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of ZERTZ. If you win, you may execute your jump;
if your opponent wins, you lose the potential you
intended to use (it goes out of the game) and the
game of GIPF continues.

Note: when you want to make a move with a
potential, but your opponent succeeds in
neutralising it, then you haven't really made a move
yet, meaning that your turn isn’t over. You must
make another move - you may even try a second
time to use a potential.

. Playing ZERTZ to enforce or neutralise the use of a

ZERTZ-potential is just our suggestion. You can
connect any existing game or challenge to a
potential, as long as it is agreed before you start
playing GIPF. You can flip a coin or roll a die; you
may also propose a game of chess or even another
game of GIPF (if you have a second board); you may
play pool or darts, race around the park, organise
any contest you want, as long as it is clear at the
end whether you may or may not use the potential.
All depends on what you feel like doing and how
much time you have. If you prefer to end the game
of GIPF the same day or evening, then choose short
challenges; if you are prepared to spread it over
several days, weeks, or even months... well, then the
world may be too small.

Note: whatever the game, the challenger must win
to neutralise the use of a potential; a tie is not

potential

sufficient.

Amaze yourself! Be inspired! Use your
imagination! Do the GIPF and look
out for the potentials that are yet to

come!

If you want to increase the possibilities of
playing GIPF even more, look for GIPF Set No,
1
(item no. 49052, containing 12 TAMSK-

potentials), or contact Schmidt Spiel

Schmidr Spiele + Freizeit GmbH, Ballinstrasse 16,
D-12359 Berlin, Germany.

hrtp.//www.schmidrspiele.de

hetp,//www.gipf.com
E-mail: info@gipf.com
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