Welcome to the battle nest! You have been dropped as an egg in an
unfamiliar nest by your cuckoo mother. When you hatch, you notice that
your egg was different than the other eggs. But this is your nest, right?

So, you want to throw them out. Looking around, you notice another
cuckoo. Your competitor! Will you manage to get rid of all other eggs or

lure your competitor into a trap? Start the battle.

The battle nest (the game board) has two sides. You normally use the side
without the star in the corner. The side with the star is for advanced players. Pick

Aim of the game

There are four winning conditions in this battle. 1) All game pieces of your own color
are captured, except your own cuckoo. 2) You capture your opponents’ cuckoo. 3)
You enter one of the homebases of your opponent with your own cuckoo, thereby
taking over their nest. 4) Your opponent enters one of your homebases with

any game piece other than their cuckoo, this game piece is now safe from being
captured.

Game play

You take alternating turns, with the starting player going first. Your turn consists of
moving one game piece on the board, your turn ends after the movement. There are
three different game pieces, each with their own rules for movement:

Cuckoos: These game
pieces can also move
one or two steps on the
board, also having to
move in a straight line.

Reed warblers:
These game pieces
can move one or two
steps on the board.
If you take two steps,
(. \» you must take these

Eggs: These game in a straight line.

pieces can only

move one step on

the board.

Game pieces can only move to a space on the board that is empty or occupied by
an opponent. Game pieces cannot jump over other game pieces. When you move
a game piece to an occupied space, you capture your opponent on this space.
Your opponents’ game piece is then removed from the board and your game piece
takes its place. There are two basic rules to keep in mind; 1) if you can capture an
opponent, you are obliged to. 2) You can only move your game pieces in a forward
direction, except when you can capture an opponent behind you.

Your movement options lead to two potential situations; 1) you can capture an
opponent, or 2) you cannot capture an opponent. Both situations are described
below.

Moving - capturing an opponent

If an opponent is within range to be captured, you are obliged to capture them. For
eggs, this means that your opponent must be in a space directly next to you. For
reed warblers and cuckoos, your opponent is within range if they are directly next
to you or one space further away. This means that reed warblers and cuckoos are

In the exceptional case where both you and your opponent do not notice that a game
piece can be captured, the game moves on. This means that your opponent should
pay attention in your turn.

Example backward capture
The blue reed warbler is obliged to capture
the red egg. The blue player's turn then ends.

Moving - no opponent to capture

If there is no opponent within range, you can choose a game piece to move. The rules
that you can only move in a forward direction and cannot jump over game pieces still
stand. After moving one game piece, your turn ends.

Example movement without capturing
The reed warbler can move one or two steps.
They cannot jump over other game pieces

and must move in a straight line. Other game
pieces block some options in this example.

Game end

The game ends when one of the four winning conditions is met. You therefore win
when: 1) All game pieces of your own color are captured, except your own cuckoo.

2) You capture your opponents’ cuckoo. 3) You enter one of the homebases of your
opponent with your own cuckoo, thereby taking over their nest. 4) Your opponent
enters one of your homebases with any game piece other than their cuckoo, this
game piece is now safe from being captured.

Operation Cuckoo is played in sets, a set is best of three. So you need to win twice to
be the overall winner of the game.
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place all game pieces on the board according to the starting lineup.




