




Rules of the Game

Legend of Helvétia, volume 1, manuscript 422 of Wili Tella, year 48 of unification: 

The cup has only existed now for less than half a century, however, legends are already being created. Dragons are reinventing 
aerial football . 

The Madmen seem to be invicible; they don’t often reach the final, but they do manage to win each of the 12 participation 
games .

These Valés are mad... And their supporters always want more. We hear them shouting from afar: 13 out of 13!!!

INTERVIEW
W: LADIES AND GENTLEMEN, THIS IS WILI TELLA SPEAKING LIVE FROM LOSANA. WELCOME TO OUR CHANNEL TO FOLLOW THE 

FINAL ON DIRECT BETWEEN THE FOOLS OF ZION, AND THE DRAGONS OF BASELA. I AM PLEASED TO WELCOME THE ZION’S 
CLUB PRESIDENT, CHRIS TONTIN, GOOD EVENING!

C: ‘EVENING! 

W: 12 FINALS, 12 CUPS... WHAT AMAZING LUCK, ISN’T IT?

C: WHO ARE YOU TO TALK?..DON’T. YOU KNOW ANYTHING ABOUT FOOTBALL OR WHAT? YOU DON’T JUST WIN THROUGH  
LUCK, YOU WIN BECAUSE YOU’RE THE BEST. AND I KNOW HOW TO TURN MY BOYS INTO MEN CAPABLE OF WINNING THE 
CUP.

W: YES, BUT EVEN STILL, 12 VICTORIES IN AS MANY PARTICIPATIONS, THIS IS NOT COMMON, MR TONTIN?

C: WHO’S LANDED ME WITH THIS IDIOT? I DON’T HAVE TO SIT NEXT TO HIM FOR 90 MINUTES DO I? DO YOU THINK THAT  
I‘D‘VE COME IF I WASN’T SURE OF WINNING OR WHAT? NO, I KNOW WHERE MY PLACE IS ALRIGHT AND THAT’S ALL THERE   
IS TO IT. 

Introduction

HELVETIA Cup is a game of simulation football set in a fantasy world. You play the role of a team coach to defy other coaches 
in epic games and magnificent championships. HELVETIA Cup blends tactical skill, strategy and luck. 

HELVETIA Cup exists in two versions: 

• a FAMILY version (explained on a separate double-sided page). 

• a GEEK version (which is explained here). 

In these rules, the player is called «coach», while the football player is called «player».
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1 Contents of the Box

The box contains: 

The equipment to play: 

• 1 game board,

• 2 teams: 

• the Madmen, 

• the Dragons, 

• 1 ball, 

• 48 markers (cylinders): 

• 40  BOOST markers,

• 8 yellow cards,

• 1 TOTOMAT tray  with its  time marker, 

• 2 player’s help cards, 

• 1 time dice “D6 “ (6, 6, 9, 9, 9, 12),

• 1 Chafouin coin (head or tails),

• 2 dice (20 sided ) “ D20 “ (1 red, 1 green),

• 2 goals with its markers (8 black cylinders), 

• the Family rules (one double-sided page),

Per team:

• 9 figurines (1 goalkeeper, 6 standard players and 2 captains),

• 1 packet of players cards,

• 1 packet of POWER cards,

• 1 team dice (1D6),

• 2 team tokens.

Editor’s note 
 The World of Helvetia has been created uniquely for your enjoyment .Although inspired by Switzerland there is no 

offense meant to any person or persons in this noble country .

 Helvetia is entirely imaginary and not based on any real or historical facts . We hope you have fun in discovering this 
fantastic and humoristic universe . And for those who would like to see 26 teams and regions : please be patient !!
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Presentation of some game parts

The pitch

The players

There are  three qualities which define a player ;

his physique,

his defensive competences        and

his offensive competences. 

You find this information on the player‘s cards. You 
will find on the cards:

The football player’s physical reserves represents 
his capacity to accelerate and to surpass his basic 
faculties. In fact, the inhabitants from Helvetia 
are all sensitive to a potion called BOOST which 
allows them to raise their capacity to move faster.
At each movement, the player will lose a BOOST 
point and when all points are used up, he will no 
longer be able to move.

Defensive competences define the quality of the 
player’s defense. They are represented by 4 blue 
columns. The higher the values are, the stronger  
the player is in defense. 

Offensive competences define the quality of the 
player’s attack, represented by 4 red columns.

There are three types of players in HELVETIA Cup: 

• the players,

• the goalkeeper (marked  by G),

• and the captains (marked  by C) on the  
player’s card. 
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2 GEEK RULES

2.1  Purpose of the Game 
The games are between 2 teams composed of a goalkeeper, four players, two substitutes and a coach. 

INTERVIEW 
W. WE ARE NOW 10 MINUTES INTO THE GAME AND STILL NO SCORE, IT’S A VERY PHYSICAL MATCH, MR TONTIN, ISN’T IT?

C: PHYSIQUE IS A BIT LIKE WHEN YOU PUT SOCKS ON IN THE MORNING: YOU CAN HAVE SMART ONES, OR ONES FULL OF HOLES, OR NO SOCKS AT ALL. THAT’S 
MY JOB: BUYING SMART SOCKS FOR MY PLAYERS. IF YOU COULD SEE WHAT I HAVE TO CONTEND WITH AT THE START OF EACH SEASON…
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HELVETIA Cup can be played in two ways: 

a single match,

The winner is the team that scores the most goals in 90 minutes. In the event of a draw, there is additional time of 30 minutes. 
If there is still no winner then the teams have to go on to penalty shoots. 

a competition

During a competition, a coach and his team play several matches. The aim of the coach is to make the most wins. At the same 
time he will have to maintain his team, avoid injury, improve physical condition with serious training sessions and of course 
avoid getting and yellow or red penalty cards!

2.2 Setting up
Each coach chooses a team and puts in front of him:

• the figurines and corresponding players cards,

• POWER cards and LEGEND cards for the chosen team (optional),

• a goal with its markers,

• his Team tokens,

• dices (1D20 as well as the team dice).

The game board is put down between both coaches; both goals are put on the back lines. They will be used during shoots by 
the coaches.

Yellow cards, TOTOMAT and  BOOST markers are put down next to the game board. The ball is put down in the centre of the 
pitch and the time marker on the square O of the TOTOMAT. On the TOTOMAT, each coach puts a BOOST on O of score, and 
his team token on the free square which signals which team is on which side. Each coach must choose 1 goalkeeper, 4 players 
and 2 substitutes (max. 1 captain per team). The other players are lined up in the box.

During a single match, the coach draws 5 POWER cards and chooses a LEGEND card. He then keeps three out of 6  and replaces 
the others in the box. The corresponding player cards of the chosen players are laid down in front of the coaches. They put 
the BOOST markers on the players who start the match. The cards for the substitutes are put down behind the goal.

They toss the Chafouin coin to start the match. The winner of the toss chooses to begin in attack or in defense. In Helvetia 
Cup the attackers have possession of the ball. 

Placing the players 
The team in defense begins by putting his goalkeeper in the goalkeeper’s zone and 4 other players according to football 
regulations (each  player  on their own side of the pitch and no player in the centre circle). The attacking team then does the 
same, not forgetting to put a player with the ball in the centre circle ready for kick-off.

INTERVIEW
W: WHAT ON EARTH IS STOK ALP DOING; HE IS ON HIS OWN AGAINST TWO DRAGON ATTACKERS WHO ARE LEADING HIM A DANCE WITH THEIR AERIAL GAME. HE DOESN’T NORMALLY 

EVEN PLAY IN DEFENSE!! 

C: YOU WILL EXCUSE ME DURING HALF-TIME, BUT I MUST HAVE A WORD WITH THE COACH. HE DOESN’T EVEN KNOW HOW TO PLACE HIS PLAYERS... IT’S A HUGE MESS...

W: AH WE SEEM TO BE WITNESSING ON LIVE A CLASH BETWEEN THE PRESIDENT OF ZION AND HIS COACH...

C: WHAT ON EARTH ARE YOU INSINUATING! THER IS NO CLASH: A CLASH IS A DISAGREEMENT BETWEEN EQUALS, IN THIS CASE WE ARE NOT EQUAL: I’M HIS BOSS. IT’S ME WHO DECIDES 
IF HE GETS CHAFOUINS (CHF) AT THE END OF THE GAME. HE IS PAID TO AGREE WITH ME... THERE IS NO CLASH: QED!

We suggest not using the  
POWER cards  for the first 
games. The use of the LEGEND  
cards  is also optional in a 
single match.

The players of the team in at-
tack are the attackers and the 
players of the team in defence 
are the defenders.

The overlapping  hexagons  
on each   side of the pitch 
are accessible to the players 
during the initial placement 
phase, each one of course  
remaining  on his own  side 
of the pitch .
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2.3 Match Procedure

Rounds of the game
A round  consists of two phases: the moves and the actions. The move phase allows the coaches to move their players. 
The action phase allows the defense to take possession of the ball and the attacker to try a pass, a shot or other action.

A round immediately ends when:

• The team in attack decides not to make any additional action,

• The team in defense recuperates the ball. If this is the case, there is change of possession. The defending team go 
into attack and the attacking team go into defense.

Exception: at the beginning of a match, at the beginning of the second half or after a goal, the team in attack doesn’t  
begin its round with a move but the player with the ball starts play by kicking off.

Length of a match and end of game 
A match lasts 90 minutes. The TOTOMAT indicates the time and score. In case of a draw at the end of a match, there will be 
two overtime periods of 15 minutes each. If the score remains equal, there will be a session of penalty shoots to determine 
the winner.

At each goal scored and at each change of ball possession, the coach passing into attack throws the time dice and the Totomat 
time marker is moved according to the time indicated; 6,9 or 12 minutes. When the marker goes over 45 min. the match is 
interrupted. The second half-time begins by placing the players as at the start of the match, the difference now being that 
the team who first kicked off goes into defense and vice-versa.

2.4 Moves
The coach of the attacking team can move all, some or none of his players, the coach of the team in defense then does  
the same. 

Every player can be moved one hexagon free of charge .

BOOST
If the coach wishes, he can then spend one or several BOOSTS to move a player, one hexagon per BOOST. The used BOOST 
is removed from the player’s card and put back in the box. When a player has no more BOOST on his card, all his skills are 
divided by two (rounded off to the lesser  whole number), and he is said to be exhausted.

Outrun
The hexagons on the wings allow the attackers to move faster. These hexagons are recognizable thanks to the muddy strip on 
the edge of the pitch. An attacker who ends his move on one of these hexagons can advance one more in the same direction   
free of charge. A BOOST cannot be used on an outrun.

An outrun cannot be used by the team in defense.
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! CHANGE OF POSSESSION

The defensive team goes into attack and  
inversely.

If the TOTOMAT indicates the 45th minute, the 
action continues, the half-time ends when the 
TOTOMAT is over 45’.

If the ball is on a hexagon without a player, it 
will be automatically taken by the first player 
arriving on this hexagon.

1. a) Attackers Moves 

 b) Defenders Moves

2. a) Defenders Actions

 b) Attackers Actions
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Constraints of movements
There can be only one player of each team on a hexagon. Only the goalkeeper can occupy the goal area. If a player is on the 
ground, he can use his free move to get up again, and can then continue his move by using a BOOST.

2.5 Actions 
When the teams have ended their moves, the action phase begins. Contrary to the move phase, it is the defense team who 
first come into action, followed by the team in attack. An action is optional for both attack and defense. If the defense 
decides not to make an action it is then the turn of the attacking side. If the attackers decides likewise, it is the end of the 
round. 

The team in defense can only make an action if one of its players is on the same hexagon as the player with the ball. A defen-
der can only execute one action per round. The defender can try a defensive action:

• to steal the ball, 

• to tackle, 

• to obstruct his opponent by putting pressure on  him.

The attacker can attempt an offensive action:

• to make a short pass,

• to make a long pass,

• to shoot.

All these actions are made   with varying degrees of ease by the players according to their skills. The more competent the 
player is, the better the action will be. 

The action is considered successful if the result of the dice is smaller or equal to the corresponding skill, otherwise it is said 
to be a failure.
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Example :

Berg R (A) goes for free en (B).

Bu S (C) goes for free in (D) then goes for free in (E) thanks to the outrun hex.

Stok Alp goes for free in (G) and spends a BOOST to go in (E).

Brute Un (H) doesn’t move. 

INTERVIEW
C: WHO ON EARTH IS THIS GUY, WE’RE NOT AT HALF-TIME YET AND HE’S SO TIRED HE’S SITTING DOWN!… THESE DRAGONS, 

THEY MAY BE ABLE TO FLY, BUT NOT FOR LONG!

W: AND GOOOOOOOOOOOAL! INCREDIBLE, THE DRAGONS HAVE JUST SCORED THE FIRST GOAL IN THE 36TH MINUTE WITH 
A FANTASTIC OVERHEAD SHOT FROM VOG L WHICH SMASHED INTOTHE TOP CORNER OF THE GOAL. INCREDIBLE! AND THE 
SCORE IS I – O FOR BASELA!

C: (LONG  SILENCE)......... I REALLY MUST GO DOWN AT HALF-TIME.

Reminder : An action  is successful if the 
result of the  D20 is smaller or equal to the  
competence   corresponding to the player’s 
action .
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Defense actions 

Stealing the ball 
The simplest way to retrieve the ball is to try to steal the ball from  the opponent. The attacker responds to this attempt by 
a dribble.

To attempt to steal the ball, the defender must throw a D20.

• If he fails to steal the ball, the attacker keeps it and MUST move one hexagon free of charge.

• If he succeeds in stealing the ball the attacker MUST try a dribble by throwing a D20.

• If the attacker succeeds in dribbling, he keeps the ball and MUST move one hexagon free of charge.

• If the attacker fails his dribble, then the defender steals  the ball and MUST move one hexagon free. There is a change 
of possession of the ball and the round ends.

Tackle 
The second way to retrieve the ball is to attempt a tackle. Unlike Stealing the ball, the success of this action does not depend 
on the skills of the attacker, but it induces a risk of injuries and penalties. The coach throws the D20.

If the tackle is successful, the defender gets the ball and the attacker is knocked down. When a player is down, his figure is 
placed lying on the board to indicate this.

If the tackle fails there are two possibilities:

• If the D20 result is greater than 16, the tackle fails «miserably», the player did not even bother the attacker: the 
defender finds himself on the ground and the attacker keeps the ball.

• If the result of D20 is smaller or equal to 16, it is a foul. Both coaches throw their team dice to determine injury 
and penalty card. This is followed by resolution of the fault, and then the tackled team continues the game as the 
offensive team.

Cards (yellow or red color)    apply to the defender, while injuries   apply to the attacker. The color of the dice 
indicates a yellow card or red card. If the dice is yellow, place a yellow marker on the player’s card. If the player in question 
already had a yellow card, then his second yellow becomes a red card. If a red card is given, the player must leave the field 
without being replaced.

Injuries result in the loss of one or more BOOST. The < 1 - 2 - 3 > indicates the number of BOOST to be removed. 
They are immediately removed from the player’s card. If the player’s BOOST is down to zero and the dice indicates more to 
be taken off, the player is badly injured and must leave the field. The coach can replace him if he has not yet completed his 
two changes.

If, following an injury or a penalty, a team has only two players left on the field, it immediately loses the game by forfeit.

After a foul, a particular phase of moves is carried out as follows:

• An attacker MUST be in the hexagon where the ball is. If  there is no player  there, the coach MUST (this movement 
is free) place the player nearest the ball in the hexagon (the coach can choose in the case of equal distance between 
players). 

• No defender may be in the hexagon. 

The match continues with an offensive action.

INTERVIEW
C: OH NO NO NO!! WHAT RUBBISH! 

W: MR TONTIN, THE BASELA  PLAYER DID A FANTASTIC  
DRIBBLE; YOU ARE VERY HARD ON YOUR PLAYER.

C: FOR GOODNESS SAKE YOU CAN’T TRY TO GET THE 
BALL OFF SUCH A GOOD DRIBBLER, THAT’S VERY STU-
PID... YOU HAVE TO TACKLE HIM SO THAT HE WON’T 
HAVE TIME TO REACT.

W: I STILL SAY YOU ARE VERY HARD!

C: THAT’S WHY YOU ARE A RADIO COMMENTATOR AND 
I AM PRESIDENT!!
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Example :
Stok Alp, who has 12 in Stealing the ball, wants to steal the ball from Berg R who has 14 in Dribbling. They are both in the 
hex (A).

Stok Alp throws the dice and gets a 8. Berg R tries the dribble: he gets 15, his dribble is missed. Stok Alp gets the ball and 
moves for free of an hex (B). There is change of ownership and the clock moves on.

Reminder: A defender can only carry out a  
defensive action if he is in the same hexagon 
as the ball carrier and he can only carry out one 
action per round. 

Reminder: If a player has no more BOOST, all  
his competences are reduced by half.
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If a fault occurs in the penalty area, there is penalty. The ball is placed on the penalty spot. It continues with a move phase 
with the following restrictions:

• there must be an attacker on the penalty spot. If necessary the coach can put the nearest player onto it, free of 
charge; 

• there must be no player in the penalty area; if necessary, a supplementary move of a free hexagon is authorized;

• the goalkeeper is placed in the goal area. 

The attacker on the penalty spot shoots the ball.

Pressure 
If a defender who is in the same hex as the ball carrier does not make any defensive action, he nevertheless exerts  
a pressure that will interfere with the ball carrier on his next offensive action. If the ball carrier makes an offensive action  
he automatically suffers a penalty whose value is equal to the pressure competence of the defender. No dice throw is requi-
red in the case of pressure. 

Offensive Actions
The player of the attacking team can perform an offensive attack, if he does not, the round ends and we start a move phase.

Short Pass
A short pass does not require a dice throw. The ball is moved by 1 or 2 hexagons in any direction chosen by the coach. A 
short pass can be intercepted by a defender standing in the hexagon where the pass is aimed. To attempt an interception, 
the coach of the defending team throws D20.

• If the interception is successful, the defender takes the ball and must then move a hexagon; there is a change of 
position.

• In case of failure of the interception or if no defender was in the hexagon where the pass was directed, the attacker 
receives the ball. The attacker can either stop his turn, or continue with a short pass, a long pass or a direct kick.

A short pass can be directed to an empty hexagon. In this case, the round ends. The team closest to the ball goes into attack. 
In case of equidistance, the attacking team stays in attack. If the defending team is closer, there is a change in possession.

INTERVIEW
C: YOU SEE WILLY, A TACKLE, IT IS LIKE YOU WITH YOUR 

SON, IT IS THE LOVE OF RISK, WITHOUT THE APPLE. 

W: GOOOOOOOOOOAL! 2-0 FOR BASELA SCORED AT THE 
LAST SECOND OF THE FIRST HALF. INCREDIBLE MATCH. 
MR TONTIN, IT’S NOT GOING SO WELL, WHAT DO YOU 
SAY?

C: ARE YOU KIDDING OR WHAT? 2-0 AT THALF-TIME, WE 
WILL WIN... WE’VE DONE IT BEFORE… WERE YOU BORN 
YESTERDAY OR WHAT? 

W: THAT MAKES NO LESS THAN THREE GOALS TO SCORE IN 
THE SECOND HALF!

C: DID YOU DO MATHS OR WHAT? I MUST SAY YOU CAN 
COUNT BETTER THAN YOU CAN COMMENTATE. IT’S 
HALF-TIME; I MUST GO AWAY FOR A MINUTE  

W: IT WAS WILLY AND CHRIS LIVE AT LOSANA STADIUM.  
WE’LL BE BACK AFTER THE ADS THANK YOU FOR  
LISTENING.

Example:
Stok Alp attempts a tackle on Berg R, who is in the same hex. Stok Alp has 9 for tackles, he throws the D20 and gets a 12. 
The result is less than 17 but greater than 9, so there is fault. Both coaches throw their team dice. Stok Alp’s coach gets 
a yellow face, Stok Alp is warned, he must be careful not to take a second card for the rest of the match. The coach gets 
a -2 for Berg R, Berg R loses two BOOST and ends up at -1. He is injured and must leave the field, his coach replaces him 
with Bü S by putting him on the hex where the ball is. Bü S is the one who plays the penalty. A move phase then allows all 
players to move. Bü S must then make an offensive action, he tries a long pass and the game continues.

Example:
Stok Alp who has four in pressure decides to interfere with Berg R. Berg.R. tries a long ball to 16. The pressure from Stok 
Alp obliges Berg R to go down to 12 (16-4) to complete  his action.

1-
2

If a defender tries an interception, he loses 
the chance  of putting on the pressure  
thereafter.

A defender cannot put the pressure on a 
short pass.
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Long Pass
The long pass allows a long distance move.There is no limit to the number of hexagons. The attacker chooses a hexagon, 
which may be empty, and throws  the D20.

• If the long pass is successful, the ball reaches the target hexagon.

• If the long pass is missed, the ball is deviated off course by one or two hexagons according to the template by applying 
the result of D20 used for the pass. Each coach uses the template visible from his side of the field. The ball never goes 
off pitch; it always stops on the last hexagon on the edge of the board.

INTERVIEW 
W: ALREADY BACK, MR TONTIN? 

C: WHEN YOU STUDIED MATHS, DID YOU  DO PERSPICACITY AS WELL ? 

W: SO WHAT DID YOU TELL  YOUR PLAYERS? 

C: NOTHING. 

W: NOTHING? 

C: NO, I DIDN’T NEED TO. 

W: AH! .............. AND APART FROM THAT, I THOUGHT THAT WE SAW RELATIVELY FEW BAD PASSES UP TO NOW IN THIS 
MATCH. 

C: ARE YOU JOKING OR WHAT? THEY MAY NOT BE THAT SMART, BUT THEY CAN MANAGE TO KICK THE BALL A FEW METRES  
WITH THEIR FEET. EVEN LOUIS CAN DO THAT.

W: AND WHO IS LOUIS? 

C: HE ‘S MY TWO YEAR OLD GRANDSON. 
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Use of the template

The centre of the template represents the  chosen 
hexagon. The ball may deviate by  1 or 2 small hexa-
gons in six directions. If the throw of  D20 gives 14, 15, 
16,17,18,19 (central areas of the template) the ball is 
deviated by one small hexagon. Otherwise it is deviated 
by two hexagons.
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Example :
Berg R makes a short pass to Bu S who is in (B). Stok Alp, also in (B), tries an interception with a compe-
tence at 10. He throws a 8, the interception is successful; Stok Alp takes the ball and moves in (C ). There 
is change of ownership and the clock moves on.

The short pass, restricted to two hexagons max, could have been made to every hexes marked with a 1 or 
a 2.
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Example:
Deg N tries a long pass aimed at Bü S who is located in the hexagon (A). Deg N has 10 in Pass. If the 
throw of D20 is smaller or equal to 10 the ball lands at A. If the throw of D20 is 18, the ball  lands at  
(B) (deviation of a hexagon). If the throw of D20 is 11, the ball lands at (C) (deviation of 2 hexagons).
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A long pass can finish up on an empty hexagon or on  one occupied by one or more players. Four scenarios are possible:

• there is only one attacker in the destination hexagon, he can either:

• try a header if he is in the penalty area;

• end the round and continue with a move phase.

• there is only one defender in the destination hexagon, he gets the ball, there is a change of possession;

• there is an attacker and a defender in the destination hexagon, the defender may attempt clearance           by throwing 
a D20:

• if the kick is successful, the ball is deviated by one or two hexagons according to the template by applying 
the result on the dice. These four scenarios are applied again depending on the occupation of the hexagon 
where the ball lands ;

• if the kick out is missed, the attacker automatically grabs the ball.

• if there is nobody in the destination hexagon, the round ends. The team closest to the ball goes into attack. In case 
of equidistance, the attacking team stays in attack. If the defending team is closer, there is a change of possession.

The Shoot
The shoot is a shot towards goal aiming to put the ball into the net!

The shoot is allowed when a player is in one of the three shooting zones. The goal is divided into 6 squares. The success of a 
shoot depends on the skill of the player, his position on the pitch and the square of the goal aimed at. The further away the 
ball comes from, the easier it will be for the goalkeeper to stop it.
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Example:
Deg N (A) attempts a long pass aimed at Bü S who is  in the hexagon (B). Deg N has 10 in Pass. He throws an 8, his pass 
is successful and lands in (B). Stok Alp who is in the same hexagon tries clearance, he has 10. He throws 3, the ball 
bounces 2 hexagons forward according to the template in front of him.

The lighter areas represent the shooting  zones. The num-
ber on the hexagon indicates the number of squares that 
the goalkeeper can choose.

The shooting zones: one can see that a shoot into the top 
corner is harder to do than a shoot into the center.

One cannot directly carry out a shoot fol-
lowing a pass. On the other hand, a header  
is possible following a long pass and a direct 
kick is possible following a short pass. 

The squares chosen by the goalkeeper must 
be adjacent!
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During a shoot, the attacker secretly chooses one of six squares corresponding to the goal area in which he will shoot. The 
goalkeeper secretly chooses a number of squares equal to the number of hexagons  that separate the shooter from the goal. 
These squares must be adjacent (not diagonal). Both coaches mark the selected squares, then they show them simultaneously.

• If the goalkeeper chooses the right number, he stops the ball. He seizes  the ball and there is a change of possession.

• If the goalkeeper has not chosen the right number, the attacker launches the D20 to see if he can put the ball where 
he wants. The result of the dice must be less or equal to his shooting competance, minus the malus (number to be 
deducted) of the area aimed at according to its position in the goal. 

• If he is successful, there is goal, end of round  and change in  possession. After adjusting the score and time, 
we begin with a placement phase as at the start of the game.

• If he fails, the goalkeeper gets the ball and there is a change of possession, followed by a movement phase. 
The goalkeeper can not move during this phase and has then to make an offensive action. If the defence  
goalkeeper had left the goalkeepers zone, he can return to his place for free.

Direct Kick
The Direct Kick is similar to the shoot, but it is performed after a short pass and therefore more difficult to achieve. A -4 
penalty is applied to D20 for the shoot. The rapidity of the Direct Kick surprises the goalkeeper who has one square less to 
defend than for a shoot. It is thus possible that the goalkeeper has no choice of squares.
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Moné chooses (A)

The goalkeeper
chooses B and C

Example:
Moné, who as 18 in Shoot, wants to try one, he is 2 hexagons from the goal. He secretly chooses  
square A (top corner) which has a -4 penalty. The goalkeeper, who has the right to choose two adjacent 
squares, chooses B and C. The two coaches reveal their choices. The goalkeeper goes  the wrong way 
and can’t stop the shoot. Moné launches D20, it’s a 7, which is less than 14 (18-4), the ball reaches the 
net and it is a GOOOOOOAAAALLL!
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Example: 
Brute One in (A) makes   a short pass to Moné who has 18 in Shoot (B). He performs a Direct Kick. The guardian has the right to 
choose only 1 square, however Moné has a -4 penalty for shooting ability, so he has 14 (18-4). The target square penalty must also 
then be applied. 

If Brute One had made a direct shoot, the goal keeper would have been entitled to choose two squares.

If Moné had been in (C), the goalkeeper would not have been able to choose any square on his goal. 

INTERVIEW
C: JUST LOOK AT THAT  KID THERE. LOOK, HE ‘S GOING TO SHOOT...

W: THE ZION COACH IS SPONGING HIS FACE WITH A TOWEL, AS IF HE WAS BLEEDING...

C: YEP, HE’LL GET OVER IT... BUT LOOK AT THAT HOOT... THE ULTIMATE AND MOST BEAUTIFUL ACTION... JUST LIKE A POEM!!! 

W: 2-1!

The direct kick is the only means of carrying 
out a shoot directly following a short pass wit-
hout having to go through a new move phase.
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Header 
A Header is only possible after a long pass and the attacker must be in the penalty area. A header is resolved like a shoot but 
using the attacker’s Header competence.

INTERVIEW 
W: STOK ALP HAS GONE WILD. HE REMAINS IN THE PENALTY AREA, THE BALL IS PASSED TO HIM BY MASS ON, BY A HAIR’S 

BREADTH, INCREDIBLE! A BACKWARD OVERHEAD KICK… AND GOOOOOAAAAAALLLLL!

C: AND THERE YOU ARE: 2-2. YOU SEE MATE, WE’RE CATCHING UP!

W: BUT THIS IS INSANE… WHY DID STOK ALP TAKE SUCH A RISK, RATHER THAN CONTROLLING THE BALL AND TAKING HIS TIME 
TO SHOOT?

C: IT’S NOT HIS FIRST GOAL YOU KNOW... IT ‘S EASY TO SCORE NORMALLY. STOK, HIM, WHAT HE’S LOOKING FOR IS THE ULTI-
MATE GOAL! 

W: BUT EVEN SO…

C: LISTEN, LET ME EXPLAIN SOMETHING TO YOU, AT LEAST THEN YOU WON’T HAVE WASTED YOUR TIME. YOU SEE THE BLOKE 
IN DEFENSE? WELL, IF STOK WAITS LONG ENOUGH TO CONTROL THE BALL, BU S WILL ALREADY BE ON HIM, AND IT WILL BE 
MORE DIFFICULT TO SCORE. YOU STARTING TO UNDERSTAND FOOTBALL?

INTERVIEW
W: AND IT’S THE SAME THING WHEN THEY MAKE A HEADER? 

C: HOW CAN I SAY THIS: SOME ATTACKERS, EVEN FAMOUS ONES, ARE SOMETIMES CLUMSY WITH THEIR FEET. THAT’S WHY  
THEY USE THEIR HEADS WHENEVER THEY HAVE THE OPPORTUNITY.

A long pass can be made over  1 
or 2 hexagons, if followed by a 
header  for example.
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Example:
Berg R in (A) makes a long pass for Bü S in (B). If the ball lands  in (B) there is offside. Bü S (B)  is closer to the goal than the 
last but one defender (C). If the ball arrives in (E) and (F) and Bü S  takes over the ball from  a defender, there is also offside. 

If the ball arrives in (D) and Bü S who  was in (B) is the first to take the ball, there is also off-side.

If Bü S had been in (D) or in (C), he would not have been  off-side, even  if the ball lands  in (C), (D), (E) or (F).

2.6 RULE PRECISIONS

Goalkeeper G
The goalkeeper is a full player. He can go out of his zone and, like any other player, perform defensive and offensive actions. 
He cannot stop a shoot however if he is out of the goalkeeper zone.

If the goalkeeper is hurt, a field player replaces him. When this replacement goalkeeper saves a goal he can only choose one 
square of the goal whatever the distance of the shooter. He is thus penalised for his lack of experience. 

No other  player can enter the goalkeeper zone.

Substituting players 
Two players’ changes at the most are allowed per match. The composition of the team decided before a match includes 7 
players (1 goalkeeper, 4 players and 2 substitutes). A change can be made: 

• After a goal: the coach can freely choose to change one or other of his players; he takes a player off a hexagon and 
replaces him with a substitute, on the same hexagon. He makes his move with the newly entered player;

• During the game: the player who is replaced must go to a hexagon at the edge of the pitch. He can then go off the 
pitch using a move or a BOOST. The player who replaces him comes onto the pitch on the same hexagon that the other 
player leaves by. The player who comes on cannot move on this round;

• After an injury: the injured player can be replaced; the substitute takes the place of the injured player (who goes 
off) wherever he is on the pitch.

A player who has been replaced cannot come back into the game.

Off-side
HELVETIA Cup applies the off-side rule only if one of the coaches asks for it.

A player is off-side when:

• he hasn’t got the ball; and

• he is on the opposition side of the pitch; and

• he is between the last defender (who is generally the goalkeeper) and the last but one defender;

• the off-side position is allowed in HELVETIA Cup.

There is offside if a player is in offside position after a pass towards the opposing goal and he is the first player to touch the 
ball after this pass. If another player touches the ball before that, it cancels the offside.

At the moment when the attacker who was offside gets the ball, the opposing coach can shout «offside». There is change of 
possession, the attacker goes into defence. There is then a move phase with the following restrictions at the end:

• an attacker MUST be in the hexagon where the ball is. The coach can «bring» in the player closest to this hexagon for  
free (to be chosen by the coach in case of equidistance);

• there cannot be a defender in that  hexagon. 

Then the attacker who is in the hexagon with the ball MUST make an offensive action.

If the pass is not directed forwards but behind 
or across, there is never off-side.
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the level

the team

a challenge zone

the number of the card

Extra time and Penalty shoots 
The extra time consists of two complete periods of 15 minutes each, whether there is a goal scored or not. The team who 
kicked off at the beginning of the match begins the extra time as the attacking team. If there is no winner at the end of extra 
time, there will then be a Penalty shoot out. 

Only the players on the pitch at the final whistle can participate. If a player is exhausted, his Shoot competence is reduced by 
half. The team to shoot first is chosen by tossing the Chafouin coin. Each team kicks a series of three shots from the penalty 
point using three different players, designated beforehand. If at the end of this sequence there is still no winner, the shoots  
take place one by one until one team scores, and the other misses. A player cannot kick a second penalty before all the 
players of his team, including the goalkeeper, have had their turn. 

2.7  POWER cards  and  LEGEND cards
The  POWER cards        and the LEGEND cards       enable you thanks to skilful coaching to surprise your opponent and some-
times influence the course of a match. The cards are specific to each team. 

Each card is divided into several zones:

• the level of the card,

• an image,

• a challenge zone  for the POWER cards (used only in championships),

• the number of the card.

Reminder in a single match, a team can choose 3 cards (two POWER and one LEGEND or three 
POWER). The use of cards is optional.

• The POWER cards are placed face down in front of the coach.

• The LEGEND card  is placed face up. 

The POWER cards can be used only once per match, so one has to choose the most favourable 
moment. After use, the  POWER cards are placed back in the box. The detailed description of the 
cards for each team can be seen on the fourth cover of these rules.

INTERVIEW
W:LAST MINUTE OF REGULAR TIME. GABU IS IN POSSESSION OF THE BALL, HE PASSES TO STOK ALP WHO IMMEDIATELY PASSES TO MONE, ON HIS OWN   

IN FRONT OF THE GOALKEEPER. BUT IT’S OFFSIDE! HEY!! REFEREE!!!!

C: THE REF IS ALWAYS RIGHT! 

W: BUT HE WAS SPEAKING TO BRUTE UN. HE DIDN’T SEE...!!

C: EXACTLY. 

W: AH OFFSIDE! THIS FAMOUS RULE WHICH PROVOKES SO MANY QUESTIONS AND FRUSTRATIONS. SUCH A FRUSTRATING RULE IT REALLY IS. 

C: FRUSTRATING? YOU LEARN QUICKLY PAL. NO NEED OF VIDEO CONTROL TO CHECK IF THE REFEREE IS RIGHT, YOU CAN’T MAKE A MISTAKE IN THE 
CUP!!!

P L
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3 Competition

Even though the single matches already offer a good amount of excitement, it is the competitions, in cup or championship 
form, which offer the coaches the ultimate challenge. Throughout the competitions, the coaches will have to show their 
skill by managing not only the tactics and strategy during the matches, but also injury, penalty cards and  team training.

The Web site www.helvetia-cup.ch gives you various details concerning the competitions and allows you to create and  
manage them on-line.

3.1 Evolution of the team and the players
During competition, the team and its players will evolve according to the following rules:

Fatigue 
If a player has no more BOOSTS at the end of a match, he is said to be exhausted. An exhausted player, even if he is 
replaced before the end of the match, will begin the next match with one BOOST less than his usual physical level. 

Injury
If a player has no more BOOST but the team dice or a POWER card still requires him to remove one or more BOOST, the 
player is then injured. 

In the event of  injury, the player misses the next match. At the following match, the coach must check if the player is able 
to play. He throws his team dice: if the dice shows a red card, the player cannot play yet, he is not yet fully recovered; 
this process is repeated at the  following match, and so on until the player is fit enough to regain the team.

Penalty Cards 
During the match, the players can be given cards.

If a player receives 2 yellow cards or a red card during a match, he is sent off the pitch and will be suspended for the 
following match. If the player who receives a red card has  already received a yellow card during the match, the effect is 
the same: the player cannot play the next match; the markers are put back to zero once the suspension purged.

A yellow card remains active for  the duration of the competition. So if  a player having already received a yellow card at 
a preceding match receives a new yellow card, he will be excluded from the next match, the markers are then put again  
to zero. 

POWER  and LEGEND  cards 
The LEGEND cards are available from the beginning of the competition. Only one LEGEND card is allowed per match. Each  
LEGEND card can only be used once per competition.

The coach can acquire POWER cards either by assiduity in training, or by tenacity in fulfilling certain challenges during 
the matches. If the coach manages to carry out the challenge or decides to use his training sessions to acquire a new 
technique, then he can add the corresponding card to his deck of POWER cards for the rest of the competition. At the 
beginning of the matches, the coach can choose 3 POWER cards from the cards on his deck.

P L

Win  3 points

Draw  1 point

Loss  0 point

Don’t forget to mark the penalty cards, in-
juries and exhaustion on the match sheet.

18



a challenge

make 3 shoots

C

Training
Between competition matches, a coach has three training sessions. The level of the card indicates the number of training 
sessions necessary to acquire it and add it to his deck.

The Challenge
Before the match, a coach can choose one  POWER CARD THAT he hasn’t yet got on his deck and try to play the challenge 
during the match. If he succeeds, he gets the card and puts it on his deck. As for the LEGEND cards, the challenge is put 
face up on the table, before the beginning of the match.

3.2 Creating  a competition
The coaches choose the kind of competition. Any type of competition is possible but the two great classics of HELVETIA 
are the Cup and the Championship:

• the CUP is a competition with direct elimination. The matches are played with extra time of 2x 15 minutes in the 
case of a draw, and a penalty shoot out if the score is still equal after extra time.

• during the CHAMPIONSHIP, each team plays twice against each of the other teams in matches of 90 minutes wit-
hout extra time. A win earns three points, a draw one point and a defeat zero points. The team with the most 
points is the winner!

Each coach chooses a team and gives it a name that shall be written on the Team sheet.

3.3 Before the match
Before each match the coach is entitled to three training sessions which enable him to add cards to his deck. The coach 
checks if the injured  players are ready to return to  play and updates his Team sheet then chooses 1 goalkeeper, 4 players 
and 2 substitutes, taking account of the injuries  and penalty cards. Reminder: only one captain in each selection.

The coach chooses 3 POWER cards from his deck, and maybe 1 LEGEND card. Then the coach chooses a challenge and puts 
the corresponding POWER card face up in front of him.

3.4 During the match
The match proceeds in the same manner as a single match. However each coach notes on his team sheet the penalty cards 
and injuries of his players. 

The team who wins a match by forfeit notes a result of 2-0 except if the score was higher before the interruption; if this 
is the case then it is the score obtained before interruption which is noted.

If the coaches so wish, they can note the statistics of the match on the match sheet (available on the www.helvetia-cup.
ch site). This  allows the follow-up of the actions of the match and the collection of the season statistics in order to know 
for example the best striker, the player who received the most penalties etc. These statistics are available on the web 
site www.helvetia-cup.ch. 

Example:
after three training sessions, the Zion coach can get 1 card level 3 or 1 card level 2 + 1 card level 1 or 3 cards level 1.

C
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INTERVIEW
W: WELL, ONE CAN REALLY SAY THAT THIS FINAL HAS BEEN A GREAT SHOW. 

 «13 OUT OF 13… 13 OUT OF 13… 13 OUT OF 13»

W: MR TONTIN?

C: THERE’S NOTHING MORE TO BE SAID, LONG LIVE THE CUP, LONG LIVE ZION, LONG LIVE ME !!!!

W: AND IT ‘S ON THE SCORE OF THREE TO TWO FOR ZION THAT WE LEAVE THE AIR, THANK YOU EVERYBODY, THANK YOU FOR 
YOUR ATTENTION! AS FOR ME, LET’S ALL EAT APPLES, I SAY!!!

3.5 After the match
Each coach also notes on the Team sheet the players who finished exhausted. 

At the end of the match, if the team succeeded its challenge, the coach can add the corresponding POWER card to his 
deck by marking it on his Team sheet. If he did not succeed his challenge, he cannot add this card to his deck. Lastly, do 
not forget to enter your statistics on the HELVETIA Cup site!
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Thanks

Thanks to all that have supported us: our family and our friends.

Thanks to all that have play tested again and again this game: “le Genie de la Lampe” 
in Sierre, the Desdés Family, the “Mines de Plomb” de Monthey and “la Fête du Jeu” 
in Saxon.

Thanks to all that believed in us, airvéa IT & Communication, Avansis, Mastroianni Art, 
Gameworks and all the others.

Thanks to the last ten years... and to the FIFA for the off-side rule!
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Player Card details

Example Match Sheet and Team Sheet

Version

Team armorial

Name of the player

Number of the player

Attack

Defence

Boost reserve

Team Name

Match Results

Players Statistics

1
2
3
4
5
6
7
8
9

10
11
12
13
14
15
16

Goal
Player 1
Player 2
Player 3
Player 4
Player 5
Player 6

Captain 1
Captain 2

Cards: Power & Legend
1 2 3 4 5 6 7 8 9 10 11 12

13 14 15 16 17 18 19 20 21 22 23 24

Opponent Score Pts Win Loss Tied GF GAP

L L L L

www.helvetia-cup.ch

X X

X

Zugriga 2-1 (1-0) 22 3 1 0 0 2 1

1 Bagnoud
3 Kuonen
4 Masson
5 Stockalper
6 Fournier
7 Gabbud
8 Bruttin
10 *C* Rey 
11 *C* Monnet

1

2

1

1
1 2

1
2 1

1

1

1

www.helvetia-cup.ch

-
-

Match

Team 1 Team 2

Statistics Team 1

Statistics Team2

Goal
Player 1
Player 2
Player 3
Player 4

Substitute 1
Substitute 2

Goal
Player 1
Player 2
Player 3
Player 4

Substitute 1
Substitute 2

score

PL

PL

C

C

Zyon

2 1 0 1

Basela

1 Banoo
3 Koo N
4 Mass On
5 Stock Alp
6 Four Nie
8 Brute Un
10 *C* Re 

1 Ryffel
2 Müller
5 Merz
6 Stettler
10 *C* Wolf
7 Biber
3 Willi

12 - réussi

14 - loupé

12 - 8 - 16

14 - 3 - 19

1
1

1

1

1

1

1

C = Captain

G = Goalkeeper
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