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The above image is owned by The Deerstalkers of Welshpool. The rights to the game are 

owned by CORFEL GAMES. You may play the on-line evaluation version but it may not be 

downloaded as Corfel Games do not own the program code.  

A NEW SHERLOCK HOLMES  

BOARD GAME 

On-line evaluation version  
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is a Sherlock Holmes board game for two players. It is comparable in 

complexity to Chess. 

It is played on a board which contains a total of 80 squares arranged as 8 wide by 10 long. 

The blue and red squares are known as “home squares” and at the start of the game each 

side’s pieces are set out in the corresponding home squares (i.e. squares that are the same 

colour as the pieces). 

 

Figure 1 
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 Each side has 12 pieces:-  

 
 

 

                           

Name Value Name Value

Sherlock Holmes (1 off) 4 Professor Moriarty (1 off) 4

Inspectors (3 off) 3 Blaggers (3 off) 3

Sergeants (4 off) 2 Knuckledusters (4 off) 2

Constables (4 off) 1 Safes 1

MORIARTY'S SIDEHOLMES' SIDE
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Getting Started 

In order to try the on-line evaluation version, free of charge, you will need to log on to the 

server where it resides. The address of the server will have already have been provided to 

you by email along with a questionnaire. 

If two of you wish to play on the same computer simply press the Two player button. You 

may either use one USB mouse between you or plug in a second USB mouse. Remember, 

in this trial version, both mice will still be able to control both sides’ pieces. 

If you wish to play over the internet then proceed as follows:- 

 Press the Play online button.  

 Enter your name, which need not be your real name 

 Press OK. You will then be able to see the names of any other players who are 

logged in.  

 Select another players name and send them an invite to join 

 If they accept you will then be able to play against each other. 

Starting Positions  

The pieces are arranged as shown in Figure 1 above. The program will automatically 

decide who has the first turn. 

The blue squares are Home Squares for the Sherlock Holmes pieces and the red are Home 
Squares for the Professor Moriarty pieces. 

Battle Zone 

The 32 squares between the Holmes and Moriarty Home Squares is the Battle Zone. 

Scoring 

The attack value of a piece is shown on it in large numerals. 

The defence value varies depending on several factors described in the permitted move 

section below. 

Each time a piece moves into the Battle Zone its score value shown on the Score Counter 

increases by its attack value. 

If a piece is moved back onto a Home Square or is taken by an opponent its value is 

subtracted from the score.  
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Permissible Moves 

Pieces may only be moved diagonally, one square at a time, either forwards or backwards, 

except when taking pieces of the opposing side. Pieces are taken by removing them from 

the board and replacing them with the attacking piece. An opponent’s piece may be taken 

if it is on an adjacent square to the attacking piece even if the attacking piece has to move 

backwards. 

 

When you attempt to make a move the squares to which you may legally go turn green 

and those which you may not move to turn red. The on-line version of the game will not 

permit illegal moves to be made. 

When pieces from opposing sides become adjacent to each other the defending piece can 

only be taken if the face value of the attacker is at least equal to that of the defender, or 

where appropriate, the enhanced value of the defending piece. The value of each piece for 

attack purposes (taking an opponent’s piece) is that shown on it. 

However, the value of a piece for defence (avoiding being taken) is enhanced depending 

on where it is on the board and what other pieces are backing it up. 

 

If a defender’s piece has another of their pieces immediately adjacent, diagonally, 

vertically or horizontally, but not beyond it, then the face value of the defensive piece 

shall be increased by 1 or more depending on the number of adjacent defensive pieces. 

In the on-line version of the game the defence value is shown at the top left of each square 

with a piece in it in the case of the blue pieces and in the top right in the case of the red 

pieces. (See figure 1) 

Once an attack is complete the attacking piece must then revert back to one diagonal 

move at a time even if now on an opponent’s square colour. 

The enhanced defence value, of any piece, can be determined by imaging it is between the 

tips of a letter C as shown in the figure 2 below. 

If the piece being enhanced is itself on its home square then its value is taken to be its face 

value +1 before any enhancement added by being between the tips of the imaginary C 

shape.  

Enhancement only applies to defensive value and never to the value for attack purposes. 
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Figure 2 

 

Figure 3 below show a scenario where 20 moves have been made and no pieces taken 

resulting in a draw.  

 If at any stage both sides have taken an equal value of pieces and 20 moves are then made 

without a further piece being taken the result will be a draw. 
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Figure 3  

 

Figure 4 below show a scenario where Moriarty has taken a Holmes’ Constable piece but 

then 20 moves have been made and no further pieces taken resulting in a Moriarty win.  
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Figure 4 

 

Figure 5 below show a scenario where, although Moriarty has more pieces on the board, 

he has failed to press home his attack and 20 moves have been made with no further 

pieces taken, by either side, resulting in a win for Holmes (blue) who had a greater value 

of pieces in the Battle Zone.  
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In the event that any piece reaches the rear row of the opponents side of the board then the 

player so doing shall be entitled to swap it for a piece of greater value if one has been 

previously taken by the opponent. 

In this example Professor Moriarty has been taken by Holmes earlier in the game but one 

of his pieces, a safe, having reached Holmes’ back row he can now choose to retain the 

existing piece value or recover the value of a higher value piece previously lost. (See 

figure 6) 

Figure 5 Figure 5 
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The game finally stops when either side has no more pieces left. 

In the event that no moves are possible or either player makes 20 moves without taking an 

opposing piece then the game shall be deemed to be won by the player whose total value 

of pieces left in the Battle Zone area is greater. For the purposes of this rule any piece 

which is on its home square shall not be relevant. 

Figure 6 


