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GAME RULES 

 

 “The war for the walnuts of EverGreen forest has begun. Lead your clan of squirrels to 
conquer this small part of the forest, explore the ground, extract resources (lots of 
nuts, stones, leaves and twigs), expand your clan and exterminate the enemies to 

score points.” 

 

NutWars is a simple 4X style roll and write game for 1 to 4 players. Each player 
is the leader of a clan of squirrels that have to obtain as many points as possible 
by performing different actions before the fox appears in the forest. 

A 4X in NutWars stands for: Exterminate enemies, explore the board, extract 
resources and expand territory. 

 



1. GAME OBJECTIVE: 

The objective of the game is to obtain more points than the rival clans at the 
end of 12 turns. For that, you will have to obtain different resources. With 
these ones you will be able to make improvements for your clan. At the end of 
the game each improvement will give you points and the victory will be for the 
squirrel clan with the higher score. 

2. COMPONENTS: 

4 Clan Sheets (Better if you laminate them) 
1 Forest Board Sheet 
2 Green dice (move and attack) 
2 Red dice (resources) 
1 White die (time) 
40 Squirrel Tokens (8 from each clan) 
Pencils or markers, each of a different color 
 
3. GAME PREPARATION: 

Each squirrel leader (player) takes a clan sheet of a color and takes it to his/her 
side of the table. Place the forest board sheet in the middle of the table. A draw 
is made to establish which leader places his/her squirrels first in the sector 1 
of the board, the second clan goes to sector 2 and so on. Each clan starts with 



2 squirrels of its color that will be placed on its tree. Then 4 squirrels without 
clan (the gray ones) are placed on the 4 squares in the middle of the tree that 
lies in the center of the forest board sheet. Then place the dice next to the side 
of the board sheet separated by colors and within reach of the other leading 
squirrels (players). 

 



The clan placed in sector 1 starts the game and the rest start in the order of 
placement. If the game is for two players, only the sectors 1 and 2 will be 
used; for three players the sector 3 will be added and so on. 

 

4. 4. FOREST BOARD SHEET: 

The game sheet is made up of 5 sectors. Sectors from 1 to 4 are clan spaces. 
Each clan sector is identified by its tree of 4 squares and a wooden bridge. The 
tree in the center of the sheet (16 squares) is the sector for the squirrels 
without clan. The rest of the white squares are 
exploration squares. Each clan has an area on 
its control in the forest with the exception of 
the squirrels without clan. Each zone is 
separated by streams that limit the area of 
each clan. 

 

 

 

 



4.1. CLAN SHEET:  

Each clan has a game sheet that represents its tree in which the count of 
resources acquired will be taken as well as improvements for the clan such as: 
stone walls, burrows, depots and toothy nests. There is also a table for combat 
results, improvement costs and time.  

 



5. PHASES OF A ROUND: 

Clan Phase: Starts with Clan 1's game turn and is played as follows: 

- ⦁ Roll scout / combat dice, perform actions. 
- ⦁ Roll resource extraction dice, execute actions. 
- ⦁ Make improvements for your clan. 
- ⦁ Expand your territory. 
- ⦁ Your game turn ends and starts the next clan's game turn. 

Forest phase: 

- ⦁ Squirrels without clan exploration phase. 
- ⦁ Roll the time die and mark the elapsed time. 
- ⦁ End of the round and start of the next round. 

 

6. HOW TO PLAY: 

The game begins with the clan located in zone number 1 rolling the 2 green 
dice (exploration and combat dice). Choose a result and move one of your 
squirrels to the squares equal to that result, the other non-chosen result will 
serve to calculate the distance to fight an opposing squirrel. Repeat this action 
for each squirrel you have in the game. 



After rolling the 2 green dice and doing the actions of exploring (moving) and 
fighting, roll 2 red dice (resource extraction dice). Take a look at the resource 
results table to find out what resources you found in the forest. Choose one of 
those obtained results and mark them on your clan sheet in the resources part. 
Mark the other result on the forest board sheet in the area of one of the 
opposing clans that are in play in the first numbered box following the order 
from 1 to 17. Repeat this action for each squirrel you have in play. 

It can not be marked in a box that has been previously marked; it means that 
I can not, neither place a resource in a box already marked with another 
resource, nor place a resource in a box where a resource has already been 
crossed out, nor where the bush of another clan has been marked. If there are 
no more spaces to place resources, place those resources in the other areas 
that still have empty spaces following the numbering of the boxes. 

If you have enough resources you can make improvements, mark them on 
your clan sheet and pay for the necessary resources (marking the resources 
used with an X and drawing the improvements obtained on the corresponding 
improvement area). 

You can also expand your territory. Look at the forest board sheet, pay the 
necessary resources (one of each) and mark by drawing a bush of your color 



on one of the white squares in which you have a squirrel from your clan. Each 
bush of your color will give you points at the end of the game. 

Once your turn ends, the next squirrel clan's turn begins. Once all the clans 
have played their turn, it is the turn of the squirrels without clan (the gray 
ones). All players roll a die and starting from the last player, move one of the 
squirrels the exact number of squares equal to the result of the die and do an 
action with the chosen squirrel. 

Having finished the actions of the squirrels without clan, one of the players 
rolls the white die to mark the time. When the time reaches its last box the 
game ends; It will mean that the night has arrived and the fox goes out to 
hunt squirrels. The scoring points stage begins. 

 

6.1. ONE TURN ACTIONS: 

After rolling the 2 green dice you can move a squirrel and attack to another 
squirrel, so you have both a Move Action and a Combat Action. 

MOVE: The chosen squirrel will move an exact number of squares equal to the 
chosen result. During its movement, it will not be able to move through squares 



that it has already moved this turn. The movement of a squirrel with clan can 
be horizontal, vertical or diagonal. 

ATTACK: Calculate the distance from the chosen squirrel to a chosen target 
equal to the result of the die, only in a straight line (horizontal or vertical). If 
there is a squirrel or more squirrels from another clan in that range of vision, 
choose one of those squirrels and attack it by rolling a combat die. 

COMBAT: When you attack a squirrel from another clan, roll a combat die and 
check the result. If you manage to hit the target, that target will have the 
opportunity to defend itself by rolling a die. If the target loses it is eliminated 
and its token is removed of the game sheet. If the target wins, it remains in 
play. 

You can not attack squirrels from other clans that are on their tree. If a player 
has all of his squirrels eliminated in combat after the last attack is finished, 
that player places a squirrel from his/her clan on his/her tree sheet. 

RESOURCE EXTRACTION: After rolling the resource extraction dice, take a look 
at the resource results table to find out what resources you found in the forest. 
Choose one of those results and mark the resource obtained on your clan sheet, 
the other one mark it on the forest board sheet in the area of one of the 
opposing clans that are in play. Marking it on the first numbered box following 



the order from 1 to 17. You can not mark neither on a box that was already 
used to score a resource nor that used to expand the clan. Repeat this action 
for each squirrel you have in play. 

IMPROVEMENTS: Once you have enough resources, you can make 
improvements for your clan: You will need 2 leaf resources to build 1 burrow, 
2 twig resources to build 1 depot, 2 stone resources to build 1 wall, 2 nut 
resources to have a new squirrel for your clan, or you can choose 1 resource 
of each to plant a bush and expand the clan. 

--BURROWS: They allow to have more squirrels for the clan. 1 burrow allows 
you to have 1 new squirrel. Each clan starts with a burrow. The initial two 
squirrels do not count towards the burrow. Each burrow built gives you 2 
points. 

--DEPOTS: They are used to add more points for unused resources. At the end 
of the game, each resource of the clan sheet that has not been used will be 
multiplied by the number of depots built you have and that will be the scoring 
points that you will have for leftover resources. 

--WALLS: They are used to slow down the opposing squirrels, they spend twice 
the movement to move through a wall square. When you build a wall you can 
place it on any empty square of the forest board. 



--SQUIRRELS: The more squirrels you have in your clan the more actions you 
can perform, collect more resources and attack enemy clans more times. At 
the end of the game each squirrel will give you 1 point. 

- BUSHES: They are used to expand the clan. When you build a bush, at the 
end of the game each bush will give you 4 points. 

 

7. SQUIRRELS WITHOUT CLAN: 

Squirrels without a clan roll a single die to move and they only move in a 
straight horizontal or vertical line, they can not move in diagonals like squirrels 
with a clan. 

Squirrels without a clan do not fight, but can be attaked. If these squirrels are 
on their tree they can not be attacked. When a squirrel without a clan is 
attacked and defeated, place its token back to the center of the board (middle 
tree). Eliminating squirrels without a clan does not give you points. 

Squirrels without a clan can not fight against squirrels from other clans, or 
collect resources marked on the forest sheet. If squirrels without a clan are on 
one of the horizontal or vertical rows with squirrels that belong to a clan, the 



squirrels of that or those clans will lose a resource of their choosing from their 
clan sheet for each unclan squirrel in that row. 

At the end of the turn of the clanless squirrels roll two dice. If 1 is got on either 
dice, place a clanless squirrel on its middle tree 

Squirrels without a clan earn points as follows: 

For each resource on the forest sheet that has not been extracted is multiplied 
by the number of squirrels without clan. (Solitary: add the number of the 
square where the squirrel is without clan) 

 



8. SCORE: 

⦁ For each unused resource multiply it by the number of depots. 
⦁ For each squirrel 1 point. 
⦁ For each wall 3 points. 
⦁ For each burrow 2 points. 
⦁ For each depot 2 points. 
⦁ For each bush of your clan 4 points. 
Squirrels without a clan get points as follows: 

Each resource on the forest sheet that has not been extracted is multiplied by 
the number of squirrels without clan. (Solitaire: Add the number of the square 
where the squirrel without clan is). 

9. END OF THE GAME: 

When the last box of the fox's track is marked the day is over, so the game 
ends at that moment and the scoring stage take place. 

 

 



10. SOLITAIRE MODE: 

For the solo mode, you only face the squirrels without a clan. Try to score more 
points than them to win. The squirrels without a clan will move according to 
the number assigned in their token. 2 squirrels without a clan start the game 
on the tree that is in the middle of the board. In this mode, the squirrels without 
a clan move as follows: Roll two dice and move the squirrel number 1 an exact 
number of squares equal to the highest result obtained. To know which 
direction the squirrels without clan will move, it will depend on the second 
result that can be equal to or less than the first result. Take a look at the 
following table. 

Result Movement 

1-2 Horizontal right 

3 Horizontal left 

4 Vertical up 

5-6 Vertical down 

 

 



Squirrels without a clan turn in solo mode: 

1-Roll 2 dice to move a squirrel without a clan. 

2-Attack with the squirrel without clan if possible, squirrels without clan have 
no line of sight, it is enough that their target is in one of the rows in which the 
squirrel without clan can see (horizontal or vertical), throw a die to attack the 
other squirrel. 

3-Collect resources, roll a die and get resources according to the result: 

Result Resource 

1 - 

2 Get 1 resource of leaves. 

3 Get 1 resource of twigs. 

4 Get 1 resource of walnuts 

5 Get 1 resource of stones. 

6 The opposing clan loses a resource of his/her 
choice. 



WRITING DOWN THE RESOURCES ON THE SQUIRRELS WITHOUT CLAN'S 
SHEET. When a new squirrel without a clan is got, it is placed on the tree that 
is in the middle of the board. When a bush is got, place it around their tree on 
any square. When enough resources to make an improvement are collected, 
the squirrels without a clan are forced to spend those resources and make the 
corresponding improvements that will be marked on their clan sheet or on the 
board as appropriate. 

4-End of the game turn.. 

  

FREQUENTLY ASKED QUESTIONS: 

-What happens if I (my squirrels) enter to a tree of another clan that is playing? 

You get 1 resource of your choice. 

-What if my squirrel is placed in a bush of another clan? 

You can attack that bush. Each bush has an endurance of 2 hits, so with a 
result of 2 hits the bush is destroyed. If so, mark it with an X. For each 
destroyed bush you get 2 points at the end of the game. If the bush only 
receives one hit, mark its box with a diagonal line, but be careful because 
another squirrel can finish the job and take the points. 



--- 0 --- 
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