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(GR) MAINHTIKO ZKAKI — TABAI — NTAMA - OAHTFIEZ

2KAKI

Elcaywyn:

To mayvidL mailetol o Pl OKAKLEPO LE 64 AoTpal KoL Havpo TeTpaywva. KaBe maiktng £xeL évav
BaolAg, pla Baoiliooa, 2 aflwpatikolg, 2 mUpyoug, 2 (moug Kot 8 Tovia (CTPATIWTEC), Ta omola,

oTnV apxn Tou malyvidlou, TomoBeTouvTal Onwe paiveTal 0To SLaypappa.
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ZKOTOG:

2TOX0¢ Tou MaXVISLoU elval va KAVELG LOT oToV BactAld Tou avtinaAou.

O Bao\Lldg pmopet va amokpoUoeL ToV KivOUuvo UE TPELG TPOTOUG:

A- AypoAwtilovtag To TovL Tou tov anellel, elte POVoOG Tou elte e KAmoLo GAAo TovL. Agv pmopel
VO TIAPEL TO TILOVL AV h Kivnor) Tou onpaivel 0tL Ba kataAdPel KAToLo TETPAYwWVO Omou Ba pnopouce
va yivel ot amd GAAo Tiovt.

B- Av kivnBel og KATOLO TETPAYWVO TIOU SeV amoTeAel amelAn.

I- TomoBetwvtag éva AAAO TILOVL AVAECA OE EKEIVOV KaL TO TILOVL TIOU TOV ATIELAEL.

Av 8&ev UTIOPECEL VA KAVEL KOULA ATIO AUTEC TLG KWV OELG, TOU YIVETAL AT KOl TO TIOULXVIOL TEAELWVEL.
Kavovag:

O BacALag uropel va mpoxwpnoeL Tpog KABe mapakeipevo Tetpdywvo (Lavpo f Aompo), Ty.
UTMPOOTA 1 Tiow, SLaywvLa, apLoTtepd, KABETA, Kal UMPooTd f Tiow, opllovTLa.

H Baoillooa pmopel va petakivnBel oe omola tetpdywva enbu el oe kAOeTN, oplloviia f Slaywvia
KateuBuvan, Kal 600 pakpld adol Sev UTIAPXOUV EUMOSLA VA OTAUOTI|COUV TO TEPOCUA TNG.

To mawyvidL malletal kABeTa 1 0pl{OVTLA OE ATIEPLOPLOTO APLOUO TETPAYWVWV.

O a€lwpatikog Kveltal Staywvla, miow Kol UmpooTad.

O ndtng umopet poévo va KivnBel og TeTpaywvo avtiBeTou XpWwHaTog anod autd oto onolo Pploketal
Tavw, aAAd propet va moapadelel éva tetpdywvo. EToL KAVEL pLa Kivnon TpLWV TETPOYWVWY: £va
600 teTpaywva oe opllovrtia (r kaBetn) katevBuvon Kal to dAlo TeTpaywvo (a) o de€ld ywvia.
Kavevog eiboug epumddlo dev umapxel og autr Ty Kivnon. O utmotng ival To Lovo TovL Tou Ynopetl
VO KAVEL AALA TTAVW Ao KATTOLO GAAO TILOVL TNG OKAKLEPAL.

To mudvL Kveital og kABeTn kateBUvVON €va TeTpAywvo TN Ppopd. Opwe, TNV MPwTn Ppopd mou

KLVeltal, to movL propei va mpoxwproel SUo tetpdywva. Otav To movL ptavel otnv tedeutaia



OELPA, UMOpPEL VoL LETATPOATIEL O€ OMOLOSHTIOTE TILOVL TOU (6lou Ypwpatog. O maiktng Tou onoiou to
TovL kepdilel Tnv Baoillooa pmopel va mapel micw 6oa LOVLA €iX0 XAOEL } VOL OTIOKTH OEL ETULMAEOV
Tovia.

Katdaktnon:

Me tnv e€aipeon tou TovioL (oTpaTiwTh) , TO UTIOAOLTIA TILOVLO OULXUOAWTL{OUV TA KOUUATLO TO
omoia Bpiokovtal otnv KateLBUVOT) TOuG. AUTA TA TILOVLA TIAPVOUY TNV BECN TWV KOUUATLWY TIOU
alypoAwtioav. To TOVL (OTPATIWTNG) OUXHOAWTI(EL KOPUATLA SLAYWVIWG KL EUNPOG OE TETPAYWVO
ToU (610U XPWHATOG PE TO TLOVL. AUTO TO TILOVL KATOAAUPBAVEL TN BE0T TOU ALXUOAWTIOUEVOU
KOUUOTLOU

NTAMA

Elcaywyn:

OLvtapeg eivat éva mayvidt yla SUo (2) maikteg. Kabe malktng emAEYEL TO XpWUO TNG VTAUAC KAl
tomoBetei Tt 12 MLOVLIA TOU OTA TETPAYWVA TWV TPLWV MPWTWV CELPWV Tou Ttivaka. Kat ot SUo
TLOULKTEC TIPETTEL VA TOTIOOETOOUV TG VIAWEC TOUG OTA TETPAYWVA TIOU £{vall TOU (810U XPWHOTOG.
Ka&Be maiktng LETAKIVEL TIC VIAUES LE TN OELPA.

ZKOTOG:

Na aypoAwtioelg katl va adalp€oeLs TIG VIAES TOU avTimaAou amd tov Tivaka.

Kavovag:

Ma va adalp€ael TNV VIAUA TOU avTImaAou oo ToV TiVaKa, 0 TTAKTNG TIPETEL VA TIEPATEL TIAVW ATIO
QUTO TO TILOVL. T va yiVEL QUTO, TIPETIEL OL VIAUEG VO TIEPACOUV TIAVW OO TNV ALYUAAWTN VTAUA O
Slaywvia katelBuvon KoL va OTOOTHC0UV O€ £va AdeLo TETpAYwVOo. OAEG OL KIVAOELG TTPETEL VOl
yivouv og Slaywvia kateuBuvon Kal o€ (5Lou XpWHATOG TETPAYWVO.

AUTAEG KL TPUTAEG KLV OELG UITOPOUV VA Yivouv oTnv (8La oelpd epOCOV UTIAPXOUV ASELN TETpAYWVA
og omoladnmote emopevn Slaywvia kateuBuvan. Otav n vtdua Tou naiktn Gtavel otnv TeAevtaia
OELPA TOU AVTUTAAOU TTAVW OTOV TIVAKA — AUTHA VTApA yivetal «BactAldgy». Mvetal «BaolAtag» otav
tonoBetnBel MAvw Tou Lo GAAN vIApa Tou 18lou Xpwpatog. Evag «BactAlagy» pmopet va kivnBet
UTpOOoTA Kal iow o€ dlaywvia katelBuvon Tavw oTov Tivaka.

TABAI

Elcaywyn:

MatyvidL SUo MaKTwy, oL omoiol prmopouv va €xouv 15 movAla (pavpa f aompa) kat Svo Lapla. Kat
oTLG SU0 TMAEUPEG UTIAPXOUV 12 ypapUEG i} KEVA (KOKKLVAL Kal doTpa Tpiywva). To TapAL xwpiletal oto
KEVTPO UE pia Awpida. O xwpog PeTaly Twv Tpywvwy Nob kot Nol ovopadaletal «Imitwy. O maiktng A
€xeLto «ZmitL A» Kal o Taiktng B to «Zmitt B». H kateBuvon kivnong paivetal amo ta tota. O
TalKTNG OV KIVELTOL TTIPWTOG £ival ekelvog mou pmnopel va pifel tov peyaAltepo aptBuo lapwv. Ta
{apla TEPTOUV Kal N KABE Kivnon yiveTal pe T oelpa.

ZKOMOG:

Mvete o MPWTOG TALKTNG TTOU Ba LETAKLVIOEL OAQ TOU TO TIOUALOL OTO ECWTEPLKO PLEPOC KaL TA

QTTOMOKPUVEL aTTO TO TAUTAO «LaleUOVTAG Ta». O aplBUOC TwV TOVTWY EQPTATAL OO TO GNUELO TTIOU



£dtaoe o Yapévog.

Tponog nou§iparog:

O nivakog xwplletal oTa TECOEPA KOL 0 KABOE TIAUKTNG EXEL EVOL ECWTEPLKO Kal EVaV EEWTEPLKO XWPO
yla va nailet. Ta @ompa Kot Ta padpa onpeia tou mivaka €xouv aplBuolg and 1-12. 0
SLOXWPLOTLKOG XWPOG ovVoUAleTal « Mmdpay.

KaBe maiktng maipvel 15 moUALa, ETUAEYEL TO XPWHA TOUG KAl LETA T TOMOOETEL LLE TOV TTAPAKATW

Tpomo:

OLmaikteg pixvouv ta {apla e TN OELPA, Kol 0 KaBEvag LETAKLVEL TO TIOUAL TOU cUUGWVA LIE TO TL
£depe n Lopla. Na mapddeypua, eav piEelg éva 5 & 2, UMopeic va LETAKIVAOELG €va TTOUAL 5 onueia
Kal éval GANO 2, ] UTTOPELG VO LETOKLVIOELG TO TIPWTO MOUAL 5 onpeia kot petd aAAa 2 yia éva cUVOAo
7 onueiwv.

Y€ 0UTO TO onpeio Tou maLyvidloU, UMoPEig va pHeTtaklvnBeic os omolodnmote onpeio ev €xel moLALL
N €XEL €va 1) MEPLOGOTEPA Ao Ta MoUALa cou. Otav tonobetroelg SUo movAla oou oto (dlo onpeio, o
QVTIMAaAGG oou dev pmopet va BAAEL Ta TOUALA TOU O€ QUTO TO ONMELD yLaTL TO €XELG «KAVEL SLKO
oou». Agv UTtAPXEL OPLO OTA TTOUALA TIOU UMOPELG Vo £XELC OE €va onueio. OUTE 00 UMoOpEic va
TOMOOETNOELG T TTOUALO. GOU OE ONUElo Omou uTIdpXouV SUO 1) TOPATAVW TTOUALA TOU aVTITaAou.
‘Otav UETAKIVELG KATIOLO ATtO T TTOUALX GOU O€ GNUELO OTIOU 0 AVTIMOAOG £XEL LOVO £va TTOUAL TOU,
TOTE «XTUTIACY» TO TIOUAL TOU avtinmaAou. To adalpeig kal To TOMoBETEIG MAVW otV « MTtdpa».

Av To TTOUAL 00U €XeL XTUTINBEL Kal BpilokeTal mavw otnv « Mmapa», Oa mpémnel va to BAAeLg Eava oto
TaLyvibL TpLv UMTOPECELG VO LETOKLVHOELG TOL UTIOAOLTTA. Mo va JIelg ava oto matyvidl, Oa mpenel va
pitelc pe ta apla ekeivo Tov aplBPO IOV OVTLOTOLKEL 05 AGELO CNUELO TOU ECWTEPLKOU XWPOU OTOV
Ttivako Tou avtinaAol cou. MeTa xpnotponoinos tov aplBud tou Ssutepou {aplou yla va UMEeLS Eova
1 Yl VO XPNOLOTIOL OELG KATIOLO GAAO TTIOUAL LETAKLVWVTACG TO oUWV LE TOV apLBo Tou
Seutepou laplou.

Mdalepa:

Edboov €Xelg LETAKLVAOEL OAQ TA TTOUALOL GOU OTOV ECWTEPLKO XWPO TOU TIVAKA oou, «ualeé tan
adpalpWVTOC TO Ao eKElva TA onUEia TTou TapLlalouv HE Toug aplBpoUc Twv {opLwy Tou EXELG PEPEL.
Av, yla TIapAadeLypa, €XELC €va TTOUAL 0TO 2 Kal £val 0TO 4 OTOV ECWTEPLKO 00U XWPO, KAt piEelg éva 2
Kal éva 4, unopeic va paléPelg auta ta 0o moUALa. Av pifelg éva 2 kat €va 4, oANG £XELC LOVO Eval

TIOUAL 0TO 4 KaL OXL OTO 2, UMopeiG va LaléPELG TO TIOUAL Ao To 4 Kal va LETOKIVAOELG Eva AAAO



TIOUAL 2 onpeia To KATw armno to uPnAGTEPO GNELO OTO OTOLO UTTAPXEL TIOUAL.
Av 10 TTOUAL oou XTuTtnOel katd tn Stadikaoia palépatoc, MpEneL va TonoBbetnBel mavw otnv

«Mmapa», va umet Eava oto matyvidL kat va pTaoel 0TOV ECWTEPLKO OOU XWPO WOTE VAl UMOPECELS VOl

TO palePeL.

(BG) MATHUTEH LUAX /TAB/JIA /AAMA - YITBTBAHE

LWAX

BbBepeHue:

Tasu nrpa ce urpae Ha WaxmaTHa AbcKa ¢ 64 YepHU n 6enn KBagpaTtyeTa.

Bceku nrpay nma eguH uap, egHa uapuua, 2 oduuepa, 2 KoHs, 2 Tona 1M 8 newku, KOUTo B Ha4anoTo
Ha UrpaTa ca CI0¥EHWU, KaKTO e NOKa3aHOo Ha KapTUHKaTa.
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Len:

LUenTta Ha urpaTta e fa ce matmpa LapA Ha NPOTUBHUKA.

LlapaT B Wax moxe Aa NnpegoTBpaT ONACHOCTTA MO TPU HauMHa:

A — YnaBaiiku 3anaxaTa Uan OT CaMust HEFO MK C eAHa OT APYruTe NeLKu.

Tol He MoXKe Aa YN0BM MeLLKa, KOATO ro 3an/allBa ako TOBa ABUMKEHME A0oBefe A0 YIaBAHETO My OT
Apyra newuka.

b - Ypes npuasmkBaHe Ha 6e30MacHO KBagpaTye 3a Hero.

C—Ypes nocTaBaHe Ha NeLKa MeXay Hero u Tasu, KOATO ro 3acTpaLlaBsa.

AKO He morKe Aa 1n3non3sa HAUTO eanH OT Te3n Ha4YnHW, TOM ce HamMmupa B lWHaXmaT U Urpata CBbpLUBa.
Mpasuna:

LapaT moxe pa ce ABWMKM MO e4HO KBaApatye (4epHo wam 6san0), T.e. Hanpes WAM Hasag,
BEPTMKA/HO, XOPU3OHTAJIHO, HANABO, HaMpea, Ha3az, No AnaroHan.

LapvuaTta moxKe ga ce ABUXKM MO BCUYKU KBaApaTyeTa, KaKTO TA XKejae - BePTUKANHO, XOPU3OHTANHO
WAW AMAroHa/IHO M KONIKOTO [Aajiey Kefae CTUra Aa HAMA ApYrv Mewku, Kouto da 6aokupat
npemMunHaBaHeTo .

WrpaTa ce urpae BepTMKaHO MAN XOPU3OHTA/IHO NO HEOFPAHWYEH Bpoi KBaapaTyeTa.

PuvuapAT ce 4BUXKW AMaroHanHo, Hanpea u Ha3ag,

KOHAT ce ABMKM BbPXY KBAAPAT OT Pas/IMUeH LBAT OT TO3M, Ha KOWTO Ce HAaMMPa, HO CbLLLO TaKa MOXKe
4a nNponycHe eaHO KBagpaTye. 10 TO3n HAaYMH NpaBu ABUMKEHME OT TPW KBaApaTHU X04a: e4HO Uau
[Be KBagpaTyeTa B XOPU3OHTA/IHA (MAM BEPTUKANHA) NMOCOKa, a APYrUAT KBagpaT(M) noa npas brbi.
Hama npenATcTBuA npu ToBa ABukKeHWe. KOHAT e egmMHcTBEHATa GUrypa, KOATO MOXKE Aa CKOYM Haf,
Aapyra.

MewkaTa ce ABMKM BbB BEPTUKaNHa MOCOKa, e4HO KBajpaTye Ha xod. Ho KoraTto ce ABWMXKK 33 NPbB
NbT TA MOXKe A3 MWHe ABe KBagpartyera. Korato newkarta CTUrHe A0 MOCAefHUA pefl, MOXKe A3 A
3aMeHuTe c gpyra ¢urypa oT BawwmnA LBAT. AKO e4MH Urpad cu e 3arybun KpaamuaTta MoXKe Aa cu A
BbPHE AN Aa NOAyYu Apyra AOMbAHUTENIHA NeLUKa.

B3emaHe Ha purypu:

C M3K/IloYeHne Ha nelKkaTta, ocTaHanmTe Gurypu B3emaT GUrypm, KOUTO ce HaMupaT Ha TEXHUA MbT U
3aemaT KBagpaTyeTo Ha B3eTaTa purypa. MNewkata moxe ga B3eme Gurypu no guaroHan v Hanpega Ha
KBaZpaTye OT e4MH U CbLUM UBAT C TO3M Ha MeLKaTa U CbLo 3aema KBagpaTyeTo Ha 3aeTaTta ¢urypa.
Adama



BbBeaeHue:
Ta3u urpa e npegHasHayeHa 3a 2-ma Urpadyun. Bceku urpay cv msbupa uBAaT U cnara Herosute 12
duUrypm Ha CbOTBETHUTE KBaApaTyeTa Ha NbpBuTe 3 peaa Ha Tabnoto. U gBamarta urpayum Tpabsa ga
CU c/ioXaT purypmute Ha KBagpaTu OT eAuH U CbliM UBAT. Bcekn urpay npensukea ceosATa ¢urypa no
peaa cu.

Mpasuna:

3a ga maxHeTte ¢UrypuTe Ha NPOTUBHMKA OT Taba0TO, UrpaybT TpabBa Aa HaACKoYM KBagpaTa. 3a aa
npemuHeTe Hag ¢purypaTa Ha NPOTUBHUKA, TPsAOBA Aa MMHETE Mo AMaroHaa 1 Aa CTUrHeTe A0 NnpaseH
KBagpaTt. Bcuuku apuxkeHus TpabBa Aa ce M3BbPLUBAT MO AMArOHAA U BUHArK Ha €AnH U CblUW LBAT.
[BOMHU 1 TPOMHM CKOKOBE MOraT Aa 6baaTt HanpaBeHW B eAHa M Cblla NOCAeA0BaTE/IHOCT, ako MMa
cBoboaHM KBagpaTu no guaroHan. Korato ¢urypata Ha urpaya AOCTUTHeE A0 MOC/AeAHMA pef oT
ApyraTta cTpaHa Ha Tabnoto Ta cTtaBa ,Llap”. TA ce npeBpblua B LLAp KOrato C/IOXM BbpPXy Hea efHa
Apyra gama ot eguH 1 cblm uBAT. EguH ,Llap” moxe Aa ce ABUXKM Hanpea 1 Ha3ag, no AuaroHan.
Tabna:

BbBepeHue:

ToBa e urpa 3a gBama Urpayu, BCEKN OT KOMTO pasnonara ¢ 15 nyna (4epHu unm 6enun) n ase 3apyerta.
OT ABeTe CTpaHM Ha AbCKaTa Mma 12 AMHMKM U NpasHU mecTa (YepBeHU U 6enn TPUBIbAHULM).
[JbCcKaTa ce CbCTOM OT UeHTpasHa uemua. NpoCcTpaHCTBOTO mexay TpubrbaHuum Ne 6 u Ne 1 ce
Hapuua "Kbwa". Urpau A e nputerkaten Ha "Kblia A", a urpay B Ha "Kbuwa B". MNocokaTa, B KosTo Aa
ce ABUXKaT GUrypuTe e rnokasaHa CbC CTPENKUTE. MrpaybT, KOMTO ce ABUMKK MbPBU € TO3U, KOUTO e
NOAYYUN HAN-TONAM BPOI OT XBbP/SIHE Ha 3apa. XBbPJ/IETE 3apa U BUIKTE KOU Lie 3arno4YyHe npba!

Uen:

TpsbBa Aa cTe MbPBUAT UTpay, KOMTO ycrnee Aa NPUABUKM BCUUYKUTE CU NY/I0BE BbB BbTPELIHOCTTA Ha
Tabn0TO M cneq ToBa Aa Ny npemaxHe. BposT Ha TOUKWUTE 3aBUCKU OT CTaTyca Ha rybewus.

Kak ce urpae:

MmaliTe B npeaBua, Ye AbCKaTa € pasfeneHa Ha YeTMpu noneta. Bceku urpay mMma BBLTPELIHO U
BbHWHO nose. YepHute M 6enn TOYKM Ha AbCKaTa ca HomepupaHu oT 1-12. PasgenntenHoto
NPOCTPAHCTBO ce Hapuya "bap".

Bceku nrpay B3ema 15 nyna, nsbupa useTta UM 1 cieg TOBa ' NoCTaBs, KaKTo c/ieaBa:
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UrpaubT ¢ YepHM nynoBe 3anoyBa Nbpeu. Nrpaunte xBbpaaT 3apoBeTe NO pesa CU U BCEKU LBUXKMK
nyna B 3aBMCMMOCT OT XBbPJIEHOTO Yncao. Hanpumep, ako xBbpanute 5 1 2, moxe ga npuasuxuTe
eVH Nyn 5 Touku, a gpyr 2, uan moxe aa NnpuasuMKUTE eauH nyn 7.

Ha 1031 eTan OT urpaTta, MoXe Aa ce ABUXKUTE HaBCAKbAE KbAEeTO HAMa nynose. Korato cnoxure 2
nyna Ha MACTO, TO CTaBa Balle W BaWWAT MPOTUBHMK HE MOXE Aa CNO0XM Nyn Ha HeAa. Hama
orpaHuyeHune B 6posA Ha Ny/noBeTe, KOUTO MOXKE A3 C/IOKUTE HA TOBa MACTO. Bue cblo He MmoXe ga
CNoXKeTe NyN Ha MACTO, Ha KOETO Ce HAaMMPAT ABama UAKU NoBeYe Ha NMPOTUBHUKA.

Korato npemectnte eAunH OT BallUTe My/a0BE BbPXY MACTO, HA KOATO Ce€ HAaMMPa Ny/a HA NPOTUBHMIKA,
Torasa ,,yapaTe” nyna Ha NPOTUBHWKA W Fo charaTe Ha ,6apa”.

AKO BaWMAT Nyn e ygapeH M e Ha bapa Bue TpsAbBa fa ro BKapaTe OTHOBO B urpa npeau Aa
NPUCTBLANTE KbM ApYyro AeicTeue. 3a ga ro BKapaTe OTHOBO, TpAbBa Aa XBbp/MTE UYMC/IO, KOETO
CbOTBETCTBA HAa CBOOOAHUTE MeCTa BbB BLTPELUHOTO MoJie Ha NPOTUBHMKA. Cnes TOBa M3NoN3BanTe
YMCNOTO OT BTOPMA 3ap, 3a A BKapaTe OTHOBO APYr Nya UAM @ NPemMecTUTe NPOM3BOIEH Ball Nya B
3aBMCMMOCT OT YMCNOTO MOKA3aHo OT 3apa.

Pesynrar:

Cnep, KaTo npemecTuTe BCMYKW CBOW MyNOBE BbB BalleTO BbTPELHO None, rm nssaxpaarte oT Te3un




TOYKM, KOUTO CbOTBETCTBAT HA HOMepaTa, XBbPAeH OT 3apa. Hanpumep, ako nmate eguH nNya Ha 2 n
€4MH Ha 4 BbB BaLLETO BLTPELIHO NOJIe U XBbPAUTE CbC 3apa 2 uam 4, MOXKe Aa r'M MaxHeTe u asere.
AKO xBbpante 2 1 4, a Umate Nya camo Ha 4, a HAMATe Ha 2 MOXe Aa MaxHeTe To3M Ha 4 n pa
npemectuTe nya 2 TOYKW HaZoNy OT Hali-BUCOKO 3aeTaTa TOYKa.

AKo BawmAT nyn 6bae yaapeH B npoLeca Ha npemaxsaHe TpAbBa ga 6bae OTHOBO CNoXeH Ha H6apa u
A3 6bae OTHOBO BKapaH M NPUABUMKEH A0 BLTPELIHOTO Nose npeam ga 6bae npemaxHar.

(RO) JOC MAGNETIC SAH — DAME — TABLE - INSTRUCTIUNI

SAH

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 amenintad 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 mutari inseamna 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, Tn
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 Thainte 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 inapoi 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.

DAME

Introducere:

Damele este un joc ce se joaca in doi. Fiecare jucator isi alege culoarea celor 12 piese ale sale si le
aseaza pe tabla cu patrate alternative pe primele 3 randuri. . Fiecare jucator trebuie sa aseze piesele
pe patratele de aceeasi culoare. Fiecare jucator muta damele cu randul.

Obiectiv:

Capturarea si a scoaterea damelor adversarului de pa tabla.

Reguli:

Pentru a scoate damele adversarului de pe tabla, jucatorul trebuie sa sara peste acea piesa. Pentru a
sari peste piesa adversarului, piesa care sare trece peste dama capturata in diagonala si trebuie sa
pice pe un patrat liber. Toate mutarile trebuie efectuate in diagonala si trebuie mutat intotdeauna pe
un patrat de aceeasi culoare. Sarituri duble sau triple se pot face in aceeasi secventa atata timp cat
exista patrate libere in orice directie diagonala. Cand dama jucatorului atinge ultima linie a
adversarului de pe cealalta parte a tablei de joc, aceasta dama devine “rege” . Devine “rege” punand
o alta dama (de aceeasi culoare) peste el. Un “rege” poate muta in ambele parti, inainte si Thapoi in
diagonala.

TABLE

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 doud de o banda
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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 jucdtor 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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Jucatorul 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 (fara 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 Tnapoi in spatiul interior al tablei pentru a fi scoasa.



(GB) MAGNETIC CHESS — BAKGAMMON — CHECKERS - INSTRUCTIONS

CHESS

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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Objectlve.

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.

CHECKER

Introduction:

Checkers is a game for two (2) players. Each player selects a checker color and places their twelve
(12)-playing pieces on alternate squares of the first three- (3) rows on the game board. Both players
must place their checkers on the same color squares. Each player moves the checkers, in turn.
Objective:

To capture and remove the opponent’s checkers from the game board.

Rule:

To remove the opponent’s checker from the board, the player must jump that piece. To jump an
opponent’s piece,

the jumping checkers passes over the captured checker in a diagonal direction and must land in a



square that is vacant. All moves must be made in a diagonal fashion and must always be moved to
the same Color Square. Double and triple jumps may be made in the same sequence as long as
vacant squares exist in any forward diagonal direction. When a player’s checker reaches the
opponent’s last row on the other side of the game board — this checker becomes a "King". It
becomes a "King" by having another checker (of the same color) placed on top of it. A "King" may
move both forward as well as backward on the game board in a diagonal direction.

BACKGAMMON

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 Nol 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 “Bar”.

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.




