turns in i
clockwise order. Return all cards and point tracker e
boards to the box, they will not be used in this

variant.
TURNS

On your turn, roll the octo-die and move any one of your
octopawns the number of spaces shown on the die. You can
move it forward, backward, left, or right. The movements
do not all have to be in the same direction.

If you roll a "Chomp" 3. choose one of your own octopawns !
and chomp the opponent octopawn closest* to it by SCORING ;
removing it from the board and moving your octopawn to Anytime an octopawn falls off the side of
where they were. If multiple octopawns are equally distant the board with the octopups of their
from you, you may choose which one to chomp. color, they rescue one octopup. Leave

your octopawn off the board for now, and

If you have no octopawns put your rescued octopup in front of you.

left on the board, place
all four of your octopawns
back onto your home tiles
after the current player’s
turn is over. Chomp any
opponents’ octopawns
who happen to be on your
home tiles!

The first player to rescue all four of
their octopups wins the game!

*The one that requires the least amount of movement to get to it.



CARD CLARIFICATIONS

GLIDE

You must move until you hit another
octopawn or until you move five
spaces, whichever comes first.
Octopawns still push when following
arrows after playing this card.

DASH

You may wish to say “Zoom!” when
playing this card.

CRAWL

You may move back onto a space you
were already on this turn.

WADE

If choosing to follow tile effects, you
must follow all tile effects. You may
not choose to ignore some arrows and
follow others, or follow arrows but
not holes.

ANCHOR

Tilt your octopawn onto its side to
show it is anchored. If another
octopawn hits an anchored octopawn
as if to push it, the pushing octopawn
ends its movement instead of
pushing. When you are ready to move
your anchored octopawn again,
unanchor it by flipping it back
upright.
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CAMOUFLAGE

You must choose a color to follow and
must follow all arrows you encounter of
that color for your entire turn. You may
choose your own color.

FLOW

You may follow some arrows and ignore
others after your first movement. You
may use your second movement to jump
out of a hole you landed in from your
first movement. You must follow all tile
effects after your second movement.

DIVE

Only the octopawn being moved directly
by this card may ‘dive’ to another hole.
Dive to another hole even after being
pushed into a hole by arrows or by other
means on your turn. You must move it
to a different hole when landing in a
hole; you may not choose to stay. Do
not remove the octopawn from the
board even though it ends it’s turn on a
hole.

CHOMP

Do not push when using chomp. Remove
any octopawn you land on, including
your own. Do not score points when
chomping your own octopawn. You may
not move to a space that has an
anchored octopawn on it.
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