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BASHNI

Russian column draughts, the predecessor to Lasca. Captured pieces stack beneath the captor instead of leaving the board. Uses
Russian Draughts movement rules (men capture backwards, mid-jump promotion) on a standard 8x8 board with 12 pieces per

side. The name means “towers” in Russian.

Bashni — starting position

https://engine.moddable.games/play/?game=draughts&variant=bashni


https://engine.moddable.games/play/?game=draughts&variant=bashni

I SETUP

Board: 8x8 checkered board, dark squares only. Same as English/Russian Draughts.

Pieces: 12 men per player on dark squares of the three nearest rows.

First move: White moves first.

*

RULES

Men movement: Men move diagonally forward only, one square at a time.

Men capture: Men capture by jumping diagonally over an adjacent opponent piece. Men can capture both forwards and
backwards (Russian rules).

Column formation: When a piece jumps an opponent, the captured piece is placed underneath the capturing piece, forming

a column (tower). A column is controlled by whoever’s piece is on top (the “commander”).

Column movement: A column moves as a single unit according to its commander: a man-led column moves forward only; a

king-led column moves in any direction.

Capturing a column: When you jump a column, you take only the top piece (the commander). That piece goes under your

jumping piece/column. The remaining stack stays in place, now controlled by the next piece down.

Liberating buried pieces: Capturing an opponent’s column can free your own buried pieces. When the enemy commander is

taken, your piece (if next from top) regains control.
Mandatory capture: Captures are compulsory.
Free choice: No majority rule. Player freely chooses between available captures.

Mid-jump promotion: If a man (or man-led column) reaches the back row during a multi-jump, it is promoted immediately

and continues as a king.

No re-jumping: A piece/column cannot be jumped twice in the same sequence.

KING PROMOTION

Flying kings: Kings (and king-led columns) move any number of squares diagonally in any direction.

King capture: Kings jump at distance along diagonals, landing on any open square beyond.

WINNING

A player wins when their opponent controls no columns and has no individual pieces remaining (all are buried beneath the

winner’s columns) or when all opponent-controlled pieces are blocked.



I STRATEGY

Unlike standard draughts where captured material is permanently lost, in Bashni every capture creates a potential future liability.
Tall towers are powerful but a single capture strips the commander and potentially frees multiple enemy pieces at once. The
decision between building tall columns (concentrated power) versus maintaining multiple independent pieces (distributed

control) is the central strategic tension.

I ATTRIBUTION

Traditional Russian variant. Public domain. Pre-dates Lasca (1911). Source: Wikipedia (CC-BY-SA).



