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Instructions: Lots are drawn to establish who has the white chessmen
and who can move first. This player is then allocated the 16 white pieces
and the other player the 16 black chess pieces. The board is positioned so
that each player has a dark corner square on his left.

The rocks are positioned on the two corner squares to the left and right.
Next to these come the two knights, one on the left and one on the right.
Next to these, the two bishops, and the queen and king in the center.
The white queen is always positioned on a light square and the black
queen on a dark square. The eight pawns are then placed adjacently in
the second row in front of these chess pieces (picture 1).

The pawns can only move forward. For the first advance from its initial
square on the second rank, the pawn has the option of moving one or
two squares, but thereafter may move only one square at a time. The
rook moves only on the ranks and files any distance and the bishop only
on the diagonals. The queen can move in any direction over unoccupied
squares, thus is able to move an any open line. Once she has started to
move in one direction, she must continue in that direction. The knights
are the only pieces which are able to change direction during the course
of a move and ,jump over” one’s own or one’s opponent’s pieces. A
knight takes one step of one single square along the file rank and then,
still moving away from the square that it has left, takes one step along
the diagonal. The king may move in any direction, one step at the time.

All the pieces apart from pawns capture in the normal direction of
movement described above. However, the pawns which normaly only
move in straight line, may only capture diagonaly to the left or right and
only forwards. It is not obligatory to capture your opponent. If the king
is threathened, ,,check” must be given (the player must declare check).
The opponent is then obliged to protect his king by moving the king to
another square or moving one of his own pieces between it and the
threatening piece or capturing the opposing attacker. If he is unable to
make any of the above moves, the king is said to be ,checkmated” and
the game ends in favour of the opponent.

SAH

Igra se na tabli, sa 32 figure- 16 belih i 16 crnih. Svaki igra¢ ima na
raspolaganju 2 topa, 2 skakaca, 2 lovca, 1 kraljicu, 1 kralja i 8 pesaka.

Koji ¢e igra¢ igrati belim figurama, a samim tim imati i prvi potez,
odreduje se dogovorom. Tabla se postavlja tako da se crno polje nalazi u
levom donjem uglu, za oba igraca.

U prvi red se, u krajnji levi i desni ugao, postavljaju topovi. Pored njih,
takode sa obe strane, je mesto za skakaca. Pored skakaca se postavljaju
lovci. Bela kraljica se nalazi na belom polju pored lovca, a kralj na crnom.
Na isti nacin se rasporedjuju crne figure - crna kraljica se nalazi na crnom
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Picture 1. Initial position of the figurines

Slika 1. Raspored figura na pocetku partije

LipTex 1. MoueTeH pacnopes, Ha dpurypute Ha Tabnara.
Figura 1. Radhitja fillestare e figurave né tabelé

durypa 1. MbpsoHayanHa nogpesba Ha nynosere.

polju pored lovca, a crni kralj na belom polju. Pe$aci se postavljaju u drugi
red i zauzimaju 8 polja, ispred ostalih Sahovskih figura (slika 1).

Pesaci se mogu kretati samo jedno polje unapred. lzuzetak predstavlja
prvi potez, kada se sa svog mesta pesak moze pomeriti jedno ili dva polja
unapred, po izboru. Top se moZe pomerati levo-desno, napred-nazad, po
svim slobodnim poljima, u odnosu na polje na kojem se trenutno nalazi.
Lovac se moZe pomerati po dijagonali, u svim pravcima, u odnosu na polje
na kojem se trenutno nalazi. Kraljica se moze kretati u svim pravcima
levo-desno, napred-nazad i po dijagonali, u odnosu na polje na kojem se
trenutno nalazi. Top, lovacikraljica u toku pomeranja ne mogu preskakati
protivnicke, ni svoje figure. Skakac je jedina figura kojoj je dozvoljenodau
toku poteza preskace figure, kako svoje, tako i protivnicke. On se pomera
po poljima koja ¢ine oblik slova ,I'“ tj., 2 polja desno ili levo, napred ili
nazad, u odnosu na polje na kojem se trenutno nalazi, a sa tog polja jedno
mesto levo ili desno. Kralj se moze pomerati u svim pravcima, ali samo po
jedno polje u toku jednog poteza.

Sve figure, sem pesaka, mogu uzimati protivnicke figure, ukoliko im se
nadu ,na putu” prilikom kretanja, kako je odredeno pravilima. Pesak
moze uzimati protivni¢ke figure koje se nalaze na polju dijagonalno
napred, u odnosu na polje na kojem se trenutno nalazi. Dakle, pesak
se pomera jedno polje unapred u odnosu na polje na kojem se nalazi, a
uzima protivnicke figure sa jednog polja unapred, po dijagonali. Uzimanje
protivnickih figura nije obavezno, tj., sam igra¢ odlucuje, u zavisnosti od
strategije, da li ¢e uzeti protivnicku figuru ili ne.

Ukoliko je kralj ugrozen, mora se proglasiti ,$ah“. ,$ah“ znati da, ukoliko
igrac koji je ugrozen, prilikom prvog sledeceg poteza ne pomeri kralja ili
ga ne zastiti, igra¢ koji je proglasio ,8ah” moze da uzme kralja i time je
partija zavr$ena. Igrac ¢iji je kralj ugrozen, mora pomeriti kralja u skladu
sa pravilima za njegovo kretanje, ili zastititi kralja tako $to ¢e postaviti
neku svoju drugu figuru na putanju izmedu svog kralja i protivnicke
figure koja ugrozava kralja. Ukoliko igra¢ ne moze da izvrsi ni jedan od
navedenih poteza, proglasava se ,Sah-mat“ i igrac koji ga je proglasio je
pobednik.

I wax

Ce urpa Ha Tabna, co 32 ¢urypu-16 6enm u 16 upHu. Cekoj urpay
pacnonaraco 2 Tona, 2 cCKokauu, 2 nosuu, 1 kpanuua, 1 kpan v 8 newaum.

MrpayoT Koj wTo urpa co 6enute ¢urypu e nps Ha noter, a Toa ce
ofpeayBa co 3ae4HUYKN Jorosop. TabnaTa ce nocTaByBa Taka Aa Ha
NeBMOT JONIEH KPaj MMa LipHO noJe. MICTOTO Bak1 1 3a ABaTa Urpaya.

Bo NpBMOT pej npema WUrpayoT, BO KPajHUOT eB W [eceH aron ce
noctaseHun Tonosute. Mokpaj HMB 04 ABETe CTPaHM CTOjaT CKOKauuTe.
Mokpaj ckokauuTe cTojaT NoBUMTe. benata Kpanuua e noctaseHa Ha 6eno



nose npema N0BLMTE, @ KPANOT Ha LipHO. Ha UCT HaumH ce pacnopeaeHn
W UupHWTe GUrypu- LUpHATa Kpanuua ce Haofa Ha LPHO nosie NoKpaj
NOBELOT, 0/AeKa LUPHUOT Kpan Ha 6eno none. MewayuTe ce NocTaBeHn
BO BTOPWOT pej M 3aB3emaaT 8 NoNuHba, NpeJ OCTaHaTUTe LWAXOBCKMU
durypu. (Caunkara 1)

MewauunTte MOXKaT Aa Ce ABUXKAT CAMO N0 e4HO nose Hanpes. OTcTanka
npeTcTaByBa NPUOT NOTer, KOra MewakoT MOXe fAa ce MOMecTU Wau
€AHO UNU [1Be NOAUba NO M360pP Ha MrpayoT. TONOT MOXKe fa Ce ABUXKM
NeBO-AeCHO, Hanpef-Hasaj, no cute cnobOAHW NOAUKLA, BO npasel,
Ha NoNeTo Ha Koe ce Haofa BO MOMEHTOT. J/IOBELOT ce ABWXM MO
[mjaroHana, BO cUTe MpaBLM, BO OAHOC Ha MO/ETO Kaje WTo ce Haofa
BO MOMEHTOT. KpanuuaTa ce ABMXM BO CUTE NpaBLM NeBO-AECHO,
Hanpe/-Hasaz v No AnjaroHana, BO O4HOC Ha NoeTO Kaje WTo ce Haofa
MOMeHTaNHO. TONOT, N0BELOT M KpanuLaTa BO TEKOT Ha ABUKEHETO He
CMeart /1a NPecKOKHyBaaT Npeky GUrypute Ha NPOTUBHUKOT, HUTY NPeKy
cBouTe. CKOKa4OT e eAnHCTBEHA GUrypa Ha Koja U e [103BONEHO Aa 1
NPecKoKHyBa GpUrypuTe Ha NPOTUBHUKOT, KaKo U cBoUTe. Toj Ce ABUXKM
no nonuwarta Bo 06AnK Ha ByksaTa I Te. 2 NoAUtba JECHO UAW NIEBO,
Hanpe/ WAM Has3ag, BO OAHOC Ha NO/ETO Ka/e WTO Ce HAaofa MOMEHTaNHO
1 NOTOa e/1HO NoJIe 1eBO UAW AecHO. KpanoT ce ABMKM BO CUTe NpaBLy,
HO Camo M0 e/JHO No/e BO TEKOT Ha e/jeH NoTer.

CuTe GUrypu, OCBEH NELWaKOT, MOXKaT A4a 3emaaT NPOTUBHUYKK durypu,
AOKONKY UM ce Haj,an Ha NaToT BO TEKOT Ha ABUXeweTo, WTo e
oApeneHo conpasuna. MewakoT rn 3ema NPOTUBHUYKUTE d)l’ll'ypl’l Kou ce
HaofaaT AujaroHanHoO Hanpes, BO OAHOC Ha NMOAeTo Kaje WTo ce Haofa
MOMEHTaNHO. 3Ha4u newakoT ce ABWXU eAHO NoNne Ha Hanpea, a rm
3ema NPOTUBHUYKUTE GUTYPU e4HO MONe HaHanpes Ho No AujaroHana.
3eMarbeTo NPOTUBHUYKA GUrypa He e 3aA0/IKUTeNHO, Te. CamuoT urpay
A0HecyBa OA/yKa, BO 3aBUCHOCT OJ CONCTBeHaTa cTpaTeruja, Aanu Ke
3eme GpuUrypa o4 NPOTUBHUOKOT UK HE.

[lOKONKY KpanoT e 3arpo3eH, mopa Aa ce npornacu nonoxba ,LLAX".
Liax 3HauM @ AOKONKY UTPAYOT Ha KOj My € 3arpo3eH KpasnoT, Ha NpBnOT
cNefileH noTer He ro NOMEeCTU KPanoT, AU He TO 3aWTUTH, UTPaYOT Koj
wTo npornacun LWAX moxe fa ro ogzeme KpasnoT o4 NPOTUBHUKOT U CO
Toa urpaTa e 3aBplieHa. UrpayoT Ha KOro KpanoT My e 3arpo3eH, Mopa
[la ro NOMecTH KpasnoT BO CKNA/, CO HErOBMBUTE NpPaBUAa 33 BUXKEtbE,
WM 3 1O 3aLUTUTU CBOJOT Kpas Taka LWTO Ke NoCcTaBu HeKoja cBoja Apyra
¢durypa Ha natot nomery CBOjOT Kpas M MPOTUBHUYKATa durypa Koja
ro 3arpo3syBa KpasoT. [lOKO/IKY UTpayoT He MOXe [ja Hanpasu HU efeH
0/, HaBeAeHWUTe NoTesn, ce MPOrnacysa ,,Wax-maT, U UrpayoT WTo ro
nporaacuv noTerot e NobeaHuK.

X sHAH

Eshté njé lodér e pérbéré nga njé tabelé katrore, e ndaré né 64 fusha
katroré té vegjél me ngjyra té bardha dhe té zeza dhe nga 32 figura:
16 té bardha dhe 16 té zeza. Loja luhet me dy lojtaré. Secili lojtar ka né
dispozicion nga 2 késhtjella (torre), 2 kuaj, 2 oficeré, 1 mbretéreshg, 1
mbret dhe 8 ushtaré.

Loja fillon sipas njé marréveshjeje té paracaktuar, p.sh., kush do té keté
figurat e bardha, ai do fillojé dhe lojén. Tabela vendoset né ményré gé
kutité e zeza té jené né kéndin e poshtém té majté pér té dy lojtarét.

Né skajet e rreshtit té paré (né té majté dhe djathté) vendosen késhtjellat.
Afér tyre, po ashtu né té dyja anét vendosen kuajt. Afér tyre, po né té
dyja anétvendosen oficerét. Mbretéresha e bardhé vendoset né fushén e
bardhé afér oficerit, kurse mbreti né fushén e zezé. Né té njéjtén ményré
radhiten edhe figurat e zeza. Mbretéresha e zezé vendoset né fushén e
zez@ afér oficerit, kurse mbretiizi né fushén e bardhé. Ushtarét vendosen
né 8 fusha né rreshtin e dyté, pérpara figurave tjera. (Figura 1)

Ushtarét mund té lévizin vetém njé fushé pérpara.
hapi i paré, kur ushtari nga vendi i tij mund té lévizé njé ose dy fusha
pérpara, sipas zgjedhjes. Késhtjella mund té |évizé majtas apo djathtas;
para apo mbrapa, né té gjitha fushat e lira, né krahasim me fushén né
té cilén ndodhet. Oficeri mund té lévizé né vijé diagonale, né té gjitha
drejtimet, né krahasim me fushén né té cilén ndodhet. Mbretéresha
mund té lévizé né té gjitha drejtimet majtas- djathtas, para- mbrapa,
si dhe né vijé diagonale, né krahasim me fushén né té cilén ndodhet.
Mbreti éshté figura kryesore dhe léviz né teté drejtime nga njé fushé
Léviz vetém njé kuti, por né té gjitha drejtimet. Ai nuk mund té shkojé
né njé kuti, e cila éshté e zéné nga njé ushtar me té njéjtén ngjyré, por,

nése éshté gur kundérshtar e nxjerr nga loja dhe zé vendin e tij. Gurét
me té njéjtén ngjyré duhet té mbrojné mbretin dhe nuk duhet ta Iéné
até té rrezikohet nga kundérshtari. Késhtjella, oficeri dhe mbretéresha
gjaté lévizjes nuk mund t’i kapércejné figurat e kundérshtarit e as edhe
té vetat. Kali léviz dy kuti pérpara dhe njé anash duke formuar shkronjén
“L”. Ai éshté i vetmi gur qé mund té kapércejé njé gur tjetér pér té vajtur
né pozicionin e tij, i cili duhet té jeté ose i liré ose me gur kundérshtari, té
cilin e nxjerr nga loja. Ne qofte se ky vend éshté i zéné nga njé gur me té
njéjtén ngjyré, kali nuk mund té vendoset aty.

Té gjitha figurat, pérveg ushtaréve mund te marrin figurat e kundérshtarit
né qofté se u gjenden né “rrugé” gjaté lévizjes, sipas rregullave. Ushtari
mund té marré figurat e kundérshtarit qé gjenden né fushé diagonale
pérpara, né krahasim me fushén né té cilén ndodhet. Pra, ushtariléviz njé
fushé para né krahasim me fushén né té cilén ndodhet, a merr figurat e
kundérshtarit gé gjenden njé fushé pérpara, né diagonale.

Marrja e figurave té kundérshtarit nuk éshté e detyrueshme, pér kété
vendos veté lojtari, né varési té strategjisé qé ka; ia merr ose jo figurén
kundérshtarit.

Né qofté se mbreti éshté i rrezikuar, duhet té deklarohet “SHAH” .”SHAH"
do té thoté se, nése lojtari qé éshté i rrezikuar gjaté lévizjes, nuk e léviz
mbretin ose nuk e mbron até, atéheré lojtari qé ka deklaruar “SHAH”,
mund té marré mbretin dhe késhtu té fitojé lojén. Lojtarit, té cilit mbreti
i éshté rrezikuar, duhet qé ta lévizé até sipas rregullave, ose té vendosé
ndonjé figuré né mes tij dhe figurés qé sulmon até, me qgéllim gé t’i
shmanget sulmit. Né qofté se lojtari qé éshté i rrezikuar, nuk mund té
béjé asnjérén nga veprimet e pérmendura, deklarohet “SHAH-MAT” dhe
lojtari qé e deklaron kété éshté fitues.
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WUrpae ce Ha KBagpaTHa Abcka ¢ 64 noneta u 32 durypu- 16 6eaun u
16 yepHU. Bcekn urpay uma Aga Tona, ABa KOHA, ABa oduuepa, eaHa
uapuua, e41H uap 1 0CeM NelKu.

Urpaunte ce pasbupaT nomexay cu Koit we urpae c 6enute dburypu u
KOii- c yepHuTe. To3u ¢ 6ennTe Npasu Nbpsua Xo4. [JbckaTa ce NocTass
TaKa, Ye W Ha [|BamaTa Urpauu B OJHWA 1AB bI'bJ/l CE NaZla YePHO none.

Ha nbpBuA peA- KbM BbHIIHATA CTPaHa Ha [bcKaTa- Cce NOCTaBAT ABaTa
TONa B HaWi-KpaitHUTe N1ABO W AACHO noe. [lo TAX Ce NOCTAaBAT KOHeTe,
a 10 KoHeTe- oduuepuTe. banaTta uapuua ce noctaBa Ha 6ano none
o oduuepa. Llapat ce noctasa 40 uapuuata. Mo CblMA HauuH ce
noApexaat yepHuTe GUrypu, KaTo YepHaTa Lapula e Ha YepHo nosne.
Mpep durypute, Ha BTOpUA pea, ce nocTasaT newkute(durypa 1)

MewkKunTe ce ABMMKAT CamMo Hanpea No eAHO nose. M3KkayeHne e nbpsua
XO/, Ha BCAKa NellKa, Npu KOWTO TA Moxe fa 6bae npemecTeHa ¢ eHO
WA ABe noneTa Hanmpep no Baw u3Gop. TONbT Ce ABUXMU B BCUUKM
NOCOKM MO NpaBa NMHUA, HO CAMO AOKBAETO CTUrAT NpasHUTe noseTa-
He mMoraT Aa ce npeckayaT ¢urypu. UrpausT pewasa ¢ KOAKO noseTta Aa
ro npemectu. OPpULEPBT Ce ABUXKM MO AMArOHaN BbB BCUYKM MOCOKM.
Llap1uata mMoxe /la ce MeCTW BbB BCUYKM MOCOKM Hanpes M Hasag,
KaKTO M no guaroHan. KoHAT e eMHCTBEHATa GpuUrypa, KOATO MOXe Aa
npeckaya ¢urypu- Kakto cobcTBeHM, Taka M Ha NpoTUBHMKaA. Toii ce
[BWXM Ha bykBaTa - NbpBO 2 NoseTa B u3bpaHa nocoka (Hanpea, Hasag,
NAABO UM AACHO, HO HE MO A1aroHan), a cies Tosa 1 none HaNsABO MW Ha
[ACHO OT ,AbATOTO pamo” Ha ByksaTa I. LLapAT MoXe fa ce BUXU BbB
BCUYKM MOCOKM, BKA. MO AMAroHa, HO CamMo C eHO nosne.

C BCUYKM BalM GUrypu MOKe Aa B3emeTe NPOTUBHUKOBA GUrypa, ako
TA Ce Hamupa Ha NbTA Ha BawaTta GUrypa npu mecteHe. UsknyeHne
ca newkuTe- Te Morart [a B3emaT MPOTUBHUKOBU GUrypu, ako Te ce
HamMupaT Hanpez No 1aroHan CNpAMO nelukaTa.

B3MmaHeTo Ha NPOTUBHUKOBU d)VII"]pVI He e 3a4b/NKUTENIHO- UrpayvsT ro
pelwasa B 3aBUCUMOCT OT KOHKpeTHuUA cnyqaﬁ n M36paHaTa cTpaTerua.

KoraTo uapaT e B onacTHOCT ce obagaga ,wax”. ,lllax” o3Hauyasa, ye
UrpaysT, KOMTO ro e 06ABWA, Ha CNeABalLMA XOA lie B3eMe Lapa Ha
NPOTUBHMKA, aKO TO He BbAe NpemecTeH U 3awuTeH. LiapaTt mosxe aa
6bae NnpemecTeH cnope/ NpasuaaTa Ha urpata uau Aa 6bae 3aluTeH,
KaTo Npe/, Hero ce NocTasu Apyra ¢purypa. Korato 3acTpalleHUAT Lap He
moe Aa 6bAe NpemecTeH UK 3aWwmuTeH Yypes apyra durypa ce obasasa
,MaT” nurpata cebpluBa. obeauTen v UrpaysT, KoiTo € 06aBUA ,maT”.



[ETE DRAUGHTS

Draughts is a board game for two players. Each player attemps to , take”
his opponent’s piece or to confine them so that they cannot be moved.

Each player has a set of 12 pieces. The game is played on a board divided
into 64 squares, eight along each side. The squares are alternately a light
and a dark colour. Play is confined to squares of only one colour- usually
the darker colour. Each player has a set of 12 pieces.

Objective: A player aims to take all his opponent’s pieces or to position
his own pieces so that his opponent is unable to make any move.

The board is positioned so that the player have a playing square at the left
of their first row. To start playing, each player positions his pieces on the
playing squarein the three rows of the board nearest him. The player with
the darker pieces always make the first move in game.

A player may make only one move at a turn. As play is confined to squares
of only one colour, all moves are diagonal. Individual pieces may only
be moved forward. Double piece, ,king” may be moved forward or
backward. Piece may only be moved into a square that is vacant.

Touch and move: Except when he has given notice of his intention to
arrange pieces properly in their square, a player whose turn it is must,
when it is possible, make his move with the first piece that he touches.
If he first touches an unplayable piece, he is cautioned for a first offense
and forfeits the game for a second offense.

SRB/BiH/MNE DILVIN

Dama je igra na tabli za dva igrada. Svaki igra¢ pokusava da ,uzme” sve
figure svog protivnika ili da razmesti svoje figure tako da njegov protivnik
vi$e ne moze da napravi ni jedan potez.

Igra se na tabli koja ima 64 kvadratnih polja, obojena naizmeni¢no
svetlom i tamnom bojom. Igra se odvija samo na poljima jedne boje-
obi¢no na tamnim poljima. Svaki igra¢ dobija po 12 figura, obojenih
svetlijom ili tamnijom bojom (,bele“i,crne” figure).

Igraci sede jedan naspram drugog, a tabla ispred njih je postavljena tako
da im se polja na kojima se igra (tamnija polja) nalaze sa leve strane u
prvom redu. Svaki igra¢ postavlja svoje figure u tri reda koja su mu
najbliza na tabli. (slika 1)

Igrac sa tamnijim figurama uvek pravi prvi potez u igri. Igraci naizmeni¢no
prave samo po jedan potez. Sve figure su u poéetnom poloZaju jednake i
zovu se obicne ili proste figure. Posto je dozvoljena igra samo na poljima
jedne boje, obi¢ne figure se pomeraju dijagonalno, unapred. Ako se
protivni¢ka figura nade na putu figuri koja je na potezu, protivnicka
figura se preskace i uklanja sa table. U jednom potezu figura moze i mora
da uzme onoliko protivni¢kih figura koliko joj stoji na putu, ali uvek iza
svake protivnicke figure mora biti slobodno polje. Figure se mogu uzimati
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Picture 1. Initial position of the figurines

Slika 1. Raspored figura na pocetku partije

UpTex 1. MoyeTeH pacnopes Ha durypute Ha Tabnata
Figura 1. Radhitja fillestare e figurave né tabelé

®urypa 1. NMbpBoHayanHa nogpenba Ha nynosete

i prema napred i prema nazad, a i pri skakanju mogu prelaziti iz jedne
dijagonale u drugu. Pri uzimanju se ne sme u jednom potezu visestruko
preskakati preko iste protivni¢ke figure, ali je dozvoljeno visestruko
prelazenje preko istog slobodnog polja. Ako igra¢ nije uzeo jednu ili vise
protivnickih figura, kada je trebalo to da ucini i odigrao je neki drugi
potez, onda mu protivnik uzima figuru koja nije izvrsila “zarobljavanje”.

Ako igrac uspe da postavi svoju figuru na neko polje u poslednjem redu na
protivnickoj strani, onda ta figura postaje “dama” i oznacava se tako $to
se stavljaju dve figure jedna na drugu ili se stavlja posebna figura u nekoj
trecoj boji. Na tabli istovremeno moZe postojati vise “dama”.

Figura “dama” ima pravo da se krece napred ili nazad (dijagonalno, samo
po tamnim poljima) za bilo koliko praznih polja, a obi¢ne figure se kre¢u
samo po jedno prazno polje. “Dama” moze i mora da uzme protivnicku
figuru (“damu” ili obi¢nu) bez obzira na udaljenost, ako je iza te figure
jednoiilivise slobodnih polja. “Dama” moze biti uzeta.

Pobednik je onaj igrac koji je zarobi sve protivnicke figure ili ih blokirao
tako da ne mogu da se krecu dalje. Ako igraci vide da nastavak igre ne
donosi pobedu ni jednom igracu, oni mogu da prekinu igru sa neresenim
rezultatom.

X3 nama

OAMA e urpa Ha Tabna co asajua urpauu. Cekoj urpay npobysa aa ru
of3eme cuTe GUTYypY Ha CBOJOT MPOTUBHUK UK Aa T Pacnopeau cBouTe
buUrypu Taka WTO HErOBMOT NPOTUBHMK NOBEKE @ HEMOMKe fa Hanpasu
HUTY efleH noTer.

WUrpata ce urpa Ha Tabna Koja uma 64 KBagpaTHU Monuka, 06oeHn
HaU3MEHWYHO CO cBeTla U TeMHa 6oja. MrpaTta ce Urpa camo Ha efHa
60ja o4, nonnkaTa— 06UYHO TeMHUTE NoAUkba. Cekoj urpay fobuea no
12 durypu, o6oeHu co ceetna u TemHa 60oja (,6en1” u ,upHu” durypm).

YyecHMuuTe BO urpata cejaT eAeH Hacnpotu gpyr, a Tabnata e
nocTaBeHa Mpej HUB Taka fa MOAMHbATa HAa KOM WTO WUrpa Mrpaqot
(TemHUTe Monukba)ce HaofaaT oA NeBa CTpaHa BO NpBUOT pes. Cekoj
urpay rv nNocTaByBa CBOWTe GUrypu BO TPU pefa Kou ce Haj6ancKy 4o
camuot urpay. (Lpresx 1)

MrpayoT Koj Urpa co TeMHUTe GpUrypu ro Mma npBUOT NOTEr BO UrpaTa.
Mrpauute npasaT Hau3MeHWYHO No eneH noter. Cute durypu 8o
noyeTHaTa nosox6a ce eflHaKBM U ce HapeKyBaaT OBWUYHM U MPOCTU
durypu. bugejku urpata ce oABMBa camo Ha efHa 60ja o4 nonukaTa,
06U4HO GUrypuTe ce nomecTyBaaT [MjaroHanHo, HaHanpes. AKo
NpOTUBHMYKATa GpUrypa ce Hajae Ha NaToT Ha GUrypaTa Koja e Ha norer,
NpoTUBHMYKATa GUTypa ce NPeckoKHyBa U ce UCKAy4yBa oA urpa. Bo
efeH noter Ha GuUrypaTa MoXe Aa 0Zj3eMe OHOJIKY MTPOTUBHUYKM GUrypu
KOJIKY WTO U CTOjaT Ha NaTOT, HO CEKOrall Noc/ie CeKoja NPOTUBHUYKA



durypa Tpeba ga mma cnobogHo none. Purypute moxat ga ce
of13eMaT 1 HaHanpej W HaHa3aj, a U NPU CKOKakeTo MOXe Ja npeora
o/, efiHa AnjaroHana BO Apyra. pu 043emMareTo Ha NPOTUBHUYKATA
durypa He cmee BO eAeH noTer noseke NaTu Aa NPecKOKHyBa Mpeky
1CTa NPOTUBHMYKA GUrypa, HO € /103BO/IEHO NMPECKOKHyBakbe MoBeKe
naTu npeky ucto cnobosgHo none. [lOKONKy UrpayoT He oa3eme efiHa
WAn noseke NPOTUBHUYKKM dUrypu, Kora Tpeban Toa Aa ro Hanpasu u
HanpaBuA cocema Apyr noTer, Toralw NPOTUBHUYKMOT Urpay ja oazema
Herosata ¢urypa.

[loKonKy wurpavyoT ycnee fa nocTtasu ¢durypa Ha Hekoe none BO
nocseAHWOT pej Ha NPOTMBHMYKATa CTpaHa, Toraw Taa ¢urypa ctaHysa
,4ama“ 1 ce o3HauyyBa Taka WTO ce CTaBaaTr ABe GuUrypu esgHa Bp3
Apyra unu ce nocrasysa nocebHa ¢urypa co Tpeta 6oja. Ha Tabnarta
WCTOBPEMEHO MOXKAT fa nocTojaTt noseke ,“gamn”.

durypara,fama“manpaso Aace ABUKM HaNpeAa U Ha3ag (AnjaroHanHo,
Camo Mo TeMHWUTEe MOAUKba) 3a 6UN0 KONKY MPasHW NONUKba, AOAeKa
06uyHUTE GUrypu ce ABUKAT Camo NpeKy eAHOo npasHo none. ,[Jamata”
MOKe U Mopa Aa 043ema NpPoTUBHUYKK durypu (,4ama“ u ,,06mnuHa”) 6es
pasnnKa Ha oflaneyeHoCcTa, JOKONY No3aamu Taa purypa uma esiHo Uan
noseke cnobogHu nonutba. ,[lamata“ moxe fa 6use v ogzemeHa.

Mo6eaHWK e OHOj Urpay Koj Ke r1 3apobu cuTe NPOTUBHUYKK uUrypu
nAn rn 610KMpan Taka 4a He MOXaT Aa ce ABWMKAT BOONWTO. [LOKONKY
urpaunTe BMAAT [eKa CO NPOJO/IKYBatETO Ha Urpata HUTY edeH of,
urpaunTe Hema Aa 6uae nobeHUK, MOXaT Aa ja NPeKMHaT urpata u aa
npornacat ,HepeweHo".

DAMA

DAMA ose MBRETERESHA éshté lojé gé luhet me dy lojtaré. Cdo lojtar
pérpiget té “marré” té gjitha figurat (gurét) e kundérshtarit ose té
vendosé figurat e veta né ményré té tillé, qé kundérshtari té mos mundé
té béjé asnjé lévizje.

Loja luhet mbi njé tabelé katrore, e ndaré né 64 kuti (fusha), gjysmat
té ngjyrosura me ngjyré té errét dhe gjysmat me ngjyré té hapur. Loja
zhvillohet vetém né fushat e njérés ngjyré; zakonisht né ato té errétat.
Cdo lojtar ka nga 12 figura, té ngjyrosura me ngjyré té errét dhe té hapur
(figura té ngjyrosura me ngjyré té bardhé dhe té kuge).

Lojtarét ulen njéri kundrejt tjetrit, duke vendosur tabelén para tyre né
pozicion té tillg, qé figurat té vendosen né fushat e erréta, qé té gjenden
pérballé tyre. Cdo lojtar vendos figurat e veta né tri rreshta, duke filluar
nga skajet e tabelés (Figura 1.).

Lévizjen e paré, pra lojén e fillon, lojtari me figurat e erréta. Lojtarét
béjné nga njé lévizje heré njéri e heré tjetri. Té gjitha figurat né fillim
jané né pozité té njéjté dhe quhen té zakonshme ose té thjeshta. Duke
gené se loja luhet vetém né fushat e sé njéjtés ngjyrg, figurat e thjeshta
|évizin diagonalisht vetém pérpara. Nése figura e kundérshtarit ndodhet
né njé fushé qé nuk té lejon lévizjen, atéheré ajo kapércehet dhe merret
(nxirret) nga loja. Me njé lévizje té vetme, kundérshtari mund dhe duhet
té marré aq figura, sa té béjé té mundur hapjen e rrugés (gjegjésisht
fushat) gjaté lévizjes. Pas ¢do figure té kundérshtarit, né ¢do rast, duhet
té keté njé fushé té liré. Figurat mund té merren, pérpara dhe prapa, si
dhe mund té kalojné duke kércyer nga njéra diagonale né tjetrén. Gjaté
marrjes nuk duhet qé té pérséritet e kércyera gjaté njé lévizjeje mbi
figurén e njéjté, por éshté e lejuar qé té kalohet mbi fushén e njéjté, nése
ajo éshté e liré.

Nése lojtari nuk merr njé a mé shumé figura té kundérshtarit, kur ai duhet
ta béjé kété, atéheré lojtarit i merret figura, qé s’e ka marré figurén e
duhur.

Nése lojtari arrin té vendosé figurat e veta né ndonjé fushé né fund
té rreshtit né anén e kundérshtarit, atéheré ajo figuré béhet Dama,
“MBRETERESHA”, (dhe pér té béré dallimin, vendosen dy figura njéra mbi
tjetrén ose vendoset njé figuré tjetér me ngjyré té treté té re. Gjaté lojés,
né fushé mund té vendosen shumé “MBRETERESHA”.

Figura e “MBRETERESHES” ka té drejté té zhvendoset para-prapa
(diagonalisht, vetém né fushat e erréta) né ¢do fushé té zbrazét, si dhe
figurat e thjeshta mund té zhvendosen apo té |évizin vetém pér njé fushé
té liré. “MBRETERESHA” mund dhe duhet té marré figurat e kundérshtarit

(“MBRETERESHA” ose té thjeshta) pavarésisht largésisé, né qofté se pas
figurés ka njé ose mé shumé fusha té lira. Edhe “MBRETERESHA” &shté
figuré gé mund té merret.

Fituesi éshté ai, i cili i zé figurat e kundérshtarit ose i bllokon, né ményré
gé té mos té mund té lévizin. Nése shihet se vazhdimi i lojés nuk mund té
sjellé fitoren e asnjérit prej lojtaréve, ata mund ta ndérpresin lojén, duke
e konsideruar barazim.

T sAMA

AAMA ce urpae ot gBama urpauu. Llenta e ga ce B3emat BCUYKK NynoBe
Ha NPOTUBHUKOBWA UTPay UM Aa PAa3noNoKNTe BaLUMTE NyN0Be Taka, Ye
NPOTUBHUMKDT /la HE MOXKe Aa HanpaBu XoJ,.

Wrpata ce urpae Ha AbcKa € 64 CBETAM M TbMHU KBajpaTyera, Kouto
Ca pasro/IoKeHM WaxmaTHo. Mrpae ce camo B eAuHMA LBAT noserta-
06MKHOBEHO TbMHUA. BCcekn urpay nonyyasa 12 nyna- efuHUAT urpae
c ,6enute”, a apyruat- ¢ ,TomHuUTe”. [bCKaTa ce MocTasA Taka, Ye Ha
BCEKW Urpay B AO0NHMA NAB BrbA Aa Ce Naja TbMHO none. Bcekn urpay
Hapex/a NnynoBeTe cU B TPUTE pefa, KOMTO ca Hal-6AM3KO A0 Kpas Ha
abckata (Purypa 1).

WrpaybT € TbMHUTE NynoBe BWHArM npasu nbpsBuAa xod. Wrpaumte
npaBAT N0C/NeA0BaTENHO NO e1H X04,. y/0BETE Ce MECTAT HanpeA, no
[MaroHan ¢ no eAHo none. Korato NpOTUBHMUKOB Ny/ CE U3NPeUM Ha NbTA,
TO TOW MOXe fa 6bae ,B3eT”. B3emaHeTo cTaBa € npeckayaHe (MysbT ce
MecTM Mo AMaroHan ¢ ABe noseTa) v B3€TUAT NyA ce Maxa oT AbckaTa. B
e/IMH X0/, MOraT /ja Ce B3emaT MHOTO NPOTUBHWUKOBK Nynose. 3a Aa 6bae
B3eT NPOTUBHMKOB Ny/ 334 Hero Tpabsa Aa uma csoboaHo none. Mpu
B3MMaHETO Ha NPOTUBHUKOB MY/ MOXeE Aa Ce ABUKWUM Hanpes, v Hasag,
KaKTO M N0 eJMHNA 1 ApYrua AnaroHan. Mo Bpeme Ha e/J1H X0/, He MoXe
MHOTOKPATHO /la Ce npeckaya (B31MMa)NpoTUBHMKOB nyJl. Mo3BoneHo e
MHOTOKPATHO /ia Ce CTbNBa Ha eAHO U Cblo cBoboaHo none. Cnep KaTo
UrpaysT € B3eN BCUYKU Bb3MOXHM MPOTUBHUKOBW NynoBe (MAMU noHe
Tesu, 3a KOMTO e cbobpasuna) No Bpeme Ha eMH XOJ UK e Hanpasun
,OBMKHOBEH" X0/, TO CNeJ TOBa Urpae Apyrua urpau.

KoraTo wurpay ycnee pJa CAOXW Nyl Ha MOCAAHUA pej Ha
NpPOTUBOMONOXKHATA CTpaHa, TO TO3W Nyn ce mpespblia B ,Aama’”.
OT6enAsBa ce KaTo ce NOCTABAT [Ba Nyna eAuH BbPXY APYr uau ce
nocTaBu Ny B TPeTU UBAT. EANH Urpay MoKe Aa MMa noseye OT efiHa
nama.

[lamaTa moxe fa ce ABUXM Hanpea 1 Has3aj no AMaroHan no HAKOIKO
noneTta efHOBPEMEHHO, 3a pas/iMka OT OBMKHOBEHUTE MyNOBE, KOUTO
MoraT a ce NpeABMKBaT Camo C No eAHO none. [lamaTa moxe 1 Tpabsa
[la B3UMa NPOTUBHWKOBM MNynoBe U Aamu. CamaTta TA CbLLO MOXe Aa
6bae B3eTa.

MobeaunTten e To3M Urpay, KOWTO ycnee a B3eMe BCUYKM NPOTUBHUKOBU
nynose uAn Taka Aa v 610KMpa, ye Te Aa He MoraT A4a ce MecTAT.
B cnyyaii, Ye urpaunTe NpeLEeHAT, Ye HUTO eIUH OT TAX He MOXe Aa
cneyesnin urpaTta, TO TA MOXKe /13 3bBbPLUIM U Ha PaBHO.
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[EId BAckGAMMON
Objective: To be the first person to bear off all of his/her draughts.

The players must move their draughts according to the numbers shown
on the dice. Backgamon is played so that you move your draughts in
the directions from your opponent’s home board to your home board
(Picture 1.). As soon as all of your draughts are in your home board you
can begin to remove draguhts from the board (the bear off).

To start off a game of backgammon, you and your opponent each throw
a single dice. The player with the highest number moves first, using the
number from both dice rolled to move his or her draughts.

In the case the same number appears on both dice, the players keep
rolling their dice until they get different numbers. After the initial move,
the opponents alternate turns and roll two dice each time.

‘Backgammon

Picture 1. Initial position of the figurines

Crtez 1. PoCetni raspored figura na tabli

LpTex 1. MoyeTeH pacnopes Ha ¢purypuTe Ha Tabnata
Figura 1. Radhitja fillestare e figurave né tabelé

®urypa 1. MbpBoHayanHa nogpeaba Ha nynosete

Picture 2. Direction of the movement of the white draughts. Black
draughts move into the opposite direction

Crtez 2. Pravac kretanja belih kamencic¢a. Braon kamenciéi se krecu u
suprotnom pravcu.

LpTex 2. MNpasew, Ha ABuxKere Ha Bennke Nnouku. CUBUTE NAOYKK ce
[IBMXXAT BO CNPOTMBEH Npasell.

Figura 2. Drejtimi i |évizjes sé guréve té bardhé. Gurét kafe lévizin né
drejtimin e kundért.

®urypa 2. Mocoka Ha ABMKeHKe Ha bennTe nynose. YepHuTe ce ABuxKaT
B 0bpaTHa NocokKa.

Figure 3. Two ways you can play with the white pieces when you throw
5and3

Crtez 3. Dva nacina na koje bele figure mogu odigrati kada su na stranama
kocke dobijeni brojevi 5i 3

UpTex 3. [1Ba HauMHa Kako 6enuTe GUrypu Moxart Aa ce IBUXKAT Kora Ha
KouKuTe ce fobuenn 6p.5u 3

Figura 3. Dy ményra pér té lévizur gurét e bardhg, kur te zaret kané réné
numrat 5 dhe 3.

®urypa 3. [lBa HauMHa 3a oTUrpasaHe Ha 5 u 3 c 6esmte nynose

You must always move your draughts forward around the board
according to the numbers shown on the dice (pips). (Picture 2.) There
are four rules controlling the movement of draughts: the numbers on the
dice are considered two separate moves. You can use the full amount
to move one droughts or you can use each of the two numbers to move
separate draughts. Say for example that you roll a five and a three.
This means that you can move one droughts eight spaces, or move one
checker five spaces and another draughts three spaces. (Picture 3.) You
can move a draughts to any point that is occupied by your own draughts
or to a point that has max one of your opponent’s draughts on it. In other
words, you may not move a draughts to a point where your opponent has
two or more draughts. If you roll the dice and the same number comes
up on both dice (also called rolling doubles) you may move double the
amount shown. Say for example that you roll a double five. Than you may



move five points four times, in a any possible combination. The player
who rolls the most doubles usually wins the game. If possible you must
use the full roll, including doubles. If you can only play one of the two
numbers, you must use higher of the two numbers. If you roll doubles,
you must use as many of the four moves as possible.

Points: When two or more draughts are on the same point this is
considered a made point (also known as an owned point). Your opponent
may not land on a made point but can jump over it and move beyond the
point in question. You can have as many draughts you want on any one
point. When you have two or more owned points in a row this called a
prime. A prime consistin of six points is called a full prime. Any opposing
draughts behind this prime are trapped for as long as the full prime stays
unbroken.

Blots: A single draught on a point is known as a blot. Draughts of opposite
colours may not inhabit the same point. A blot is removed if an opponent
lands on it (a hit). The draught is moved to the bar.

The bar: The middle strip that divides the inner and outer boards makes
up the bar. When a draughts is placed on the bar, it stays out of play
until it’s entered in your opponent’s inner board. You can re-enter your
draughts from the bar if the numbers shown on the dice correspond to
a point not occupied by two or more of your opponent’s draughts. If you
have one or more draughts on the bar, all of these must be re-entered to
the board before you may move your other draughts. Should you have
any unused numbers on the dice after re-entering your draughts, these
may be used to move your draughts on the board.

In case you are unable to enter because the points indicated by the dice,
the turn goes to your opponent.

The bear off: The final stage in a backgammon game is when you remove
your draughts from your home board. This is called the bear off. You may
start this proces once all of your 15 draughts have made it ti the home
board.

You bear off your draughts according to dice you throw. Say for example
thatyourole a4-3. Then you are able to take draughts off the 4-point and
another of your 3-point, assuming you have draughts on those points.

During the bear off proces you still have to use your entire roll. This means
that if you roll a four and have no draughts on the 6-point, 5-point or
4-point, you must take draughts off the next highest point with draughts
on it. Also, if you roll a five and have no draguhts on the 5-point but you
do have a draughts on the 6-point, you must move the draughts from
your 6-point to your 1-point.

However, you don’t have to bear a draughts off should you have another
legal move to make. This might be useful when your opponent is on the
bar or owns a point in your board.

SEVEITAYLS BEKGEMON

Backgammon jeigra za dvaigraca, za koju je potrebna i sreca i vestina. Cilj
igre je ukloniti sve svoje figure sa table pre drugog igraca.

Igra se na tabli, figurama koje su bele i braon boje. Figure se zovu
kamenéiéi. Tabla ima 24 polja u vidu izduZenih trouglova, koja se zovu
tacke.

Po sredini table je oznacena pregrada- koja se zove traka i koja uzduzno
deli tablu na dvoriste i kucu. Svaki igra¢ ima na svojoj strani table 6 tacaka
u dvori$tu (na svojoj levoj strani) i 6 tacaka u kuci (na svojoj desnoj
strani). To znadi da su tacke na table rasporedjene u Cetiri grupe : kuc¢a
protivnika, dvoriste pr ka, dvoriste i kuéa.

Svakiigra¢ima u pocetku 15 kamencica, bele ili braon boje i par kocki, na
¢ijim stranama su brojevi od 1 do 6. (Slika 1.)

Igra pocinje tako $to svakiigrac baci po jednu kocku. Prvi potez ima igra¢
na Cijoj kocki se pokazao vedi broj. Nakon toga, igraciigraju naizmenicno,
a svaki igra¢ baca dve kocke. Brojevi na kockama odredjuju koliko daleko
igra¢ moze da pomeri kamencice. Kamenci¢i se pomeraju u smeru
suprotnom od kretanja kazaljki na satu. (Slika 2.)

Najpre se kamenci¢ pomera za onoliko tacaka koliko se pojavilo na prvoj
bacenoj kocki, a zatim se taj isti ili neki drugi kamenci¢ pomera za jos

onoliko tacaka koliko se pojavilo na drugoj kocki. (Slika 3.) Cilj je sprovesti
sve svoje kamencice po tabli do svoje kuée i onda ih ukloniti sa table.

Ako igrac dobije isti broj pri bacanju obe kocke, onda moZze pomerati
kamencice za onoliki broj tacaka koliko iznosi udvostruc¢en broj dobijen
bacanjem kocke.

Kamenci¢i se mogu pomerati preko tacaka koje zauzima protivnik.
Medutim, igra¢ moze da postavi kamen¢i¢ samo na otvorene tacke, tj.,
na tacke koje sadrze njegove kamencice ili manje od dva protivnikova
kamenci¢a. Tacka sa dva ili vise protivnikova kamencica je zabranjena.
Ako zatvorena tacka dozvoli koris¢enje samo jednog bacanja, mora se
iskoristiti veci broj. Ukoliko nijedno bacanje nije moguce, propusta se
red u bacanju.

Tactka na kojoj se nalazi jedan kamenéi¢ naziva se slaba tacka. Igrac
moze da postavi svoj kamenci¢ na slabu tacku drugog igraca i da izbaci
protivnicki kamenci¢ na sredinu table- na traku. Ako igrac¢ ima kamencice
na traci, mora sve da ih vrati na tablu, da bi mogao da pomera druge
kamencice. Postavlja ih u kuéu protivnika, na otvorena mesta, prema
brojevima odredenim kockom. Ako je na tabli protivnika zatvoreno svih
6 tacaka, onda je igrac zaglavljen na traci i mora da saceka dok protivnik
stvori otvorenu tacku.

Igrac ima pravo da ukloni kamencic¢e sa daske samo ako se svi njegovi
kamencici nalaze u kudi. Kamencici se uklanjaju tako $to ih igra¢ pomera
van table nadesno.

Svaka igra vredi jedan poen. Ako jedan igrac¢ ukloni sve kamencice, a
protivnik nije uklonio nijedan kamenci¢, taj igra¢ dobija dvostruki iznos
poena za igru. Ako jedan igra¢ ukloni sve kamencice, dok protivnik nije
uklonio nijedan i jo§ ima kamen¢i¢ na traci ili na delu table igraca koji
je uklonio sve kamencice, onda igra¢ koji je uklonio sve svoje kamence
dobija trostruki iznos poena.

X3 sAKrEMOH

BAKTEMOH e urpa 3a ABajua urpauu, 3a Koja ce notpebHu u cpeka u
BewTWHa. Llenta Ha urparta e 4a ce TprHaT cute cBom ¢urypwm oa tabnarta
npeg ApyruoT urpay.

UrpaTa ce urpa Ha Tabna, durypute ce co 6ena u co cusa 6oja. Purypute
ce HapeKyBaaT NAIo4KK. Tabnata MMa 24 NONMHA BO BU/, Ha NPOJO/IKEHM
TPMjarofHNLLMW, KOW ce HapeKyBaaT TOUKM. (LipTex 1)

Ha cpeaguHaTa Ha TabnaTta Mma nperpaja , Koja ce HapekyBa JeHTa u
KOja Haf,0/MKHO ja Aenn TabnaTa Ha ABOpP M KyKa. CeKoj urpay Ha csojaTa
cTpaHa o/ TabnaTa Mma 6 TOUKM BO BOPOT (Ha CBOjaTa NeBa CTpaHa) 1 6
TOYKM BO KyKaTa (Ha cBOjaTa AecHa CTpaHa). Toa 3Hauu AeKa TOYKUTe Ha
Tabnata ce pacnopeseHu Bo 4 rpynu: Kyka Ha NPOTUBHUKOT, ABOP Ha
NPOTUBHUKOT, ABOP U KyKa.

CeKoj urpay Mma Ha noyeTokoT 15 niouku, 6env nam cusa 6oja v nap
KOLLKM, Ha Yuu cTpaHu uma 6pojkn oa 1 ao 6.

MrpaTa 3anoyHysa Taka WTo cekoj urpay ¢pna no 1 kouka. Mps Ha noTter
€ WUrpayoT co noronema 6pojka Ha KockaTa. MoToa ce Urpa Hau3MeHNYHO,
a ceKkoj urpay ¢pnia no 2 Kouku. bpoesuTe Ha KoukWUTe oapeaysaat
KONMIKY AaneKy UrpayoT cmee Aa ru MOMecTU NaoykuTe. MnoykuTe ce
NOMeCTyBaaT CNPOTUBHO O/, CMEPOT Ha /IBUXEHe Ha CTPesNkuTe Ha
4acoBHMKOT. (LpTex 2.)

MpBO NAoYKaTa ce NOMecTyBa 3a TOAKY TOYKM KOAKY WTO ce NojaBuno
Ha npBaTa ¢ppaeHa KouKa, a NoToa Taa UcTaTa NJI0YKa MW HeKoja Apyra
Cce NOMeCTyBa 32 OHOJIKY TOYKM KOZIKY WTO MOKa)yBa BTOpaTa KoukKa.
(UpTex 3) LlenTa e cuTe cBOM NI0OYKM NpeKy TabnaTa ga ce goHecaTt 4o
cBojaTa KyKka 1 nMoToa Aia ce OTCTpaHar o4 Tabnarta.

AKO Urpa4oT Aobue UcTh 6POjKM Ha iBETE KOLKM, TOralll NI0YKUTE MOXKe
[la T NOMECTU 33 OHO/KY TOYKM KOJIKY LITO € BOjHO A06UeHnoT 6poj
Ha AiBeTe KOLKM.

MNouKNTE CMeaT Aa ce NOMeCTyBaaT MPeKy TOYKWUTEKOj M 3aB3eman
NPOTUBHMKOT. MefyToa WUrpayoT MOXe Aa Ce MOCTaBM NI0YKa Camo
Ha OTBOPEHA TOYKA, T.e Ha TOYKW Ha KOW COMCTBEHWUTE MAOYKM M UMA
MM MMa NOManKY 0J, ABE NPOTUBHUYKM NNOYKN.TOUKM CO 2 UM noBeKe
NPOTUBHMYKM NAOYKM e 3abpaHeT. AKO 3aTBOpeHaTa TOYKa A03BONM
KOPUCTeHEe CaMo Ha eAHO ppaatbe, Mopa [la Ce KOPUCTU NOroNEeMUOT



6poj. [loKONKY HUeAHO dpnarbe He e BO3MOXHO, Ce NponywTa pes 8O
dpnareTo.

ToukaTa Ha Koja Ce Haofa eAHa MIOYKa ce Ha pekyBa cnaba ToOuKa.
MrpayoT moxe fia NOCTaBK CBOja NaoyKa Ha cnabaTa TouKa Ha ApyruoT
urpay 1 a ja UCNpav NPOTMBHUYKATA NI0YKa Ha CpenHaTa Ha TabnaTa.
[lOKONKY MrpayoT MMa NAOYKM Ha NIeHTaTa, MOpa CuTe fa ' BpaTh Ha
Tabnata3a ja MOXe fa r'M NOMeCTyBa oCTaHaTUTe NN0YKK. [ nocTasyBa
BO KyKaTa Ha NpOTMBHMKOT, Ha OTBOPEHW MecTa, npema 6poesuTe
ofpefeHn co KoLKuTe. AKO Ha TabnaTa Ha NPOTUBHUKOT Ce 3aTBOPEHU
cuTe 6 MO3MLMKM, TOTall UTPAYOT € 3araBeH Ha eHTaTa U Ke mopa Aa
npuyeka 4oAeKa NPOTUBHUKOT He OTBOPY e/lHa CN060AHA TOYKA.

MrpayoT Mma npaso Aa rv TprHe CUTe NA0YKKM 04 Tabnata camo ako cute
HEeroBuM NIOYKM Ce Ha ofaaT BO KyKaTa. 104K1Te ce OTCTpaHyBaaT Taka
WTO MrpayoT r1 NocTasysa AecHo of Tabnara.

Cekoja urpa Hocu 1 noeH. AKO efleH Wrpay ru OTCTPaHW CUTe CBOM
NNOYKU, @ NPOTUBHUYKMOT Urpay He OTCTPAHWUAN HUTY eaHa NN0YKa,
Toraw Toa e [BOEeH MoeH. AKO eAeH Urpady 1 OTCTPaHW CUTe CBOM
NNOYKU, AOoAEKa NPOTUBHUYKNOT Urpay He OTCTPAHUA HUTY e4Ha, @ UMa
ylWTe NN0YKM HA NeHTaTa UK Ha TabnaTta Ha 4eN0T Ha UrpayoT Koj rm
OTCTPaHUA CUTE MJIOYKM, TOrall UrpayoT KOj WTO M OTCTPaHWUA cuTe
NA0YKM f06MBa TPOEH NOEH.

T8 TAVELL

TAVELL éshté njé lojé pér dy lojtaré, pér té cilén nevojitet shumé fat dhe
aftési. Qéllimi i lojés éshté té largosh té gjitha figurat nga tabela pérpara
se ta béjé kundérshtari.

Loja luhet né njé tabelé me figura qé jané me ngjyré té bardhé dhe kafe.
Figurat quhen guré. Tabela ka gjithsej 24 shenja né formé trekéndéshi té
zgjatur, té quajtura pika.

Tabela ka né mes njé ndarje, té& quajtur shirit (barrieré), e cila e ndan
até né dy fusha: kopshti dhe shtépia. Cdo lojtar ka pérpara vetes 6 pika
né kopsht (né anén e tij té majté) dhe 6 pika né shtépi (né anén e tij té
djathté). Kjo do té thoté se pikat né tabelé ndahen né katér grupe: kopshti
e shtépia e lojtarit dhe kopshti e shtépia e kundérshtarit.

Cdo lojtar né fillim ka 15 guré, té bardhé ose kafe dhe dy zare, né té cilét
jané shénuar numrat nga 1 deri né 6. (Figura 1)

Pér té filluar lojén lojtarét hedhin nga njé zar. Lévizjen e paré e bén lojtari,
té cilit i bie numri mé i madh. Pas késaj, lojtarét luajné me radhég, njé
heré njéri, njé heré tjetri, duke i hedhur té dy zaret njékohésisht. Numrat
e zareve tregojné sa larg mund t’i zhvendosé gurét e tij lojtari. Lévizja
e guréve kryhet né drejtim té kundért té lévizjes sé akrepave té orés.
(Figura 2)

Gurin e paré e lévizim aq pika, sa ka réné numri te njéri nga zaret dhe,
pastaj, até ose ndonjé gur tjetér e lévizim aq pika, sa ka réné numri te
zari tjetér. Qéllimi éshté qé té gjithé gurét t'i dérgosh apo t'i |évizésh te
shtépia, derisa t’i nxjerrésh nga fusha. (Figura 3)

Né rast se té dy zaret bien numra té njéjté, atéheré lojtari ka té drejté té
lévizé dy heré té njéjtén vleré pér ¢do zar, pra té |évizé dyfishin e shumés
qé tregojné zaret.

Gurét mund té zhvendosen mbi gurét e kundérshtarit, por lojtari mund
ta vendosé gurin te pika vetém nése ajo éshté liré, pra, né pikat gqé jané
gurét e tij ose 2 pika larg pikave té kundérshtarit. Pika me dy ose me
mé shumé guré éshté e ndaluar. Nése pika e mbyllur lejon pérdorimin
e vetém njé hedhjeje, duhet té pérdoret numri mé i madh. Nése asnjéri
nga numrat qé bie nga hedhja e zareve nuk mund té pérdoret nga lojtari,
radha i kalon kundérshtarit.

Pika né té cilén ndodhet njé gur quhet piké e dobét. Lojtari mund ta
vendosé gurin né pikén e dobét té kundérshtarit dhe késhtu, ta largojé
gurin e tij né mes té shiritit. Nése lojtari ka guré né mes té shiritit,
duhet t'i kthejé té gjithé gé té mund t’i lévizé. | vendos te shtépia e
kundérshtarit, né vende té lira, sipas numrave té pércaktuar me short.
Nése te kundérshtari jané té zéna gé té gjashta pikat, atéheré lojtari
éshté i bllokuar dhe duhet té presé gjersa té lirohet ndonjéra nga pikat.

Lojtari ka té drejté ta largojé gurin nga pikat vetém nése té gjithé gurét
e tij ndodhen né shtépi. Lojtari i largon gurét duke i vendosur jashté

né té djathté. Cdo lojé vlen njé piké. Nése njé lojtar i largon té gjithé
gurét ose nése kundérshtari nuk ka larguar asnjé gur, atéheré lojtari
fitues i dyfishon pikét e lojés. Nése lojtari i largon té gjithé gurét, kurse
kundérshtari nuk ka larguar asnjé nga gurét e vet dhe ka guré qé gjenden
edhe té shiriti atéheré lojtarit fitues i trefishohet pikét e fituara.

[BUG 7)1

TABJIA (OBMKHOBEHA TABJIA) ce urpae oT ABama Aywu. UrpaTta usnckea
OCBEH KbCMET U Pas/IMiyHU YMEHUA 1 cnocobHOCTK. LlenTa Ha urpaTa e
MrpaysT 4a ,B3eme” NbpBY CBOUTE NyNoBe.

WUrpae ce Ha Abcka ¢ 6enn (cBeTau) v YepHu (TbMHM) nynose u 2 3apa.
[bckaTa UMa 24 noneTa BbB popmaTa Ha NPOABATOBATU TPUBIBAHULM,
HapeyeHu no3numun. [lbckaTa e pasaeneHa Ha 4 cektopa no 6 nosuymm.
CeKTOpbT OT N1ABO KbM Mrpadya ce Hapuya ,AB0p”, TO3U OT AACHO-
,Kbla”, a CeKTopUTE OT JaneyHaTa CTPaHa- CbOTBETHO MPOTUBHUKOB
,48op” M ,Kblwa”. MbpBOHAYANHO BCEKM MUrpay uma 15 nyna ot eauH
uBAT. (durypa 1)

B HauanoTo Ha WUrpaTta BCEKM Urpay XBbp/A Mo eAwH 3ap. Mbpsu Ha
XO/, € TO3U1, KOMUTO € XBbPAUA no-ronemus 3ap. Cnes ToBa BCEKM Urpay
nocneaoBaTeNHO XBbPAA ABaTa 3apa. Y1cnaTa B 3apa NOKa3BaT € KONKO
no3uLMM MOXKe Jja Ce NPpeMecTAT nynoseTe. Mrpae ce B Nocoka o6paTHa
Ha YyacoBHMKOBATa cTpesKa. (Purypa 2)

MynoseTe ce MecTAT NO CNEAHNA HAYNH- €IUH NY/N Ce MeCTU C TONKOBa
no3nUWK, KOJKOTO NOKa3Ba eAMHWA 3ap, a C/lej ToBa Ce MecTu Wau
CbLMA NYA, UAW APYT C TONKOBA NO3ULMM, KONKOTO NOKa3Ba Apyrua 3ap.
LlenTa e na ce npubepat BcMuKM NynoseTe B ,KblaTta” u aa ce ,B3emat”.
(®urypa 3)

,UndT” e KoraTo ce XBbPNAT ABE efHAKBM Yucna. B To3u cnayyail 3apsvT
ce yaBoABa. T.e. aKO ejUH Urpay XBbLP/U IBE YETBOPKMU- UTPae YeTupu
YeTBOPKM.

Mpu mMecTeHeTo Ha MynoBeTe MOXe Ja ce MpecKayaT NMPOTUBHUKOBU
nynose. Mynosete moraT Aa ,CTbNBaT” camo Ha CBOGOAHM NO3ULMK, HA
TaKMBa CHaLWM NYN0BE UM Ha NO3ULMUM, HAa KOUTO MMa € AUH NPOTUBHUKOB
nyn. AKO Ha AajieHa NosnLMA UMa 2 WA NoBeye NPOTUBHUKOBU Nyna
(kanus), To Ha Hes He Mo3Ke Aa ce ,,cTbnKu”. AKO MOXKe 12 OTUTPaem Camo
eAMHuUA 3ap, TO Urpaem Hero, a APYruA ro nponyckame. AKo He MOXe Aa
Urpaem HATO eAWH 3ap- NponycKame peaa cu.

Korato CTbAMM C Haw Nyn BbPXY eAMHWYEH Nyn Ha MPOTUBHUKA
KasBame, Ye ro ,yapame” 1 TO3W Ny/ Ce BPbLLA B U3XOAHA NO3ULMUA- B
HawaTa ,Kbla”. 3a Aa ro BKapa NPOTUBHWKBLT OTHOBO B Urpa TpAa6Ba
/a ro noctasu Ha cBO60OAHa NO3MLMA B HAaWaTa ,Kbla”- no3numaTa ce
onpesens oT 3apa. Hanpumep ako MMa yAapeH nya U UrpaysbT XBbpau
2 1 6, TO MOXe Aa ro NoCTasBy Ha No3nuua 2 uaun 6 B NPOTUBHUKOBATA
LKblWa” (cTura aa ca ceoboaHM) U Aa oTUrpae Apyrusa 3ap. Urpay, KOWTo
MMa yAapeHu NyaoBe 1 He MOKe Aa r1 BKapa B Urpa, He Urpae ¢ apyrure
nynose. T.e. NbpBo TpA6Ba @ BKapame BCUYKM yapeHU NyaoBe B UTPpa
1 Cnep ToBa MOXe Aja NPoAb/MKUM Aa urpaem. Mosuuumute ce 6poaT ot
BbHLIHATA CTPaHa Ha AbCKaTa.

Korato npubepem BCMYKM HalwM NMynoBe B HawaTa ,Kbla” 3anoysame
fa rv B3MMame- T.e. 4a M Maxame OT AbCKaTta. B3umaHeto cTasa B
3aBMCUMOCT OT XBbpP/AEHUA 3ap. [1031LMUTE OTHOBO Ce GPOAT OT BBbHLIHATA
CTpaHa Ha AbckaTa. Hanpumep ako XxBbp/iuM 4 1 2 B3MMame No eAuH nyn
oT no3uuun 4 1 2. He e 3a4b/IKMTENHO fa ce B3MMAT NnysoBe- MoraT u aa
Ce MecTAT B ,KbliaTa”. Hanpumep npu cbluma 3ap- 4 1 2 Moxe Aa B3eMem
2 1 pa npemecTum nNya oT no3muma 5 Bbpxy nosmuma 1. 3ap 4 n 2 moxe
Aa Ce OTUrpae Cblio M KaTo ce B3eme eAuH Ny oT nosuuua 6. Mectum
,2"” 1 B3umame ,4”. 3aAb/KUTENHO € a ce OTUrpae AafeH 3ap, ako uma
Bb3MOXXHOCT 33 TOBA. B c/yyail Ye XBbPAMM YMCO, BLPXY KOATO NO3ULMUA
HAMa NyJ/l, U HAMame Ny/oBe BbLPXY NO-rosieMUTe NO3ULMUM, TO B3MMame
nyn oT cnejgaliarta no ronemuHa nosuuus. Hanpumep ako Xsbpaum 5,
a MMame Ny/ioBe camo Ha nosuuuu 1,2 u 4- B3umame nyn ot nosuuma 4.

No6eauTten B Urpata e TO3W, KOMTO MbPBYU B3eme NynoBeTe cu. Beaka
nobesa HocK eaHa TOYKa. AKO lafieH Urpay B3eme BCUUKUTE CU NyNoBe,
a NPOTUBHUKBT HE € B3e/1 HUTO eAMH- TOBa Ce Hapuya ,mapc” U HocK
[iBe TOYKW. B cayyal, ye eAnHUA Urpay B3eme BCUYKUTE CU Mynose, a
NPOTUBHUKBT MMa OLLe NyN0BE B ,KbllaTa” Ha NbpBUA Urpay- TO Torasa
nobeAnTeNAT NoNyYaBa TPM TOUKM.



