The previous side explained the core mechanics for
each type of ‘play’ in San Ban. This side provides
you with a visual aid to demonstrate how the game
is played. The image to the right, represents a game
in play that is at ‘step 6'. In this game, player one is
white and player two is blue. For the purposes of
demonstration this game is being played using
Hardcore rules.

To this point, player one (P1) placed Mo | dnchle
bottom right. This was followed by player two (P2)
placing S'i rinehe middle right, takingMo | dnc h
the process as ‘! ’ beats ‘Y’ and flipping the card to
blue. P1thenlaid Er i s hhk hotgom tentral
position, using high value sides to form a defensive
position. P2 then placed D e aih the central
position in another defensive stance to cover its

weaker edge of ‘H'.

PlthenplacesL € V wat ntiddierledt position,
flipping D e atb white as ‘! (beats ‘Y. P2 then
places S | aay teprleft position. Typically in this
situation the ‘M €h each card would have no effect.
However in Advanced Play the elemental icons
come into effect. In this case a S (iHedts 2 2 2 #Rd
thereforeL € V Uslflippadrasedescribed overleaf.

The image to the left shows the last few turns lead-
ing to the outcomes of the game. On move 7, P1
places S h a g u & thetta right position, flipping
the Si rcaedras ‘c’ beats ‘I, to white.

P2 then places J e ia the top central position not
only flipping S h a q u & fy’ theats ‘C’, to blue but
because the game mode is Hardcore, the Add rule is
in effect.

So in this example, 'y’ +‘C’=‘M fland ‘! "+ ‘M =‘M h

which results in D e aHleihg triggered as well as

S h a q ulay thelptacement of J e 8esause the

added values are the same, notonlyisShanqguand:
flipped to blue, butsoisD e a.t h

Turn 9 has not been played however the P2 (blue) is
leading by 6 cards to 2 and any placement of the
final card can only make the final score 5 — 4 still in
P2’s favour.

At the end of the game, as the Hardcore mode has
been played, P2 would be able to select one of P1’s
cards and keep it.




