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(GR) MATNHTIKO ZKAKI — OAHTIEZ

Elcaywyn:

To mauyvidt mailetal og Lo oKaklEpa Pe 64 aompa Kal pavpo tTetpaywva. Kabe mailktng €xet
évav Baolla, ula PBacidiooa, 2 aflwpatikolg, 2 mupyoucg, 2 (mmoug kalt 8 movia
(otpatwwteg), Ta omoia, otnv apx Ttou malxvidlol, tomoBetolvral Onw dalveTal OTO
Slaypoppa.

[

ZKOTOG:

21OX0¢ ToU MaXVLSLoU elval va KAVELG LOT oToV BactAld Tou avtinaAou.

O Bao\lag pmopet va amokpoUoeL ToV KivOuvo UE TPELG TPOTOUG:

A- AypaAwrtilovtag To TLOVL Tou Tov OmelAel, gite HOVOG Tou ite pPe KAToLo GANO TiLOvL. Agv
UTMOpEL va TIAPEL TO TILOVL av N Kivnor Tou onpaivel 0t Ba KatoAdBel KATOLO TETPAYWVO
omou Ba pnopouaoe va yivel pat and AAAo TovL.

B- Av kivnBel o€ KATOLO TETPAYWVO TIOU SV amoTeAEL amelAn.

I- ToroBstwvtag £€va AAAO TILOVL AVAUECA OE EKEIVOV KOL TO TILOVL TTOU TOV ATTEAELL.

Av 8&vV UTOPECEL VO KAVEL KOULA OTIO QUTEG TLG KLV OELG, TOU YIVETOL HOT KAl TO TToyvidt
TEAELWVEL

Kavovag:

O Bao\Lag prmopel va poxwpr oL mPog KABE TapaKeipevo TETpAYwvo (Lavpo 1 AoTpo), TTy.
UTpooTa ) miow, Slaywvia, aploTepA, KABETA, Kol LMPOooTd H iow, opl{ovTLia.

H Bacillooa pmopel va petakivnBel oe omola tetpaywva embupel oe kaBetn, opllovtia n
Slaywvia katevBuveon, Kal 000 HaKpld adoU eV UTIAPYXOUV EUMOSLO VO OTAUATCGOUV TO
TEPAOUA TNG.

To mayvidlL mailletal kABeTa 1 0pl{OVTLA OE ATIEPLOPLOTO APLOUO TETPAYWVWV.

O a€lwpatikog Kveltal Staywvla, Tiow Kot UpooTd.

O notng Umopel povo va KwnBel og TETPAYWVO QVTIBETOU XPWHOTOG OO AUTO OTO oTolo
Bploketal mavw, aAAd pmopel va mapoadeidel éva tetpdywvo. ETol KAvel Lo kivnon tplwv
TeTpayWVWY: éva 1 Vo teTpdywva ot opulovtia (A kaBetn) koatsvBuvon kat to GAAo
TeTpaywvo (a) og 6£€Ld ywvia. Kavevog eldoug epumodilo ev umdpxeL o auth tv kivnon. O
MOTNG £ival TO LOVO TILOVL TTIOU UMOPEL va KAVEL AAMA TTAVW oo KAToLo AAAO TIOVL TNG
OKOKLEPQL.

To TovL Kiveital o kABetn kKateuBuvon €va TeTpdywvo tn dopd. Ouwg, thv mpwtn dopd
TIOU KIVElTaL, TO TIOVL UMopel va mpoxwpnoel Suo tetpdaywva. Otav To movL TAveL oTnv
televtaio Ooslpd, UMOpel va petatpanel oe omoloSAMoTe movVL Tou Slou xpwpotog. O
TLALKTN G TOU omolou To MoVt kepdilel Tnv BaociAiooa pmopel va mapel miow doa movia sixa
XOOEL I VA ATIOKTAOEL ETIUTAEOV TILOVLA.

Kataktnon:

Me tnv €aipeon Tou Toviol (oTpaTlwTn) , Tot UTTOAOLTTAL TILOVLAL QU LOAWTIZOUV TA KOMUATLOL
T omola PBpiokovtal otnv KatevBuvor Ttoug. AUuTA Ta TLOVIOL Ttalpvouv tnv B£on twv
KOUUOTLWV TIOU atXpoAwTtioav. To TiLovL (oTpatiwtng) oXLoAWTIZEL KOPUATLIO SLaywviwg Kal

EUMPOG OE TETPAYWVO TOU (510U XPWHATOG LLE TO TILOVL. AUTO TO TILOVL KaTaAapuPBavel Tn B€on
TOU QLYUOAWTLOUEVOU KOUUATLOU



(BG) MATHUTEH LLUAX - YN bTBAHE

BbBepeHue:

Tasu urpa ce Urpae Ha WaxmaTHa AbCKa ¢ 64 yepHu n 6enn KBagpaTyera.

Bceku urpad nma eguH uap, egHa uapvua, 2 oduuepa, 2 KoHA, 2 Tona u 8 newku, KoMTo B
HAYa/10TO Ha UrpaTa Ca COXKEHM, KAKTO € MOKA3aHO Ha KapTUHKaTa.
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Uen:

UenTta Ha urpaTta e ga ce matmpa Lapa Ha NPOTUBHUKA.

LapAaT B Wwax moxke ga npegoTBpaTM ONacHOCTTa NO TPU HauuHa:

A — YnaBAaiku 3ansiaxaTa Uamn oT CaMmA HEro UK C e4Ha OT APYruTe NeLKu.

Tolh He MoOXKe fJa ynoBM MewkKa, KOATO o 3ansalBa ako TOBa ABUXKeHWe [oBefe A0
YyNaBAHETO My OT Apyra neLuka.

b - Ypes npuaBukBaHe Ha 6e30NacHO KBaapaTye 3a Hero.

C—Ypes3 nocTaBaHe Ha NeLlKa MeXxay Hero 1 Tasu, KoATO ro 3acTpallasa.

AKO He MOXe Aa M3MoA3Ba HUTO eAMH OT Te3M Ha4YuHM, TOM Ce HaMupa B LWaxmaT M urpaTta
CBbPLUBA.

Mpasuna:

LlapaT moxKe fa ce ABUXKM MO eAHO KBagpaTye (4epHo uam 6a10), T.e. Hanpea WU Hasag,
BEPTUKANHO, XOPU3OHTANHO, HANABO, Hanpes, Ha3aa, No AuaroHan.

UapuuaTta moxe fAa ce ABMXM NO BCUYKU KBapaTyeTa, KaKTO TA XKenae - BepTUKasHO,
XOPWU30HTaNHO AW ANArOHANHO M KONKOTO Aaned ¥efae CcTura Aa HAMa Apyru newku, KouTo
Aa 610oKMpaT NpeMMHABaHETO .

UrpaTa ce urpae BepTMKaIHO UAN XOPU3OHTAIHO NO HEOrPAHWYEH BPOI KBaapaTyeTa.
Puuapsar ce ABUKKM AMaroHanHo, Hanpea 1 Hasaa,.

KOHAT ce ABWMXKM BbpXy KBaZpaT OT Pas/IMyeH LBAT OT TO3M, HA KOWTO CE HamMMpa, HO CbLIO
TakKa MOXKe Ja nponycHe eAHO Keagpatye. Mo TO3M HayMH NpaBu ABUXKEHWE OT TpU
KBagpaTHW XoA4a: e4HO UK ABe KBaApaTyeTa B XOPU3OHTaHA (MM BEPTUKA/IHA) MOCOKA, a
ApyrvaT KBagpaT(u) nog, npaB broa. Hama npensTtcTBus npu ToBa AsuiKeHue. KoHAT e
efuHCcTBEeHaTa dUrypa, KOATO MOKE Aa CKOYM Hag, gpyra.

MewkKaTa ce ABMKKN BbB BEPTUKAHA MOCOKA, €AHO KBaZpaTye Ha XoA4,. Ho KoraTto ce ABMKM 33
NpbB NbT TA MOXE Aa MUHe ABe KBaapartyeTa. Korato nmewkara CTUrHe A0 nocnegHua pes
MOXe [a A 3amMeHuTe C gpyra ¢urypa oT Bawwus LBAT. AKO eguH urpady cu e 3arybun
KpanuuaTta Moxe [ia CU A BbpHE UK A3 NOAYyYU Apyra AONBAHUTENHA NeLlKa.

B3emaHe Ha ¢urypu:

C u3KNOYeHMe Ha newkaTa, ocTaHanute ¢urypu B3emat Gpurypu, KOMTO ce HaMMpaT Ha
TEXHWUA MNBT U 3aemaT KBaapaTyeTo Ha B3eTaTa ¢urypa. MewkaTa moxe ga s3eme durypu no
OMaroHan v Hanpes Ha KBaapartye OT e4MH U CbLUM LBAT C TO3M Ha NeLlKaTa M Cbllo 3aema
KBafpaTyeTo Ha 3aeTaTta ¢urypa.

(RO) JOC MAGNETIC SAH - INSTRUCTIUNI

Introducere:

Jocul de desfasoara pe o tabla cu 64 de patrate alternate negru si alb.

La inceputul jocului fiecare jucator are un rege, o regina, 2 nebuni, 2 cai, 2 ture si 8 pioni si
care sunt asezati cum arata pe imaginea de pe ambalaj.
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Obiectiv:

Scopul jocului este acela de a da sah mat a regelui adversarului.

Regele pasat scapa de pericolul sahului mat in trei moduri:

A — capturand piesa care il ameninta cu sah, ori chiar el insusi ori cu alta piesa

El nu poate sa captureze pe cel care il ameninta daca prin aceasta mutare rezulta ca ocupa un
patrat care este amenintat cu sah mat de alta piesa.

B — mutand si ocupand un alt patrat neamenintat

C—Punand o piesa intre el si piesa adversara care il ameninta.

Daca regele nu poate efectua niciuna dintre aceste mutdri inseamnad ca a primit sah mat si
jocul s-a incheiat.

Reguli:

Regele poate muta in oricare dintre patrat adiacent (alb sau negru), in fata sau in spate,
vertical, in stanga, orizontala; in fata sau spate, diagonala

Regina se poate muta cate patrate doreste pe verticala, orizontala sau diagonala atata timp
cat pe traiectoria ei nu sunt obstacole care sa ii blocheze trecerea.

Jocul se desfasoara pe verticala sau orizontala peste un numar nelimitat de patrate.

Nebunii se muta pe diagonala Tnhainte si Thapoi.

Calul poate muta doar pe culoarea opusa fata de cea pe care sta in momentul mutarii, dar
poate sarii un patrat. Astfel el face o mutare de 3 patrate: unu sau doua patrate in orizontala
(sau verticala) si celalalt patrat(e) in coltul drept. Obstacolele nu sunt un impediment la
acesta mutare. Calul este singura piesa care poate sari peste alta piesa pe tabla.

Pionii se muta pe verticala cate un patrat o data. Dar prima data cand muta pionul poate
avansa 2 patrate. Jucatorul al carui pion captureaza regina poate de asemenea sa ia Thapoi
piesele pe care le-a pierdut sau sa castige piese aditionale.

Tura poate muta numai pe verticala cate patrate doreste daca nu sunt obstacole pe
traiectoria ei.

Capturarea:

Cu exceptia pionilor, piesele captureaza alte piese in directia in care se muta. Piesa care
captureaza ia locul piesei capturate. Pionii captureaza piese pe verticala sau diagonala pe un
patrat de aceeasi culoare cu cel pe care il ocupa. El ia pozitia piesei capturate.

(GB) MAGNETIC CHESS — INSTRUCTIONS

Introduction:

The game is played on a chessboard with 64 alternating black and white squares.

Each player has a king, a queen, 2 bishops, 2 knights, 2 rooks and 8 pawns, which, at the start
of the game, are set up as shown in the diagram.
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Objective:

The goal of the game is to checkmate the opponent’s king.

The king in check can ward off danger in three ways:

A — By capturing the threatening chessman, either by himself or with one of his other pieces.
He cannot take the chessman if this move will result in his occupying a square where he
would be checkmated by another piece.

B — By moving to occupy a non-threatening square.

C - By interposing a piece between the opposing chessman and himself.

If he cannot employ any of these means, he is checkmated and the game is over.



Rule:

The king can move onto any adjacent square (black or white), i.e. forwards or backwards,
vertically; to the left, horizontally; and forwards or backwards, diagonally.

The queen can move across as many squares as she wishes in a vertical, horizontal or
diagonal direction, so long as there are no obstructions to block her passage.

The game is played vertically or horizontally over an unlimited number of squares.

The bishop moves diagonally, forwards and backwards.

The knight can only move onto a square of the opposite colour from the one he is on, but he
can jump a square. He therefore makes a three-square move: one or two squares in a
horizontal (or vertical) direction and the other square(s) at a right angle. Obstructions are not
a bar to this movement. The knight is the only chessman that can jump over another piece
on the board.

The pawn moves in a vertical direction one square at a time. However, the first time it
moves, the pawn can advance two squares. When the pawn gets to the last row possible, it
can immediately become any piece of its own colour. The player whose pawn takes the
queen can also get back the pieces he/she has lost or gain additional pieces.

Capture:

With the exception of the pawn, chessmen capture other pieces in the direction in which the
capturing chessmen move.

The capturing piece takes up the position of the captured piece. The pawn captures pieces
diagonally and forwards on a square of the same colour as the one it is occupying. It takes up
the position of the captured piece



