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BREAKTHROUGH

Pawns only. First to reach the far rank wins. A minimalist abstract strategy game.

I SETUP
Board: 7x7 grid (49 squares).

FEN: ppppppp/ppppppp/7/7/7/PPPPPPP/PPPPPPP w — — 0 1

Breakthrough — starting position (7x7)

I PIECES
Pieces: Each player starts with 14 pawns filling their first two ranks.
I MOVEMENT

¢ Pawns move one square forward (straight ahead).
¢ Pawns capture one square diagonally forward (same as standard chess pawns).

* Pawns may also MOVE (not just capture) one square diagonally forward. This is the key difference from chess pawns.

*

No double-step. No en passant. No promotion mechanics.



I WIN CONDITION

First player to reach the opponent’s back rank (rank 7 for White, rank 1 for Black) wins. If a player has no legal moves, they lose.

I STRATEGY

Breakthrough is deceptively deep despite its simple rules. Connected groups of pawns protect each other as they advance.
Sacrificing pawns to create breakthroughs (gaps in the enemy line) is the primary tactic. The game has been solved for small

boards but remains strategically rich at 7x7 and above.
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