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Backgammon

WARNING. Not suitable for children
under 36 months. Small parts.
Choking hazard.

Included in delivery

1 x cloth bag with backgammon playing field
2 x black dice

2 x whitedice

1 x doubling cube

30 x counters black / white

Game preparation

Each player has 15 counters of one colour that are
arranged on the board as illustrated.
The board has 24 points.

White plays their counters in the direction of the white
arrow into their home board. Black moves their coun-
ters along the black arrow in the opposite direction.

A counter can only be played in the player's assigned
direction and cannot be moved backwards.

Aim
The aim of each player is to move all of their counters
into their home board as quickly as possible and, once

they have all reached the home board, to push them
off the board.

How to play

The movement of the counters is determined by a roll
of the dice. Each player rolls two dice. It is important
for the two rolled numbers to be played separately. For
example, if one die rolls a 5 and the other rolls a 4, the
4 must be used to move one counter and then the 5
can be used for another counter, which could also be
the first counter again. Either the higher or lower
number rolled can be used first, but players are re-
quired to use both numbers, even if it is unfavourable
for the player.
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Example:
Black rolls a 4 and a 5. However, there are already
multiple opposing counters on the points which are 4

and 5 points away. Black cannot move with (4+5=) 9, so
must draw new counters or forfeit the turn.

Doubles

Rolling “doubles” is when a player rolls two of the
same number. This doubles the number of moves for
the turn, meaning that the rolled number must be
played four times.

Making a point

To “make"” or “control” a point is when two or more
counters of one colour are on the same point. Your
opponent can move past a point once you have “made” it,
but cannot place any of their counters on that point.
However, you can stack as many of your own counters
there as you need.

Wall

Two or more adjacent points controlled by one player
is called a "wall". The wider the wall, the more difficult
it is for your opponent to get past it.



Hitting a blot

If a counter lands on a point with a single opposing
counter (called a “blot"), the blot is hit.

Blots that are hit are moved to the "bar".

A player must first move all counters they have on
the bar back into the game before making any other
moves.

The counters have to be re-entered in the opponent's
home board (the rule that points with two or more
opposing counters are blocked also applies here).
This is achieved by rolling the dice.

If the roll does not allow any of the counters to be
re-entered, that player's turn is over.

Example:

Black has a counter on the bar and rollsa 5 and a 6.
However, the 5 and 6 points in the white home board
are both blocked with two or more white counters.
Black cannot re-enter its counter into the game and
loses their turn.

Bearing off

Once a player has moved all their counters into their
home board, they can begin to play the counters off
the board and out of the game.

The counters are borne off from back to front, starting
from point 6, then point 5, etc. If the numbers rolled
are not high enough to push the counters at the back
off the board, they can only be moved forward on the
board. If the numbers rolled are higher than needed,
the excess is ignored.

If a counter is hit during the bearing off process, it
must first re-enter the game and be played back into
the home board before further counters can be borne
off.

Winning
The game is over once one player has borne all of
their counters off the board.

The winner wins a single game (and gets one point)
if the opponent has played all counters into their
home board and has borne at least one counter off
of the board.

They win double “gammon” (and get two points) if the
opponent has played all of their counters into their
home board.

They win triple “backgammon” (and get three points)
if the other player has not yet played all counters into
their home board.

Doubling cube
This can be used to raise the stakes of the game.

At the beginning of the game, the doubling cube is
positioned with the 64 facing upwards. A confident
player can turn it with the 2 facing upwards and
place it in front of their opponent.

The opponent can reject the doubling. In this case
they lose the game. Or the opponent can accept and
continue playing. This means the tallied points will
be doubled at the end of the game. This person can
now introduce the next doubling by turning the cube
so the 4 is pointing upwards and placing it in front
of their opponent.

The stakes can only be doubled by the players
alternately in turn. Doubling can only be decided
before the dice are rolled!

Strategy

Each player can try to build “walls” to limit the
movement possibilities of the opponent, or to block
them all together.



Ostabla
D,

FIGYELEM. Nem alkalmas 36 honapos
A kor alatti gyermekek szamara.
Apro részek. Fulladasveszély.
Tartozékok
1 db szovettdska ostablaval
2 db fekete dobdkocka
2 db fehér dobdkocka
1 db dupldzd kocka
30 db korong, fekete / fehér
A jaték elokészitése
Minden jatékos kap 15 db egyforma szin(i korongot,

amelyeket az dbra szerint elhelyez a tablan.

A tabla 24 mezdbdl all.

A fehér jatékos a korongjait a fehér nyil irdnyaba
mozqatja sajat hazaba. A fekete jatékos a fekete nyil
mentén mozgatja a korongjait az ellenkezd irdnyba.

A korongot csak az adott szin irdnyaban lehet mozgat-

ni, az ellenkez§ irdnyba nem.
cél
A jatékosok célja az, hogy minél gyorsabban a hazuk-

ba juttassak korongjaikat; és miutan az dsszes oda-
keriilt, ezeket kijatsszak a tablardl.

A jaték menete

A korongok Iépéseinek szdmat dobékockaval haté-
rozzuk meg. Minden jatékos két dobdkockaval dob.
Fontos, hogy a dobott pontszémokat kiilon-kiilon kell
lelépni. Ez azt jelenti, hogy ha az eqyik dobdkockaval
5-0st, a masikkal pedig 4-est dobtak, akkor az egyik
koronggal 4-et, egy mdsik koronggal pedig 5-6t kell
[épni; ez lehet az elsé korong is. Mindegy, hogy eldbb
a nagyobb vagy a kisebb szamot Iépik-e le; azonban
kotelezd a teljes pontszdm lelépése, akkor is, ha ez
kedvezGtlen a jatékos szémadra.

fehér jatékos
haza

fekete jatékos
haza
Példa:

Fekete 4-est és 5-0st dob. A 4. és 5. [épésre elhelyez-
kedd hdromszogon mar az ellenfél korongjai alinak.
A fekete nem Iépheti at az ellenfél korongjat (4+5=) 9
Iépéssel, hanem masik korongokkal kell [épnie, vagy
ha nem tud, odavész a dobdsa.

Duplazas
A kockdkkal ugyanazt a pontszamot dobja, akkor azt

.dupldzésnak” hivjuk. Ez megdupldzza a Iépések
szamat. A dobott pontszamot négyszer kell lelépni.

Szalag

Ha két vagy tobb egyszin(i korong talalhatd egy hdrom-
sz0qon, azt ,szalagnak” nevezziik. Az ellenfél korongja
atlépheti a szalagot, de nem teheti rd a korongjat. A sajat
korongokat azonban tetszés szerint hozza lehet tenni.

Hid
Ha két vaqy tébb egymds mellett ll6 szalagunk van,

azt ,hidnak” nevezziik. Minél szélesebb a hid, annal
nehezebb az ellenfélnek atugornia azt.



Korongok kiiitése

Ha az ellenfél Iépése ott ér véget, ahol csak eqy
korongunk &ll, az ellenfél kiiiti azt.

A kilitott korongokat a ,,sorompdra” kell helyezni.

A jatékosnak a kiitott korongjait azonnal vissza kell
juttatni a jatékba.

A korongokat az ellenfél hzaba kell visszaléptetni
(itt is érvényes az a szabdly, hogy a 2 vaqgy tobb ellen-
séges koronggal rendelkezé mez@ le van zérva).

Ez dobéssal lehetséges.

Ha Ggy dob a jatékos, hogy a korongjaval nem tud visz-

szaszallni a jatékba, kimarad a korbdl.

Példa:

A fekete eqyik korongja a ,,sorompdn” van, és most
eqy 5-0st és egy 6-ost dob. Azonban a fehér jatékos
5-0s és 6-0s belsd mezGjén is tobb mint 2 fehér korong
taldlhatd. A fekete jatékos nem tudja a korongjat
visszajuttatni a jatékba, ezért kimarad a korbél.
Kijatszds

Amikor a jatékosnak sikeriilt az 6sszes sajat korongjét
a hdzaba juttatnia, elkezdheti kijatszani Gket a tablardl.
A kijétszast hatulrdl kell kezdeni, tehdt a 6. hdromszog-
rol, majd az 5-r6l stb. Ha a dobott pontszdmok nem
elegenddek ahhoz, hogy a jatékos a hatsd korongokat
kijatszhassa, akkor csak kozelebb Iéphet veliik a tabla
széléhez, de nem jatszhatja ki.

Ha tobb pontot dobott, mint amire sziiksége van,

a maradék odavész.

Ha a kijatszas sordn az eqyik korongot kiitik, ezt el6-
sz0r be kell juttatni a tablara, majd véqig kell vinni és
be kell érni a hazba, miel6tt folytathatnd a kijatszast.
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Gydzelem

A jaték akkor ér véget, amikor az eqyik jatékosnak
mar nincs tobb korongja a tablan.

A jatékos egyszeresen nyer (és 1 pontot kap), ha az
ellenfél dsszes korongja a hazdban van, és legaldbb
egy korongot kijatszott.

A jétékos duplan nyer: ,gammon” (és 2 pontot kap),
ha az ellenfél 6sszes korongja a hazaban van.

A jatékos haromszorosan nyer: ,backgammon”
(és 3 pontot kap), ha a mésik jatékosnak nem
sikeriilt az 6sszes korongjat a hazéba juttatnia.

Duplazé kocka
Tétért is lehet jatszani.

Aki dgy gondolja, hogy nyerésre all, az a duplazé
kockat, amely a jaték kezdetén a 64-es oldalaval
felfelé ll, atfordithatja a 2-re, és azt az ellenfele

elé helyezheti.

Az ellenfé| visszautasithatja a dupldzast. Ekkor elve-
sziti a jatékot. De el is fogadhatja, és tovabb jatszhat.
Ekkor a végén dupldzddnak a gy6zelmi pontok.
Legkdzelebb csak 6 duplazhat, és a dobdkockat 4-esre
fordithatja, majd ellenfele elé teheti.

Dupldzni tehat felvdltva lehet.
A dupldzas csak dobds el6tt torténhet!

Stratégia

Minden jatékos megprdbal ,hidakat" képezni, hogy
hétranyos lépésekre kényszeritse ellenfelét, vagy
teljesen megakadalyozza haladdsét.
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Tavla
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DIKKAT. 36 aydan kiiciik cocuklar icin
uygun dedildir. Kiiciik parcalar nedeniyle

bogulma tehlikesi.

Ambalaj icerigi

1 x  kumas torba tavla oyun alanlari baskili
2 x siyahzar

2 X beyazzar

1 x tavlaicin katlama kiipi

30 x siyah/ beyaz oyun tasi

Oyun hazirlanisi

Her oyuncuya, ¢izimde gosterildigi gibi yerlestirecegi
ayni renkte 15 pul verilir.

Oyun alani 24 alandan olusur.

Beyaz, pullarini i¢ alanina beyaz ok ydniine gore oynar.
Siyah, pullarini siyah renkli ok boyunca ters yone
oynar. Bir pul sadece o oyuncuya ait hamle ydniinde
ilerleyebilir, asla aksi yonde ilerleyemez.

Hedef

Oyuncunun hedefi, pullari olabildigince hizl sekilde

kendi i¢ alanina oynamaktir; ve tiimiinii burada top-

ladiktan sonra bunlari oyun tahtasinin disinda topla-
maktir.

Oyun akisi

Pullarin hareketi zar atarak belirlenir.

Her oyuncu iki zar atar. Onemli olan atilan zar sayI-
sinin ayri ayri oynanmasidir. Yani, zarlarin biri 5 ve
digeri 4 gosterirse, bdylece bir pul ile 4 ve ardindan
herhangi bir pul ile 5 oynanmalidir; bu birinci pul da
olabilir. Bu anda ilk olarak biyiik olan veya kii¢iik olan
sayinin oynanmasi énemli degildir; ancak her iki zar
sayisini oynamak mecburidir, uygun olmasa dahi.

Beyaz oyuncularm
ic alani

Siyah oyuncunun
ic alani
Ornek:

Siyah bir 4 ve bir 5 atar. 4 ve 5 adim uzakliktaki haneler-
de rakibin bircok pulu halihazirda durmaktadr. Siyah
(4+5=) 9 ile lizerinden atlayamaz, ya farkli pullar yirit-
meli ya da bu zar atisini pas gegmelidir.

Cift zar atma

Zarda ayni say! ,cift zar atma" diye adlandirilir.
Bir ,cift zar atma” hamleyi ikiye katlar. Atilan zar
sayisi dort defa oynanir.

Bant

Bir hanede ayni rengin iki veya daha fazla pulun adi
.bant"tir. Rakip pul bant izerinden hareket ettirilebilir,
fakat orada pulu birakamaz. Ancak kendine ait pullari
istege gdre buna ilave olarak dizebilir.

Koprii
ki veya daha fazla birbirine yakin duran ,.bantlar”

.kopri" diye adlandirilir. Kdprii ne kadar genis olursa,
bunu atlamasi rakip igin bir o kadar zor olur.



Pullari kirma

Rakip bir pulun hamlesi tek bir pulun bulundugu yerde
bitiyorsa, bdylece bu pul kirilir.

Kirilan pullar ,bar"a koyulur.

Oyuncu kirilan pullarini derhal oyuna tekrar yerlestir-
mek zorundadir.

Pullar rakip oyuncunun i¢ alanina oynanmalidir (alan-
larin 2 veya daha fazla yabanci pul ile bloke edilmig
olma kurali burada da gecerlidir). Bu islem zar atarak
gerceklestirilir.

Atilan zar oyun pullarinin tekrar oyuna yerlestirmesi
icin yeterli olmazsa, bu atis pas gegilir.

Ornek:

Siyahin ,,bar"da bir pulu varsa ve bu anda 5 ve 6 atarsa.

Beyaz i alanindaki 5 ve 6 alanin her birine 2 beyaz
puldan daha fazla pul dizilmistir. Siyah pulunu oyuna
geri getirmez ve zar atisi pas gegilir.

Disari toplama

Bir oyuncu kendine ait tiim oyun pullarini kendi i¢
alanina yerlestirdi ise bdylece pullarini tahtanin disina
toplamaya baslayabilir.

Bu anda arkadan 6ne dogru alinir, yani ilk olarak hane
6, sonra 5 vs. Zar sayisi arkadaki pullari disari topla-
mak icin yeterli olmazsa, o halde pullar oyun alani
kenarina yaklastirilabilir, ancak disari toplanamaz.
Gerekli olandan daha fazla yiiksek zar atilirsa, bdylece
arta kalan sayi pas gegilir.

Disari toplama sirasinda bir pul kirilirsa, disari toplama
devam ettirilmeden &nce bunun dncelikle tekrardan
oyuna yerlestirilmesi, tim oyun alani {izerinden yaklas-
tiriimali ve hane alanina getirilmelidir.

Galibiyet
Oyun, bir oyuncun tahtada hicbir pulu kalmazsa biter.

Galip gelen kisi diiz olarak (ve bir puan alir), rakibin
tlim pullari kendi i¢ alaninda ve en az bir pul disari
topladiysa kazanir.

ki misli ,mars" olarak (iki puan alir), rakibin tiim pullari
kendi i¢ alanindaysa kazanir.

Uc misli ,mars” olarak (ve ii¢ puan alir), diger oyuncu
tlim pullarini kendi i¢ alanina oynamayi basaramaz ise
kazanir.

Katlama kiipii
Bir bahis ile oynanabilir.

Kazanacagini diistinen kisi oyunun basinda 64 rakami
list tarafta duran katlama kiipiinii 2 rakami {istte
duracak sekilde cevirip bunu rakibinin dniine koyabilir.
Bu kisi ciftlemeyi reddedebilir. Bu durumda oyunu
kaybeder. Ya da kabul eder ve oyuna devam eder.

Bu sekilde sonunda sayilan puanlar ikiye katlanir.
Sadece o kisi bir sonraki ciftlemeyi gerceklestirebilir,
kiipii 4 rakamina cevirir ve rakibinin dniine birakir.

Ciftleme sadece sirayla gerceklestirilebilir. Ciftleme
zar atmadan once olur!
Strateji

Her oyuncu, rakibi uygun olmayan hamlelere zorlamak
veya onun hamle yapmasini tamamen dnlemek icin
.kopri" kurmayi dener.



