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(GR) MATNHTIKO TABAI — OAHTIEZ

Elcaywyn:

Mawvidl Vo MaLKTWY, oL omoiol prmopolv va £€xouv 15 moUAla (pavpa i aompa) Kal duo
{apla. Kot otig 6Uo mMAeupEg umdpyxouv 12 ypapUES R Keva (KOKKva Kal dompa Tpiywva). To
TAPAL xwpiletal oto KEVTIPO HE i Awpiba. O xwpog petafl twv TPlywvwv Nob6 kat Nol
ovopdletal «Imitty. O moaiktng A €xeL to «Imitt A» Kol o moiktng B to «Imitt B». H
kateuBuvaon kivnong paivetal amo ta toga. O maiktng mou Kweltal mpwTog elval eKEVOG TTOU
urnopet va piéeL Tov peyaAltepo aplBpo {aplwv. Ta {apla neptouv Kat n Kabe kivnon yilvetal
E TN OElpA.

ZKOTOG:

MveTe 0 MPWTOC MAIKTNG TTOU Ba LETAKIVAOEL OAQ TOU Ta TTOUALOL OTO ECWTEPLKO HEPOG KOl TAL
QTOMAKPUVEL OO TO TAUMAG «palevovtag ta». O aplBuog Twv MOVIwY eE0pTATOL QMO TO
onuelo mou £€dTaoE 0 XAUEVOG.

Tpomnog nouiparoc:

O mivakag xwpiletal oto TEooepa Kol 0 KABE TALKTNG EXEL £V ECWTEPLKO Kal EVaV eEWTEPLKO
XWpPo yla va mailel. Ta aompa Kal ta pavpa onpeia Tou mivaka €xouv aplBuoug and 1-12. 0
SLOWPLOTLKOG XWPOG ovoualeTal « Mmdpay.

KaBe maiktng maipvel 15 moUAla, €MIAEYEL TO XPWUA TOUC Kol PETA T TOMOBEeTel Ue TOV
TP AKATW TPOTTO:
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OL naikteg piyvouv ta fapla e TN oELpd, KoL 0 KaBEvag UETAKIVEL TO TTOUAL TOU CUUbWVA UE
To Tl £depe n lapld. Na moapadelypa, av pilelg éva 5 & 2, UMopei va UETAKIWVACELG Eval
TIOUAL 5 onpela kal éva GANo 2, 1 UMOPELG va LETAKLVOELS TO MPWTO TOUAL 5 onuela Kat
META GAAQ 2 yla éva cUVOAo 7 onueiwv.

Y€ 0lUTO TO CNUELO TOU aLXVLOLOoU, UTtopEiG va LeTaKkvnBeic o omolodnmote onpeio dev £xel
TIOUALOL 1] €XEL €va 1] TEPLOCOTEPA Ao TA MOVALA gou. Otav tomoBetrioslg U0 TOUALQ ooU
oTo 1810 onpelo, o avtimahdg cou dev unmopel va BAAEL Ta TOUALA TOU O QUTO TO OhUElD
ylati To €XeLg «KAVEL SLKO GoU». Agv UTIAPXEL OPLO OTA TTOVALO TTOU UIOPELG va €XELG OE £va
onueio. OUTE g0V pnopeig va ToMoBETHOELS TO TTOUALO 00U OE onuelo 6mou umapyxouv SUo 1
TIAPATAVW TTOUALA TOU avtinaAou.

Otav UETAKIVEI KATTOLO amd Ta MOUAL 0ou Ot onpelo OMoOU 0 avtimaAog €xel povo €va
TIOUAL TOU, TOTE «XTUTIAG» TO TIOUAL TOU avtinalou. To adalpeic Kal To TonobOeTeilg MAvw oTnv
«Mmapa.

Av T0 TOUAL oou £XeL xTumnBel kal Bploketal mavw otnv «Mmdapa», Ba mpénel va to BAAELG
€ava oto malyvidL mplv UMOPECELS VOl LETAKLVIOELG TA UTIOAouta. Mo va Unelg ava oto
TaXvidL, Ba mpémel va piéelg pe Ta {apla ekeivo Tov aplBd mou avilotolxel oe adelo onpueio
TOU £0WTEPLKOU XWPOU OTOoV Mivaka Tou aviimaAol cou. Metd xpnotpomnoinos tov aplBud
Tou Seltepou laplov ylo va Hmelg €ava ) ylo val XpnoLUOTIOLNOELC KATtolo AAAo ToUAL
HETAKVWVTACS To oUudwva e Tov aplBud tou deltepou {aplou.

Madlepa:

EdbOoov €Xelg peTAKVOEL OAat TA TOUALOL OGOU OTOV ECWTEPLKO XWPO TOU TVOKA COU,



«palePé ta» adalpwvtag Ta ano skeiva ta onuela mou talpldlouv Pe Toug aplBuols Twy
laplwv Tou €Xelg dEpel. Av, yla mapddelypa, €XELG Eva TIOUAL 0To 2 Kal éva oto 4 oTov
ECWTEPLKO OOU XWPO, KoL piEelg éva 2 kat éva 4, pumopeic va paléPelg avtda ta Vo moUALa.
Av pitelg éva 2 kal éva 4, aA\d €xelg HOvo €va TOUAL 0To 4 Kol OXL OTO 2, UTMOpPEiC va
paléPelc To TTOUAL Ao To 4 KoL VoL LETOKIVACOELG €va GAAO TIOUAL 2 onuela o KAtw amd to
uPNAOTEPO ONELO OTO OMOLO UTIAPYXEL TTIOUAL.

Av to ToUAL oou ytumnBel katd tn Stadikaoia paléuatog, MpEmel va tonoBetnBel mavw otnv
«Mmdapa», va pnel ava oto mayvidl kol va PTACEL OTOV E0WTEPLKO OOU XWPO WOTE Vol
MTMOPETELG VL TO HalEPELG.

(BG) TABJIA - MATHUTHA HACTOJIHA UTPA — YN'bTBAHE

BvBepgeHue:

ToBa e urpa 3a ABama Mrpayn, BCEKM OT KOWUTO pasnonara ¢ 15 nyna (YepHn nam 6enn) n gse
3apuyeta. OT ABeTe CTpPaHM Ha AbCKaTa MMA 12 AMHUKM M NpasHU mecTa (YepBeHn n benu
TPUBIBAHMLUM). [bCKaTa ce CbCTOM OT LUeHTpanHa wueuua. [poCTpaHCTBOTO Mexay
TpubrbAHMUM Ne 6 u Ne 1 ce Hapuya "Kbla". Urpau A e nputexkaten Ha "Kbuwa A", a urpau B
Ha "Kbwa B". MNMocokaTa, B KOATO Aa Ce ABWXKAT GUIypuTe € MOKasaHa CbC CTPENKUTe.
NrpaysT, KOWTO Ce ABMXM NbPBU € TO3M, KOWTO € NOoAYYMUS Hal-ronsm 6pont oT XBbpasHe Ha
3apa. XBbp/ieTe 3apa M BUKTE KOM e 3ano4YHe npbs!

Uen:

TpabBa Aa cTe NbPBUMAT Mrpay, KOWUTO ycrnee Aa MPUABMMKM BCUYKUTE CU MNY/OBE BbLB
BBTPELIHOCTTA HA TabNoTO M cnes ToBa Aa M npemaxHe. bpoAaT Ha TOUYKMTE 3aBUCK OT cTaTyca
Ha rybeLums.

Kak ce urpae:

MmaiTe B npeasunA, Ye gbCKaTa € pasfeseHa Ha YeTupu noseta. Bcekn nrpay nma BuTpewwHo
M BBHWHO nose. YepHuTe M 6Gennm TOYKM Ha AbCKaTa ca HomepupaHu ot 1-12.
PasgenvMtenHoTo NpoCcTpaHCTBO ce Hapuya "bap".

Bceku urpay Bzema 15 nyna, nsbupa LBeta UM 1 cieg ToBa M NocTaBs, KaKTo cneaga:
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UrpaybT ¢ YepHKU Ny/soBe 3ano4ysa Nbpeu. UrpaumTe XBbPAAT 3apoBeTe Mo pesa CU U BCEKU
ABUXKK Ny/a B 3aBUCMMOCT OT XBbPEHOTO YMcao. Hanpumep, ako xBbpante 5 1 2, moxe ga
NPUABMMKUTE eAUH NYA 5 TOUKK, a APYT 2, UM MOKEe Aa NPUABUNKNUTE eanH Ny 7.

Ha To3u etan oT urpaTa, MOXKe Oa Ce ABWMKUTE HaBCAKbAE KbAETO HAMa nynose. KoraTo
CNOXUTe 2 Nyna Ha MACTO, TO CTaBa Balle M BaLLMAT MPOTUBHUK HE MOXKE A3 C/OXKW Ny Ha
HeA. Hama orpaHMyeHue B 6poA Ha NyN0BETE, KOUTO MOXKE A3 C/IOXKUTE Ha TOBa MACTO. Bue
CbLO HE MOXe Aa C/IoXKeTe My/N Ha MACTO, Ha KOeTo ce HamMupaT ABama WM noseye Ha
NPOTUBHUKA.

Korato npemectuTe eguH OT BalluTe My/NOBE BbPXYy MACTO, Ha KOATO Ce Hamupa nya Ha
NPOTUBHUKA, TOraBsa ,,yapsaTe” nyna Ha NPOTUBHMKA U FO charaTe Ha ,6apa”.

AKO BalLMAT NyN e yaapeH U e Ha bapa Bue TpsbBa Aa ro BKapaTe OTHOBO B Mrpa npeau 4a
NpUCTBNNTE KbM APYro AelcTBue. 3a Aa ro BKapaTe OTHOBO, TpsbBa Aa XBbP/UTE YUCO,
KOEeTO CbOTBETCTBA Ha CBOBOAHMTE MeCTa BbB BLTPELIHOTO Nose Ha NpoTuBHMKa. Cnea ToBa
W3MNON3BalTe YACNOTO OT BTOpPMA 3ap, 3a Aa BKapaTe OTHOBO APYr Nya WAM Aa NpemecTtuTe
NpPOW3BO/IeH Ball My B 3aBUCMMOCT OT YMC/IOTO NOKa3aHo OT 3apa.

Pesynrar:

Cnep KaTo npemecTuTe BCUYKWU CBOM MyNOBe BbB BalleTo BLTPELIHO Moae, r'M M3Baxaate oT
Te3M TOYKM, KOUTO CbOTBETCTBAT Ha HOMepaTa, XBbp/eH OT 3apa. Hanpumep, ako umate eguH



nyn Ha 2 1 e4MH Ha 4 BbB BaLLETO BbTPELLIHO MoJie U XBbp/InTe CbC 3apa 2 Uan 4, moxe aa v
maxHeTe M aseTe. AKO xBbpauTe 2 1 4, a umate nNyn camo Ha 4, a HAMATe Ha 2 MoXe Aa
MaxHeTe TO3U Ha 4 1 ga npemecTuTe Nyn 2 TOYKKM HaZ0Ny OT Hal-BMCOKO 3aeTaTa ToYKa.

Ako BalwmAT nyn 6bae yaapeH B Npoueca Ha npemaxBaHe Tpabsa aa 6bae OTHOBO CNOXKEH Ha
6apa M ga 6bae OTHOBO BKapaH M MPUABWMMKEH [0 BBLTPELWHOTO nose npeau aa bbae
npemaxHar.

(RO) JOC MAGNETIC TABLE - INSTRUCTIUNI

Introducere:

Un joc pentru doi in care fiecare jucator are 15 piese (albe sau negre) si doua zaruri. Pe
ambele parti ale tablei sunt 12 linii sau spatii (triunghiuri rosii sau albe). Tabla este impartita
in doua de o banda centrala. Spatiile dintre triunghiurile nr. 6 si nr. 1 se numesc “casa”.
Jucatorul A este stapanul “casei A” iar jucatorul B al “casei B”. Directia in care trebuie mutat
este indicata de sageti. Jucatorul care muta primul este cel acre a aruncat numarul cel mai
mare cu zarul. Zarurile se arunca si si mutarile se fac pe rand.

Obiectiv:

Fii primul jucator care muta toate piesele in tabla interioara si le scoate afara. Numarul
punctelor castigate se calculeaza in functie de pierderea adversarului.

Cum se joaca:

Observati ca tabla este impartita in 4 parti fiecare jucator avand o parte a tablei interioara si
una exterioara. Punctele albe si negre de pe tabla sunt numerotate de la 1 la 12. Linia
despartitoare se numeste “banda”.

Fiecare jucator primeste 15 piese, ei isi aleg culoarea lor apoi le aseaza astfel:
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Jucdtorul cu piesele negre merge primul. Jucatorii arunca zarurile in ture alternative, si
fiecare muta piesele pe spatiile care se potrivesc cu numarul aruncat. De exemplu, daca
arunca 5 si 2, poate sa o piesa 5 puncte si alta 2, sau poate sa mute o singura piesa 5 puncte
apoi 2 pentru un total de 7.

La acest punct al jocului puteti muta Tn oricare spatiu liber (fard piese pe el) sau care este
ocupat cu una sau mai multe piese ale aceluiasi jucator si deci de aceeasi culoare. Cand aveti
doua piese pe un spatiu acest spatiu devine al dumneavoastra si nu poate fi ocupat de
adversar. Nu exista o limita a numarului de piese pe care le poate avea un jucator pe un
spatiu. Nu puteti muta pe un spatiu care are 2 sau mai multe piese ale adversarului.

Cand mutati o piesa pe un spatiu unde adversarul are o singura piesa “descoperita” aceasta
este “luata”. Scoateti aceasta piesa si puneti-o pe “banda”.

Daca piesa dumneavoastra a fost “luata” si acum este pe “banda” trebuie sa reintroduceti
aceasta piesa Tnainte de a putea muta alte piese. Pentru a reintra trebuie sa aruncati
numarul care corespunde cu un spatiu liber din partea interioara a tablei adversarului. Apoi
folositi al doilea numar de pe zar pentru a reintroduce o alta piesa sau sa mutati oricare
dintre piesele dumneavoastra cu numarul indicat pe zar.

Scoaterea pieselor:

O data ce ati mutat toate piesele si le-ati adus in partea interna a tablei dumneavoastra
incepeti sa le scoateti in functie de numerele aruncate de zaruri. Daca de exemplu aveti o
piesa pe spatiul 2 si una pe spatiul 4 in tabla dumneavoastra interioara si aruncati cu zarurile



un 2 si un 4, puteti sa scoateti aceste piese. Daca aruncati un 2 si un 4 dar aveti o piesa
numai pe spatiul 4 dar nu si pe spatiul 2, atunci scoateti piesa de pe spatiul 4 si mutati o alta
piesa cu 2 spatii in jos de la spatiile cu numere mai mari.

Daca piesa dumneavoastra este “luata” in timpul scoaterii pieselor trebuie pusa pe “banda”
apoi trebuie reintrodusa si adusa Tnhapoi n spatiul interior al tablei pentru a fi scoasa.

(GB) MAGNETIC BACKGAMMON - INSTRUCTIONS

Introduction:

A game for two players who each have 15 pieces (black or white), and two dice. On both
sides of the board there are 12 lines or spaces (red and white triangles). The board is divided
by a central strip. The space between the triangles No6 and No1l is named "House". Player A
is owner of "house A" and player B of "house B". The direction in which to move the pieces is
shown by the arrows. The player who moves first is the one who has obtained the highest
number by throwing on dice. The dice are thrown and the move made each in turn.
Objective:

Be the first player to move all your markers into your inner table and then remove them by
“bearing off”. The number of points scored depends the status of the loser.

How to play:

Note that board is divided into four tables-each player having an inner and outer table. The
black and white points on the board are numbered 1-12. The dividing space is called the
IIBar”.

Each player gets 15 markers; players decide on their color, and then place them as follows:
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Players throw the dice in alternate turns, and each moves his marker to the space that
matches his throw. For instance, if you throw a 5&2, you may move one of your markers 5
points and another 2, or you may move the first maker 5 points and then 2 more for a total
7.

At this stage in the game, you may move to any point that is clear of any markers; occupied
by one or more of your own makers. When you get 2 markers on a point, you “make “that
point and your opponent cannot land on it. There is no limit to the number of markers that a
player may have on a point. You may not land on a point occupied by 2 or more of your
opponent’s markers.

When you move one of your markers onto a point where your opponent has only one
marker (a “blot”), the opponent’s marker has been “hit”. Remove the marker that has been
hit, and place it on the Bar.

If your marker has been hit and is now on the Bar, you must re-enter this marker before you
can move any others. To re-enter, you must throw the number which corresponds to an open
point on your opponent’s inner table. Then use the number on the second die to re-enter
another marker or move any of your markers the number of points shown on that die.
Bearing off:

Once you have moved all of your markers into your own inner table, “bear them off” by
removing them from those points that match the numbers you have thrown. If, for example,
you have a marker on 2 and a marker on 4 in your inner table, and you throw a 2 and a 4, you
can bear off both of these markers. If you throw a 2 and a 4, but you only have a marker on 4
and not on 2, you can bear off the marker on 4and then move a marker 2 points down from
the highest occupied point,

If your marker is hit while in the process of bearing off, it must be placed on the bar again
and then be re-entered and move around to your inner table before bearing off.



