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INTRODUCTION

Welcome to Hoyle Table Games, where you will find games
that provide hours of entertainment and challenge for you and your
family. When you see the thundering explosions of our simulated
missiles in Battling Ships, listen to the rattling of dice in our “felt-
lined” Backgammon dice cups, or play against the many challenging
and witty characters, we hope you will enjoy the attention to detail
that went into creating this collection.

With Hoyle Table Games, you have your choice of playing
against our colorful collection of computer players with adjustable
skill levels, or against real people. In most games, you can compete
with a friend or family member sitting beside you at the keyboard.

When you start Hoyle Table Games, sign in by typing your
name and picking a character image to represent you. You can cus-
tomize the game to match your preferences such as game speed,
level of difficulty, background music, favorite characters, preferred
game variations, and many others. The game keeps statistics for
each player, so you can track your gaming progress over time. You
can also save games and continue them during a later session.

Alter signing in, you can choose any of the games from the
main screen by clicking on its icon. When you start a game, the
“Getting Started” screen shows you basic information about how to
play the game, and lets you change the players and game settings.

This guide focuses on game rules and strategy. For complete
information on game controls, options, and all the fun features
found in Hoyle Table Games, refer to the in-game help (click the
Help button at the bottom of the game screen and select the desired
topic). For installation instructions, please refer to the insert in the
CD jewel case.

So get started playing some of the greatest table games of all
time, according to Hoyle!

2 Introduction

W R —

A BRIEF HiISTORY OF TABLE GAMES

Why bother with the history of table games? Because the story
ol our amusements mirrors the story of civilization, In the sharing
ol games, we can see the spread of cultures and kingdoms over the
6,000 years of recorded human history. We can trace the birth of
table games to the first cities, in the river valleys of the Nile (mod-
ern-day Egypt) and the Tigris and Euphrates (Iraq}. As humans
moved through the Middle East, they brought their games with
them. These games ended up in Persia, India, China, Korea, and

Japan to the east, Greece and North Alrica to the west.

The ancient Greeks handed off this legacy to Imperial Rome.
Rome’s legions marched, and tribal cultures (in what are now
Germany, France, and England) learned new ways to play. The
Norse learned these games and carried them to their colonies in
Scotland, Wales, Ireland, and Iceland.

When Rome fell, Islam arose, and the Arab states kept learning
alive in the Dark Ages. They advanced old games to new levels of
sophistication and brought them along when they invaded the
Iberian Peninsula (Spain and Portugal) and Sicily. The medieval era
gave way lo the Renaissance, and people found newer and faster
ways to communicate, trade, and exchange ideas. The Spanish led
the Old Worlds invasion of the New World, where the Native
Americans had for centuries been playing games of their own.

How Did Table Games Begin?

When you think of the typical table game, you think ol mark-
ers, lokens, pieces, or men maneuvering for advantage on a flat sur-
face inscribed with lines or circles. This seems perfectly natural to
us, but who introduced this concept? Where did the inspiration
come from? Were table games originally an exercise in magic, an
attempt to foretell the future or influence the course of events? A
British scholar named H.J.R. Mutray offered an enticing guess in A
History of Board Games Other Than Chess (1952). Murray was a one-
man research ridal wave—he taught himself Arabic, so he could
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read the original sources, and in this way tracked down the origins
of Chess and many other games.

Murray believed that games, activities with no object other
than play. could only be developed by people who lived in a rela-
tively friendly environment with dependable shelter and enough to
eal and who had developed some degree ol social integration (mar-
riage, religion, cooperation in hunting and farming). Murray then
paints the following picture:

“In the heat of the day when work in the open air is too

arduous, or when the day’s work is over and the daily needs

ol his family are met, man’s innate urge to be doing some-

thing still impels him to action, if only to the handling of

objects at hand, whether natural like pebbles, or some of his
househeld goods of his own making—at first aimlessly, but

as soon as his attention is held, to explore their capabilities

for new uses. [ suggest that it was in this way that the habit

ol using objects at hand as playthings, and so as materials

for games, arose.”

As an example, Murray points to—string! Primitive cultures
depended on string, particularly those peoples who had to fish for
food or use hoats. String, of course, is used in games of cats cradle,
which is played all over the world. If you needed string to survive
in the world, why would you waste precious survival time making
knots to represent animals or tell stories? Because you had the time
to waste—that is, you had the time to play. String games, Murray
writes, are most likely “the result of handling and playing with
string, and supports my view that other games originated in the
same way.”

We'll never know who put the first token on the first table and
threw the dice for the first move. Nor will we know how the idea
came to that person. But there’s much we do know about games,
thanks to the efforts of researchers like Murray, and you'll find an
overview of that knowledge in the pages to come.

4 Inivoduction

ﬁ__‘—______i__

BACKGAMMON

How the Game Evolved

All table games that are older than todays fad pass through cer-
tain stages ol development. These stages are well known to games
scholars, and they reappear in game after game. Backgammon has
been through more of these stages than any cther game, even
Chess, Here are the Eight Stages of Table Game Evolution, as told
through the history of Backgammon:

1. Claim the Egyptians as Parvents: Backgammon is not the
oldest game in the world—dice probably holds that dis-
tinction, though some people might nominate politics—
but, given the available evidence, it has a good claim on
the second spot. “An authentic, documented history of the
ancient game of Backgammon should probably begin
either in the Garden of Eden or in the murky caves ol the
Neanderthal man,” Alexis Obolensky and Ted James
declare in Backgammon: The Action Game, and they're only
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half-kidding, Though Obolensky and James grandly
assume that every 6,000-year-old reference to “dice” really
means “hackgammon,” the game has been traced 1o the
beginnings of Egyptian and Sumerian civilization. You cant
beat this kind of heritage.

Backgammon boards not so different from our own have
been found in the royal tombs of the Nile Vzlley and in the
buried suburbs of Ur. If Mesopotamia, the site of Ur, was
also the site of the biblical Flood. then perhaps Noah and
his family filled their spare hours aboard the Ark by play-
ing Backgammon! ‘

. Work In the Romans, Too (or the Greeks, or Both): Even

when their empire was at its height, the Romans always
took the time for a round of Ludus Duodecim Scriptorum
(literally, “a game with 12 lines”). The Romans u.;,aally
shortened this name to Alea or Tabula (the latter meaning
“table;” when Backgammon entered Europe, it was called
Tables). This was Backgammon with three dice instead of
two. Nero lost a fortune at the game. Caligula cheated at ir.
Antony played Tabula with Cleopatra; what stakes they
played for is not known. ’

- Inspire a Creation Myth: In the world of games, India has

turned out the best creation myths. According to stories

passed along by medieval Arab scholars, Backgammon was

nvented by an Indian philosopher who was Irying Lo rep-
1 T o . .

fesent Lhe concept of time physically, in 2 table game:

Backgammon Objects What They Mean

30 pl'etces ....................... Days in a month
24points ... -..Hours in a day
12 points of one hall-board . ..., .. .. Months in a year

12 points of the other half-board . . . .Zodiac signs
7 spots on opposite sides of a die . . . Days of the week
2dice ..o Day and night

Backgammon

4. Achieve Literary Immortality: The Old ard New
Testaments are not noted for their analyses ol wble games
You won't find Backgammon in the Bible, but it did come
close. H.J.R. Murray, in A History of Board Games Othe
Than Chess, gives as the [irst reference to Backgammon in

S, g
world literature—the Jewish Talmud! The Talmud, pro

duced by &th-century Jews living in Babylon, is a compila
tion of written commentaries on the Oral Laws of the
Jewish people. Apparently, the rabbinical authorities of
that time [elt the need to at least mention Backgammon,
(They didn't offer strategy hints.)

The Babylonian Jews used the Persian words [or the game;
nard and nardshiv. Nard was the wood marker used in the
game. Shir means “lion,” referring to the two types of
pieces then in use: plain wood markers and markers with
carved lions’ heads.

A century later, Backgammon (Nard, that is) is mentioned
in a Persian fictional werk about the invention of Chess.
Backgammon was supposed to have been invented as a
riddle to pose to a king. (The Persians spun the same story
about Chess as well.) So chalk up an Indian and a Persian
creation myth for Backgammon.

5. Ride Along with the Arabs: Typically in the history of

games, the Arabs, after their conquest of Persiz in the 7th
century, learned all the games the Persians learned from
the Indians, who may or may not have learned them from
the Chinese. The Arabs raised the level of play in these
games to unimagined heights and wrote the first books
about them. They then invaded Spain and Sicily, fought ofl
the Crusaders, and traded with the Venetians, all of which
led to an exchange of ideas—and games.

The Arabs adopted Backgammon immediately, but the
Islamic religious authorities were troubled by the game
and its gambling aspect (just as Chess had troubled them

Hoyle® Table Games
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with its “graven images,” which are forbidden by the
Koran). Chess survived in the Islamic world because the
players switched from the fanciful preces used by the
Persians to abstract pieces with no resemblance to people,
animals, or anything else. Backgammon couldn't do with-
out its dice, and in the 8th century it was banned. This
ban was not successful. Though the Islamic courts threat-
gtwed players with various penalties, the game continued to
{lhourish—a lesson the Catholic Church was fated to learn
all over again a few centuries later.

’l'be first book about Backgammon was written by an Arab
ol the 9th century. ‘

. Conquer Europe: The Persian/Muslim Nard and the
Roman Tabula met in France in the 11th century. The
third dice was eliminated, but the Roman name was
retained, as can be seen from the forms Tabula took as it
marched across the continent: in Italy, Tavola; in Spain,
Tablas; in Middle English, Tavel, then Tables: and so on.
Bacxgamn_'lon {or Tables) began appearing in the literature
of the period almest at once, by which we can track its
progress even o distant Iceland (which it reached late in
the 13th century).

The first European book to focus on Backgammon
appeared in Spain in 1283, This book was primarily about
Chess, and was compiled by scholars working under the
direction of King Alfonso of Castile (“Alfonso the Wise™).

As with most of the games that entered Europe in this era,
Backgammon was taken up by the nobility and was soon
competing with Chess for the position of most-popular
game (both games were eventually dethroned by playing
cards). As Backgammon filtered down to the mésses, the
Church tried to ban or at least contain it. These efforts
failed. By the 1700s, Backgammon was the favorite pas-
time among vicars in the English countryside!

Backgammen

Innkeepers throughout Europe were soon providing
Backgammon boards and sets to their customers, a tradi-
[lan that goes back to the Roman empire. Oholensky and
James report on a wall painting lound in the excavation ol
Pompeii: “In one panel, a game is in process, and an argu-
ment has ensued over points. In the second, an innkeeper
is throwing the two battling players out of his tavern.”

7. Catch Edmond Hoyle’s Attention: Hoyle died in 1769,

long before most of the games played today were invented.
He wrote books on just five games in his lifetime, so the
odds are against most games making this connection.
Happily for Backgammon, Hoyle was not only a devotee of
the game, he also had many ideas about how it should be
played. Edmond Hoyle, in fact, turned out to be the
Alexander Cartwright of Backgammon. Just as Cartwright
in the 1840s codilied the laws of baseball, Hoyle in 1746
did the same for Backgammon in his first book of games.
Most of Hoyle’s rules of play are still in force (as are most
ol Cartwrights). :

The modern game began with Hoyle, who had developed
considerable clout in the game world by 1746. When he
put together the hodge-podge of rules governing the game
and decreed, among other things, that doublets should be
played twice and that the scoring should include such sub-
divisions as backgammon, gammon, and hits, people lis-
tened. And played.

§. Pump Up the Yolume with the Americans: Americans

couldn’t fligure out a way to improve on Chess, but in 1925
an American innovator whose name is apparently lost to us
developed the concept of doubling. Doubling revived
Backgammon and led to a worldwide Backgammon renais-
sance that continues today.
The word Backgammeon, incidentally, comes from the
Middle English gamen, meaning “game.” 1t's thought that
Hoyle® Table Games 9




the name derives from the pieces occasionally having to go
and reenter the board. In Scotland, the game is called
Gammon; in Spain, Tablas Reales (The Royal Tables): and in
ltaly, Tavole Reale (ditto). In France, the name is Trictrac
and in Germany, Puff, though how these names strayed so
far from the Roman Tabula is not clear,

How the Game is Played

Backgammon is played by two players on a special board with
15 pieces to a side. The pieces making up each side are called
stones. Though they may be of any color, the darker-colored pieces
are called Black while the lighter ones are called White.

The board is divided into two halves, or tables, by a partition
running down the center. This is called the bar. The outer table is
on your left, the inner table is on your right. In each table there are
six points {long, thin triangles) belonging to each player.

The pieces move according to your throw of the two dice. The
players roll the dice to see who goes first, with the higher roll win-
ning. (If the numbers are the same, you just roll again.) The player
with the higher number uses that [or his first turn. From then on
turns alternate, and you always throw the dice to begin your turn.

The object of the game seems odd at first: You win by being
the first player to transport all of your stones off the board! To do
that you must first get all of your stones into your inner, or home,
table. Once they're all safely home, you can proceed to move them
off the board. Pieces move from point to point.

Like a Rolling Stone

After you've thrown the dice to begin your turn, you can apply
both numbers to one stone or each number separately to two
stones. If, for example, you throw a 5 and a 4, you can move one
piece a distance of nine points, or you can move one piece five and
a second piece four. If you throw doubles, say a 3 and a 3, you play
that number four times rather than twice: you can move one piece

10 Backgammon

|2 points, or one piece nine points and one piece three, or two
pleces six points each, or four pieces three points each.

A stone cannot land on a point occupied by two or more of
your opponent’s stones. You are not allowed to make that move,
¢ven if you have only one piece left and there is no other move you
can make, A point occupied by two more stones is an indestructible
[ortress; that point is said to be closed or made. However, though
you can’t share a point with enemy pieces, you can jump over
them.

Any number of pieces of the same color can rest on one point.
Il necessary they are piled on top of each other. This keeps one
side’s pieces from encroaching on the other sidek.

Moves are always compulsory, even when its in your best inter-
est to stand still. If you can only use one of the two numbers you
rolled, then you must do so. You must always try to use the higher
number.

A single stone resting on a point is a target. It called a blot,
and when you land directly on an enemy hlot it’s called a hit. The
stone is then retired to the bar. The stone must be entered and
become a stone again before you can move any of your other
pieces. Plus, the lonely stone must enter the enemy’s home table on
an open point. For example, if you roll a 5-2, and if peints 5 and 2
in your opponents home table are open, you can choose either one
and place your blot there. Il you placed it on point 3, you can now
move il lwo points.

Il one of those points is occupied by a single stone of your
opponent’s, you can hit it and send 1t to the bar. If none of the
points are open. if your enemy’s stones have crowded all available
space, you are shut out, and you don't even get to throw the dice.
Your blot remains on the bar, and you can’t move any other. Your
lurn is over,

When you've collected all of your stones in your home table,
you can bear off: that is, remove all your stones from the game, in
the order determined by the dice. If the number you rolled is high-

Hoyle® Table Games 11



er than the number of points you have yel to travel, you simply
bear off the piece thats farthest away.

If you're hit after you've started to bear off, your stone goes to
the bar. You must enter it and bring it around to your home table
before you can go back Lo bearing off.

The game ends when either player bears off his or her last
stone. If the loser has borne off at least one stone, and if ke or she
has nothing left in the winner’s inner table, then the loser has lost
just one game. But if he or she has not borne off at least one stone,
the loss counts double. This is called a gammon. If the loser has a
stone on the bar or a stone left in the winner’s inner table, and has
not borne off a stone, the loss counts triple. This is called a
backgammon.

Doubling

You can really ratchet up the stakes by using a tactic called doui-
bling. Either player may make the first double of the game. You sim-
ply declare your intention to double before rolling the dice,
Therealter, the right to double alternates. When one player chooses
to double, the other must decide whether to play en for a double
game, or resign right there and lose the current value ol the game.
You'll need a doubling cube for this; basically, its a single die with
some very high numbers on it. The double for gammon and triple
for backgammon both apply to the final score; this is in addition to
whatever voluntary doubles have been made.
Strategies for Backgammon

If you're new to Backgammon, endeavor 1o play a safe game.
Here are a few rules of thumb:

1. Do your best to make points (block off points with two
stones) and avoid blots.

2. Try not to put more than four stones on a single point.

3. Move your backmen (your last two stones) early in the
game.

12 Backgammon

T ——

iy making points, you will hamper your opponents progress.
I'or example, take a look at Fig. 1. Il white rolls a 1, 3, 4, 6 (or any
combination) black’s closed points will have white’s backmen
hlocked out of several possible moves. White may be forced into a
[ioor move, leaving pieces vulnerable to attack.

Also, by making points you will avoid blots, thus reducing
your opponents opportunities to land on your stones and retire
them to the bar.

Fig. 1: Making Points

Adding a third stone to a point is very useful, and can be used
Lo make additional points on subsequent turns. However, you
should avoid placing more than four stones on a single point
because it reduces your options when moving,

Moving your backmer as soon as possible helps prevent them
from being trapped by your opponent. who may attempt to bottle
them up in their starting position by forming a prime (as discussed
below).

Hoyle® Table Games 13



Advanced Strategies for Backgammon

Fig. 2 shows how the points in backgammeon are numbered.

White's outer table ~ White's inner table
7 ;

Black’s outer table  Black’s inner table

Fig. 2: Board Notation

As an example, a white or black stone located on black’s inner
table, 5th position from the right, would be said to occupy position
B-3, also called biacks 5-point. This numbering will help us to
describe some of the strategic positions.

A key backgammon concept is the direct hit, which refers to
any blot that can be reached by your opponent in six points or less.
Statistically, a stone is more likely to be hit at six points distance
than at any other specific distance. (All blots from one to five points
distance also have a high probability of being hit. The odds
decrease sharply at distances over six.) The obvious point here is
that you want to avoid making your stenes into direct hits and,
thus, easy prey for your opponent!

The high probability of stones moving six points or fewer also
helps define good board position. In the beginning of the game, the
golden point (B-5 is black’s golden point, W-5 is white’s) is a key
position (Fig. 3); so is the bar point (B-7 for black, W-7 for white).
Why are the these points ol strategic interest? Again, this has to do
with dice probabilities: Holding the golden point and/or bar peints
makes it difficult [or the backmen (and retired pieces) to leave the
inner table.

14 Backgammon

W-7 Bar point  W-5 Golden point

B-5 Golden point

Fig. 3: The Golden Point and Bar Point

B-7 Bar point

You can contain your opponents backmen (and stones that are
tetired to the bar) by forming a prime. A prime consists of a row of
slx consecutive blocked points as shown in Fig. 4. A prime is
Impassable. If you can block enemy stones behind it, you can
advance your stones while your opponent (who is likely to be very
[rustrated!) gets bogged down, perhaps even immobilized.

Prime

Fig. 4: A Prime

Il you're unable get six in a row, don't despair. Getting lour or
five blocked points in a row (informally known as a four-prime and
i five-prime)} may slow down your opponent’s progress signilicantly,
even though its not impassable.

A stone you bring up behind your other points is termed a
builder. This piece is often instrumental in making a new point. Fig.
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5 shows a builder in position B11. This builder can probably be .

used te make a point for black. Although you need builders, con- BATTLING SHIPS
sider the enemy threat before making one. Check to see if your
builder is also a dluELt h1t

Fig. 5: A Builder

Another common ploy used by experienced backgammon play-
ers is to establish an anchor. An anchor is a point made in your
opponents inner table (Fig. 6). Although this (lies in the face of the
usual strategy of moving your backmen, creating an anchor makes How the Game Evolved
it harder for your opponent to expand a [four-prime and [ive-prime.
If you're able to make multiple points, it will be difficult for your
oppanent to bear off. If you've had a few pieces retired to the bar,
consider using them to create anchors.
Anchor—‘,

Battling Ships is also known under its trademarked name,
BallleshlpTM. (In the British Isles, its called Battleships or Salvo.)
How Battling Ships came to be is yet another mystery for games
scholars. But the way the game is played, and the names involved,
illow us to make a good guess as to when it came to be.

First, consider the British name of Battleships. One would
expect that a naval-warfare simulation would include aireraft carri-
g18, The British launched the first one, in 1918, though the true
potential of these ships wasn't realized until the Second World War.
Glven the emphasis in the name, we can conclude that this game
wis developed while battleships still ruled the waves—before 1936,

Second, consider the other British name, Salvo. In Battling Ships,
- you fire up to six shots [rom your fleet’s guns at Lzugcl% you can't see
Flg & Anshniior (perhaps because they're supposed to be at extreme long range). In:
the days of sail, warships had o get quite close to their opponents for

16 Backgaminon Hoyle® Table Games 17



their short-range volleys of cannonballs to have any effect. These vol-
leys were called broadsides, not salvos. Given the emphasis in this
name, we can conclude that Battling Ships was developed alter sail
and wood had been replaced by steam and iron. The American Civil
War saw the [irst use of steam-powered iron vessels, called ironclads,
so the decade of the 1860s must be the earliest date this game
could've been developed.

The word battleship, though it was [irst recorded in 1794, was
not applied to the big hulking monsters of the world’s navies until
well after the ironclad era. In fact, nobody used “battleship” much
at all in the 1800s. Even when, in 1869, the Brilish launched the
first oceangoing, iron-hulled warship—the [irst true battleship—it
was referred to as an armored frigate.

But, in 1906, the British sent the HMS Dreadnought to sea.
They weren' fooling around this time. The Dreadnought carried the
biggest guns of its era and didnt bother with any of the small stuff.
The launch of the Dreadnought touched off a race among the world
powers for naval supremacy and brought the battleship into the
publics imagination and everyday speech. Therelore, since no one
has been able to determine an exact birthdate for Battling Ships,
Hoyle Table Games takes the bold step of declaring that date to be
1906 (or, at the earliest, the decade of the 1890s).

How the Game is Played

Battling Ships is a game for two people played on two 10x10
grids. They are the oceans on which your fleets will fight their bat-
tles.

Each side has a fleet consisting ol an aircraft carrier (five
squares long), a battleship (four squares), a destroyer and a subma-
rine (three squares each), and a PT boat (two squares). You place
these on your grid, out of sight of your opponent.

Each player can fire a salvo of up to six shots per turn. You
choose the squares your missiles will strike. Hits and misses will be
reported to you so you can plan your firing patterns.

18 Battling Ships

e

A ship is sunk when every one of its squares has been hit. Play
Lortinues then in one of two ways: You can choose to have your
brrage reduced by one shot for every ship you lose, or choose to
plity with the same number of shots you started with. The first
liyer to sink all of the enemy’ ships is the winner.

Strategies for Battling Ships
The winner in Battling Ships is usually determined by well-
iimed missile fire and a bit of luck. Playing good defense (which
YU can only do before the game starts, during the placement
“phiase) is also a factor, although it’s not as important. The main
Point in defense is that you should avoid placing ships on adjacent
Wi squares, as is shown in Fig. 1. Why? When a ship is hit, your
~pponent will try to sink it. Under this barrage of enemy fire, any
‘Wllier acjacent ships are likely to be hit as well.

| —— ]

Fig. 1: Poor Placement of Ships

When searching [or ships, it is better to spread out your attack.
L losely-packed missile fire will not cover the board as quickly as a
“Wider spread.
Once you have found a ship, your next best strategy depends
\pon what you have chosen in the game setup options. If you're
inying the default setup, where the number of shots a player has
each round is based on the number of his or her remaining
Mhiips, you should try to sink the opponent’s ship immediately, since
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it will reduce enemy salvos by one shot each turn (two for the air-
craft carrier!}.

If you're playing with a live opponent, in either head-to-head
or Internet play, don't dismiss the psychological factor. Your oppo-
nent may have consciously or unconsciously formed some pattern
while placing ships. If such a pattern exists, linding a few ships
may help you to guess the whereabouts of others.

Advanced Strategies for Battling Ships

Efficient search patterns can be devised based on the size of the
ship you're aiming for. The PT boat is the hardest to find. Fig. 2
shows a traditional zig-zag pattern of missile fire that is designed to
elliciently locate every ship in a given area (including the PT boat).
A A
Al ]a

A A
A A

l

Fig. 2: Traditional Zig-Zag Attack

The idea here is to eliminate as many “hiding places” {or ships
as possible, without having to fire a missile into every square. (Each
“A” in Fig. 2 represents aimed fire.)

However, this pattern is not necessarily the best. Tt doesn't
cover the board very quickly. If you're playing the variation where
you lose shots when you lose ships, you'll want to find ships as
quickly as possible. In this situation, consider alternative methods
of finding ships, and consider which ship(s) you want 1o find first.

After an initial hit, how should you go about dispatching the
metal hulk to Davey Jones” Locker? One way is the “fast and ugly”
method. Suppose you've just scored a single hit on your opponent
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Wil you have four shots in your salvo. The quickest means of detet-
Hiliing the exact location of the ship is to direct all four shots
soind the initial hit (Fig. 3). This will produce a hit/miss ratio of
11 (iwo hits, two misses) or 1:3 (one hit, three misses). Considering
you've already found the ship, the prospect of wasting three

(8 1s unappealing, il not downright ugly. (The H in Fig. 3 repre-
BONLS & hic)

»
= o}
>

Fig. 3: Sinking a Ship
To improve your accuracy, you may want to divide up your
Mllack over several turns; for example, instead of directing four shots
itound the initial hit, direct one, two, or three shots (Fig. 4). On
iverage, this will result in fewer wasted missiles. (But, pause to
Weigh your options; balance the need to use your shots wisely
ipgainst the need to sink the ship as quickly as possible.)

Fig. 4: Sinking a Ship Efficiently
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Move & o on the iack
wight spaces focwiad

What Is Bump “em?

Bump ‘em is a competitive racing table game created by the
Hoyle team at Sierra Entertainment. Two to four players can play.
Bump ‘em is played by drawing tickets and moving your cars on
the track according to the instructions on the tickets.

Some move tickets let you move cars onto the track; some let
you move your cars forward or backward on the track a certain
number of spaces. Others let you switch positions with other play-
ers’ cars or bump their cars back to their pit row.

How the Game is Played

On your turn, click the Push For Ticket button to get a move
ticket. To move a car onto the track, you must draw one of three
tickets:

I ticket or 12 ticket: Either of these tickets lets you move a

car [rom your pit row to your start space.

22 Bump ‘em

Il your start space is already occupied by
one of your cars, you will not be able to
move a car out of pit row.

‘ mp 'em! ticket: This ticket lets you move a car from your
pit row onto a space on the track occu-
pied by another player’s car, and send
that car back to pit row. (You can only
use this ticket if another player has a car

on the track.)
' Once you have a car on the track, you can move it as indicated
ul the tickets you draw. To move a car, click on the car you want to
Move, and then click on the space you want to move it to.
" To win the game, try to be the first player to move all of your
Lirs into your finish area (the last space in your home stretch). Cars
st land exactly in the finish area to finish.

See “Bump 'em Tickets” for information on move tickets.

Rules for Moving

You cannot land on a space occupied by one of your own cars
Uinless that car is on a turbo space.

If you land on a space occupied by another players car, that car
1§ bumped back to the owner’s pit row. (Cars of different players
can pass each other without incident; only landing your car on a
tpace occupied by another car will bump that car.)

When one of your cars reaches the home stretch of your color,
Il moves into the home stretch instead of moving forward. Cars in
the home stretch are safe from being bumped or swapped by other
LHTS.

If nene of your cars can legally move as instructed on your
{lcket (for instance, if you get a Bump ‘em ticket but have no cars
i your pit row), you cannot use that ticket.

If you only have one move available, you must take it, even if it
Imeans a negative result for you (like moving backward out ol your
liome stretch).
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If you move a car backward past your home stretch, you can take another move ticket.*
then move it into your finish area without going all the way around

- ; Meve a car on the track four spaces [orward.
the board. This is a guick way to get a car home! 3

. Move a car on the track five spaces forward.
Special Spaces on the Board

There are two types ol special spaces on the board: oil slicks
and turbo spaces. Turbo spaces can be turned off in the game
options.

Move a car on the track six spaces forward or nine
spaces backward.

Move a car on the track seven spaces forward, or
switch one of your cars with another players car (if
possible®*).

Oil Slick

1f you land on an oil slick of another players
color, you slide forward six spaces and
bump any cars in your way (other players’
cars, or your own!) back to their pit row
(Landing on an oil slick of your own color
does nothing.)

Move a car on the track eight spaces forward or split
the move between two cars.

Move a car on the track nine spaces forward or six
spaces backward.

Move a car on the track ten spaces forward.

Move a car on the track eleven spaces forward, or one
Turbo Space space backward.
If your car is on a turbo space, and a car
lands on that space (your own car, cr anoth-
er player’s), your car is sent zooming ahead
to the next turbo space, or into the finish

area if the car reaches its home stretch.

Move a car from your pit row Lo your start space, or
move a car on the track twelve spaces forward.

Move a car from your pit row onto a space with
ancther player’s car, and send that car back to pit row!
* You get an extra ticket even if you can’'t move.

7 E 7 5 f s i VAR
Bump em Tickets Both cars must be on the main track (not pit row or the

The tickets in Bump ‘em are described below. You can only
move your ewn cars, unless specifically indicated below.

home stretch).

Ticket Description

1 Mave a car from your pit row Lo your start space, or
mave a car on the track one space orward.

Move a car on the track two spaces forward.

Move a car on the track three spaces lorward and then
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Strategies for Bump ‘em

Move cars backward past your home stretch whenever possi-
ble; this is the quickest way to get your cars home and the safest, as
your cars are only on the track a short time.

When using the Bump "em ticket, il you have a choice of play-
ers to bump, try not to simply take revenge on the player who last
bumped vou—bump the car that's closest to its [inish area, or the
car ol the player with the most cars in his or her finish area.
Winning is always the best revenge.

I you have a car within twelve spaces ol your {inish area and
draw a 12 ticket, you may want to use the 12 to move your car into
your home stretch instead of moving another car off pit row; once
cars are in the home stretch, they are safe from bumping and swap-

ping (although you may still be required to move them backward, il

you draw an appropriate ticket and have no other move).

Try to keep your cars on turbo spaces as much as possible, as
they are less vulnerable there. You can’t be bumped back to your pit
row when another player’s car lands on that space (in fact, you're
moved ahead in the game!}. (Note however that you can still be
swapped or bumped with a Bump "em ticket.) Also, the longer
your car remains on a turbo space, the more chance there is that
someone will turbe your car.

Whenever vou can, move a car Lo your linish area; this takes it
out of the game. Make this meve before any other. Tf you don't have
a move that puts a car into the finish area, the next best move is to
gel a car into your home stretch.

Try not to leave a car in another players oil slick area (the six
spaces beyond an oil slick}; you are likely to get bumped!

Il you have a choice of cars to back out of the home stretch,
and this is your only move, move the one closest to the finish area.
It will remain closer to the home stretch, and it probably had (ewer
moves available to it anyway.
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low the Game Evolved _
Checkers has always suffered from a hit of an image problem.
5 a medieval offspring of Chess, and it had to grow up in the
hadow of its parent, which was at the time wildly popular. And it
liok several centuries to find the right balance in the rules. Many
pieople look upon Checkers as that game you play until you're
eady to learn Chess, but this attitude is mistaken. Checkers is a
ime with its own depths and complexities. A supercomputer
hrought down the human champion in Chess (1BMs Deep Blue,
97); it took a supercomputer just to earn a tie with the human
'ﬁhampion in Checkers (the University of Albertas Chinook, 1994).
The French Mix and Match
Checkers is almost certainly a French invention ol about the
12th century. It’s a mixture of an old Moorish game, Alquerque

{pronounced like the city of Albuquerque, minus the third and
[purth letters), and Chess. Alquerque is the Spanish corruption of
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the Arabic el-quirkat. The game was first mentioned in print in a
Moorish book published in the 10th century, but its history goes
much farther back. One of the ancient temples of Fgypt has an
Alquerque board engraved in its rool. (Since we know the ancient
Egyptians didnt float in midair, we can assume that this board was
meant as a decoration. The Egyptians must have loved their games
to have used them in this fashion.)

Alquerque gave Checkers the 12-man army and the capture-
by-jumping concept. Alquerque is played on a latticed board, but
the pieces occupy the intersections of the lines rather than the
insides of the squares formed by the lines.

Chess provided the concept of the checkered board (a
Furopean innovation). When the French combined Chess and
Alquerque, the Alquerque men moved off the intersections and
occupied the Chess squares. Now all the new game needed was a
name. surprisingly, that too came [rom Chess.

When Chess came to Europe, it had no queen; instead, a piece
called the fers (a Persian word meaning “counselor”) stood beside the
King. Because the pieces in Checkers moved like the Fers in Chess,
the game was called Ferses, and the pieces, rather than the 12 flat
disks we're familiar with, were 12 Ferses pilfered from Chess sets.

By the year 1500, the Europeans had replaced the Fers in
Chess with the queen—in French, the dame. The queen also
knocked the Fers off the checkerboard. (So now the French were
using 12 queens per army—and when a queen reached the last
rank, it underwent a sex change and became a King. Interesting.)
For the next 200 years the French referred to Checkers as Dames, a
name that followed the game as it spread across the continent, from
Tarkey (Dama) to Scotland (where it is still referred to as Dams). In
England, however, the game was called Draughts (pronounced
Drafts), a Middle English word referring to a move made by the
queen in Chess. Draughts is the name the English have continued
to use; the pieces are the draughtsmen and the board is the
draughtshoard.
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' Word Checkers Enters the Language

Ihe name Draughts never caught on in several rural, out-of-
pockets of England. People there referred to the game as
tkers, after the checkered board on which the game was played.
y of the Pilgrims who set up shop in Massachusetts in the

08 came from those areas where Draughts was known as

tkers. They not only brought the game with them when they
Jie over on the Mayflower, they brought the name, too. Checkers
ad outward {rom Massachusetts (many New [ngland [ndian
adopted the game), and wherever English was spoken,

tkers was the name.

heckers Catches On (Slowly)

The indefatigable H.J.R. Murray dug deep into medieval
lropean literature to document the spread of Checkers. In his
[Itory of Board Games Other Than Chess, he reports finding only

g mentions of the game in the years 1200 to 1500. Four are
Jench; one is English. (The English reference is from a poem by
hatcer, who cleverly plays up the confusion that might result in
ynversation il one person is talking about Chess and the other
heckers and neither knows it.)

~ In this period too the Church was busy banning every new

fime that popped up in Christendom, including Chess and almost
Il card and dice games. But Murray could find no such injunction
leveled against Checkers. “It is difficult to resist the conclusion that
the game cannot have been very widely known before 1500," he
Writes—certainly not outside of France, England, and perhaps

Something happened to Checkers in those years leading up to
Ihe 16th century, something that made the game much more attrac-
lve. Up until then, there were two ways to play Checkers: a) you
ould choose not to capture an enemy piece when the opportunity
{ime, or k) you were compelled to capture. Compulsory captures is
what makes Checkers so interesting, and by the opening of the 16th
ventury this form of play was dominant. (Odd rules from various cor-
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ners of Europe, such as checkermen not being allowed to capture
Kings, had also been ditched.) Checkers then spread eastward, first
into laly (where we have a report dated 1527) and elsewhere in
Europe after 1550.

The Scots Take Center-Stage

The first work in English to focus on Checkers in a serious man-
nerappeared in 1756 (William Payne’s Introduction to the Game of
Draughts). From here the Scots took over the game, and, in the fol-

lowing hundred years, greatly expanded our knowledge of its possi-

bilities. The Scottish influence is still seen in the names of some of
the more popular opening systems, which bear the names of
Scottish towns (Dundee, Fainburgh, Glasgow) and more fancitul
notions (the Will-o-the-Wisp, the Laird & Lady, and the Ayrshire
Lassie).

Given the stormy relations between England and Scotland in
the years leading up to their unification, it's believed that the Scots
learned the game of Checkers not from the hated English but from
the Dutch (in whese armies many Scots fought in the 17th centu-
ry). The Scottish Dam is certainly closer to the Dutch Damen and
the French Dames than the English Draughis.

Checkers in the Modern Era

© Those of us who don't play in Checkers tournaments usually
begin a game by just beginning. Whatever we like to play, we play
This style is called Go-As-You-Please, and on the professional level it
results in numerous draws, due to the great knowledge these play-
ers bring to the game. The first world championship, held in 1847
(between two Scotsmen, of course), was a Go-As-You-Please affair.
In the 1890s, the Two-Move Restriction was introduced, in which
the [irst two moves of a game were chosen by lot from certain pre-
approved combinations.

The Two-Maeve Restriction eliminated many draws, though not

enough. The Three-Move Restriction was introduced at the 1934
world championship (between two Americans). The participants
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-moves by lot from a list of officially sanctioned “three-move
Bhings.” This system is still used today (though there also a sep-
(¢ tournament track for Go-As-You-Please games). A third sys-
i, In which one man from each army is removed by lot before
¢ [lrst move, is less popular. (Hoyles Checkers is solely Go-As-
l-Please.)

1 Odd Sociological Footnote

‘We all know the stereotype of Chess masters: they eventually
) Insane. Checkers masters keep their marbles, so to speak, but
by seem to die tragically. Some examples:

The first American world champion, Robert Yates, tock the
town from the Scots in 1874. He died not long alter in an accident
['sea. He was 24.

The 1902 world champion, Scotland’s Richard Jordan, was
illled in a train accident.

In 1927, the United States walloped Great Britain in the
Second International Checkers Match (Great Britain had done the
ume Lo the US in the [irst match, played in 1905). Sam Gonotsky,
op scorer for the US team, died a few years later. He was in his
lWenties.

In 1949 Willie Ryan tied defending champ Walter Hellman
(both Americans). Ryan wasn't particularly young at the time, but
hie died not long alter, just weeks before he was scheduled to play
Hellman in a rematch.

In 1951, Hellman defeated Maurice Chamblee (American) in a

How the Game is Played

Checkers is played by two people on the same checkered board
hat is used for Chess, but there all similarities end. The pieces that
make up your army are also called checkers {or simply men), and
pich army has 12 of them. The checkers ol each army are the same
tolor. Whichever colors are used, the side with the darker pieces is

1
1
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called Black, and the side with the lighter pieces is called White
(they're usually red).

The board is placed so that each player has a light-colored
square in the corner on the right. The pieces move only on the
dark-colored squares.

To begin a game, set your pieces up on the 12 dark squares of
the first 3 rows of the board. Your apponent does the same.

By tradition, Black moves first. Moves alternate after that. You
lose the game if your turn comes and you can’t make any moves.
This usually occurs because all of your pieces have heen captured,
but sometimes its because the ones you have left have been immo-
bilized by your opponent. Il neither you nor your opponent has
enough of an advantage to win, you can agree to a draw.

The pieces move one square at a lime, always [orward and
always diagonally to an adjacent dark square. The exception to the

one-square-at-a-time rule is when you are capturing, or jumping, an
enemy piece. You can jump if your piece occupies a square adjacent

to the enemy, and if there is an empty square on the other side of
the enemy That empty square is the one your piece will jump to.
The enemy piece is then removed from the board.

Capturing is compulsory. (1L is possible Lo change this selling
so that capturing is optional.) If the opportunity to capture comes
up, you must take it. If you have the option of capturing a piece in
either of two directions, you can choose which one to grab.

1f, alter capturing an opponent’s piece, you find yourself next
to another and the square beyond that one is empty, you can cap-
ture that second piece, too. And so on, You can change direction in
these multiple captures, so long as you keep moving [orward,
King Me

The row of squares farthest from each player is that players
king row. On reaching the king row, your piece is crowned and
becomes a king. Now it can move backward as well as forward. (If
by jumping aver one or more of your opponents pieces you land
on the king row, your new king can’t continue jumping in the same
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*e\'en if the opportunity is right there. The act of being
wied requires that the new king end its turn on the king row.)

rategies for Checkers

In Checkers, the overzll goal is to keep the balance of power in
U favor, which means having more pieces than your opponent. Of
lise, having six badly positioned men while your opponent has

i well-placed kings is not an advantageous situation. But on the
liole if you can keep your piece count up, you will tend to win.

To get ahead in piece count, you will need to balance offense
delense. If you have a chance to geta king early in the e game

- A more reliable strategy for the beginner is to concentrate on
efense, trying to avoid positions where you are forced to lose pieces.
Or the most part, this means keeping your pieces backed up.
Backing up your pieces means guarding their rear flanks. Look
I Fig. 1 to see how the front line of white pieces is protected by
he pieces behind them. At the moment, the front pieces are invul-
ierable to the enemy.

To keep your pieces backed up you often have to move the
Jick-up piece into place first, and then move the front line piece
lito position in front of it (since if you did it the other way around
the front-line piece would be vulnerable for one turn).

Fig. 1 also shows that white has moved only one piece from
.i; back wall {the very back row of checkers). Keeping pieces on

e back wall until you have a good reason to move them is a good
fensive strategy since those pieces cannot be jumped where they
d.

By keeping your pieces sale, you can try to force your oppo-
ient inte making a bad move: a move that results in you making a
ipture with your opponent unable 1o reciprocate.
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If you can wear your opponent down in this way, you will be
the first to get a king, and then you can go on an offensive attack.

ey Fig. 2: A Forced Jump

- Experiment with compulsory capture to see how you can make it
Fig. 1: Backing Up Your Pieces '

to your advantage.

Advanced Strategies for Checkers

Compulsory capture is of the utmost importance in Checkers.
It can be used to improve position, obtain double jumps, and sack
kings. The computer will use it to your detriment whenever possi-
ble (especially to capture a king by sacrificing a regular piece). It
can be very difficult to predict when you're being set up for a disas-
trous forced jump, because it requires you to look ahead a couple
of moves.

Fig. 2 depicts a situation in which black may be feeling pretty
comfortable. However, if black isn't careful, red will advance his
piece on the right (shown by the arrow) and lorce a jump (Fig. 3).
Red will then execute a double-jump.

Fig. 3: Result of the Forced Jump

Another important tactic in Checkers is trading pieces. This is

en one compulsory capture leads to another compulsory capture

return. Some reasons to consider trading pieces are:

1. To prevent a piece [rom being kinged.

2. To simplify the game. This is especially effective il your
opporient is more experienced at Checkers. A simpler
board setup will be easier for you to read.
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3. To strengthen your advantage (if you're ahead). A one
piece advantage is more significant if there are only a few
pieces left on the board.

A fourth reason to trace pieces may come up after a stall.
Sometimes in Checkers both players end up stalling (taking incon-
sequential moves to avoid losing a piece). If this happens, count the
turns that are left before one of you is forced into making a bad
mave. If you find that the count favors your opponent, try to
change up the board position by trading pieces instead.

Take a look at the board in Fig. 4. Often near the end of the
game, one or several chases will occur. Here, white is chasing black,
Because play occurs only on the dark squares of the board, two ol
the four corner squares cannot be entered. These corners make bet-
ter refuge than the others, because it’s harder for a piece to get
pinned down. Black is heading in the salest direction.

Fig. 4: Flight to Corners
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low the Game Evolved
The game of Chess is a lake, in which a mosquito can bathe and an
¢phant can drown. —Indian proverb

Archaeologists have more than once dug up game pieces that
lild be chessmen. Some of these items have been judged to be
Busands of years old. Did Roman senators, Greek philosophers,
‘even Egyptian pharaohs play some primitive form of Chess? Was
ss played by the waters of Babylon and in the courtyards of Ur?
n the available evidence (or rather, the lack of almost any evi- -

irable The Batsford Chess Encyclopedia, sums up the prevailing
W: “It seems unlikely that Chess existed long before the year 600

»

imne,
The oldest Chess picces that everyone agrees are Chess pieces
ile from about the year 600. That’s also the approximate date of
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the earliest reference to Chess in world literature. The writer is
Persian, and in his text he mentions a game similar to ours that has
been obtained through trade with India: Chaturanga. If you allow a
few decades for a new pastime to soak so far into a culture that
people begin to write about it, and for that pastime to travel to
Persia, we can guess that Chess was invented in India in the 6th
century AD.

War By Other Means

Chaturanga is a Sanskrit word meaning quadripartite, or divid-
ed into four parts. The Indian army of that time was also called
Chaturanga, and had four divisions: elephants, cavalry, chariots,
and infantry. This suggests two theories to explain how Chess came
to be:

¢ss, the Slow-Motion Game
‘Chaturanga was a four-player game. Each player had eight
s four pawns, a boat or chariot (our rook), a horse (our
iht), an elephant (our bishop), and a king. The moves were
ined by rolling red, green, yellow, and black dice. (We don't
know how a set of dice determined moves on a chesshoard,
) how-to guides survive from that era.) The elephant could
¢ only two squares on a diagonal, though it could jump over
piece in its path. The pawn didn't have the option of moving
) squares on its initial move and, on reaching the eighth rank,
ildn't be promoted to anything of importance. Castling didn't
8t. There were no queens, with their explosive power to change
' course of a game in a single move. The rook, knight, and king
pved as they do today. Try conducting a game with these rules. Be
¢ to set aside lots of time!
You'll have to make your own chessboard, too. The ancients
il a 64-square board, but none of the squares were colored.
hat was a Eurepean invention.)

hess Hits the Road

The four-player version disappeared almost as soon as Chess

lt India. The Persians played only the two-person variety. Each
lilyer now had a 10-man army, as we do today, but the pieces were
Wil as limited as described above, even the new “counselor” piece,
liich stood beside the king. (Its possible that the kings from the
v discarded armies ol the Indian game became counselors in the
f1sian.) The counselor could only move ane square diagonally,
litkking it hardly more powerlul than a pawn. Two-player Chess

5 every bit as slow as lour-player.

The Persian game could be played with or without dice. The

¢ of dice didn't stop for at least another hall a dozen centuries.

¢ last mention of dice appears in a European literary work of the
th century, in which a gentleman asks the object of his affections,
iy, which game will you play? Will you have it with moves or

1 dice?”

1. Chess was a substitute for war, or a bloodless training
ground for war.

2. Chess was a way to recreate real life in miniature, as we do =
today when we play table games that let us buy and sell
fake property with fake money, for example.

The moves in Chaturanga were determined by rolling dice.
This suggests one more creation theory: that this ancient form of
Chess was a way of foretelling the [uture, or of obtaining messages
from gods. David Hooper and Kenneth Whyld, in their Oxford
Companion to Chess, offer this scenario:

“By controlling the [all of objects on to a divination hoard
the gods could communicate with men. At a later stage dice
were added to determine the moves of the pieces and fur-
ther reveal the celestial mind. Then somecne was sacrile-
gious enough to convert this process to a game, perhaps
eliminating the dice. The person who secularized the reli-
gious process has, perhaps, the best claim to be the ‘inven-
tor' of Chess.”
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The westward dispersal of Chess accelerated in the 7th centuty
when the rapidly expanding Arab empire overran Persia. In the
next four centuries, the Arabs produced the best players in the
world. The names of some of these champions, and even much ol
their writings and many of the endgame problems they composed,
are still known to us today,

Chess also ventured eastward, and as it traveled through Asia it
evolved in far different directions from the game Westerners know. I
Chinese Chess, for example, pieces are placed not within squares bul
on the intersections of the lines. A river divides the 9-square by 10-
square hoard; each player has a fortress Lo shelter in; some pieces can
leave the fertress, some can't cross the river; some of the pieces resem
ble ours, but there are no queens. Checkmate is still the aim.

Japanese Chess, commonly called Shogi in English-speaking
countries, came o Japan from China by way of Korea. Shogi is
played on a 9x9 board. The pieces are set up on three rows instead |
of our two. As in Chinese Chess, there are no queens. The more
recognizable units (to Westerners) are the kings—but each player
has three of them. Even with three kings, the object of the game is
still checkmate. Most notable divergence from the Western game:
captured pieces change sides!

‘The Royal Game’ Earns Its Nickname

- Chess took several paths into Furope. The Arabs invaded the
Iberian Peninsula (where the kingdoms of Spain and Portugal
would one day rise) and the island of Sicily in the 8th century and
naturally brought Chess along with them. The rising Italian city-
states, the nucleus for what would one day become ltaly, were
building economic empires in the Mediterranean; traders from
Venice and Genoa soon discovered Chess. No doubt at least a few
Crusaders learned Chess while hacking their way through the Holy
Land. Chess entered Central Europe through the Balkans and
invaded Russia through Central Asian trade routes. Even the
Vikings learned Chess and helped to spread it through the more

11 lands. By the year 1000, Chess was well-known through-
iope (though there was no common set of rules),

i the Islamic countries, people of all social classes played

I the European countries, at least in the Middle Ages,

was a game of the nobility (hence “The Royal Game™).

g knights were instructed in Chess as well as in how to
slay dragons, and court ladies. In Furope as in Arabia,

1l were encouraged to play, and in fact Chess was often

ed to as a “game for lovers.” In the Camelot stories, Lancelot
'. inevere played Chess.

It Ihough the Church occasionally tried to ban Chess (the dice
1 was particularly troubling), the game attracted many follow-
yithin religious orders, where it was often seen as a parable of
l and evil. “The man who surrenders to sinful thoughts will
1ys be held in check by the Devil and will lose his soul to mate
(does not know how to protect himself,” wrote one theologian

300.

¢ European Makeover

The period 1400-1600, the ebbing of the medieval era and the
wering of the Renaissance, was the incubator of modern Chess.
The Europeans gave the king a queen, complete with all the
vers she enjoys today. They also gave the bishop its diagonal
ngth and the pawn the choice of opening with a one- or two-
pve step. The Europeans invented castling and the concept of
lomoting” a pawn to a queen Lo “reward” it for successfully com-
Bling its journey across the battlefield. Suddenly Chess was con-
Jerably faster, and the pieces packed more of a punch!

‘We would be right at home on a chessboard in this time peri-
. FFor ore thing, we could play on a checkered board. Dice and
iess had at last parted company, so we could be sure that any

e we played would be a true contest of skill. We could expect
ttyone to be playing by the same rules.

~ We could even consult a Chess baok for advice. The earlies:
typeset Chess book appeared within 50 years of the inven-
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tion of the printing press (late 1500s). The author devoted a num-
ber of pages to the old style of play, with its less-powerful and
decidedly slower pieces, but this was the last work to do so. The
history of the game we call Chess now centers around develop-
ments in Europe and the Americas.

g Global
| the 1800s, the clubs of the previous century reached out to
ther through the new postal services. One of the earliest and
lilmous correspondence matches was the four-year battle
n the Edinburgh and London clubs (1824-28). The distance
s traveled was about 400 miles, and each letter took three
arrive, Edinburgh won the match but Chess won a much
ctory, as the newspapers covered the games and exposed a
teadership to some very exciting play. In the 1830s, clubs in
[Nl countries began to correspond.
Ilie greatest players of each era had traveled (o other countries
ssted themselves against the competition there, and fledgling
llzations had put rogether an occasional tournament of champi-
jut in the 19th century these activities became systematized
tommonplace. In 1834, the Frenchman Louis Bourdonnais bur-
tl the honor of France by defeating the British champion,
nder McDonnell; the British exacted revenge in 1843 when
pilrd Staunton trounced the French champion, Pierre Saint-
.. The first international tournament soon followed (Londor,

) . In 1872 lhe Geran master Withelm Qtemn;, navmg defeat-

Liberty, Equality, Fraternity, and Chess

In the Western world, the 1700s were the years of the commao
people, in Chess as well as in politics. Among the upper classes,
gambling replaced Chess as the amusement of choice, but Chess
had already filtered down to the everyday man (though women stil
played, Chess was beginning to be considered a “man’s” game).

The 18th century gave us revolutions, the first stirrings of the
Industrial Revolution, and the concept of the Chess club: a gather-
ing, whether in a coffechouse, a tavern, or a room, with no other
purpose but Chess. In the great cities of Europe, entrepreneurs
established Chess places (often called resorts or divans) whose repus
tations still endure. The first Chess professionals appeared. Rather
than relying on one wealthy patron for their daily bread, these
hardy souls played Chess for money at the new coffeehouses, gave
lessons, and wrote books. (It was in this century that the flood of
Chess books began, which today form the largest body of writings
QUL dry gaire ever lnvented.)

Benjamin Franklin, who seems to be responsible for so many
firsts in American history, can also be credited with the first
American writing on Chess: the essay “The Morals of Chess”
(1786). Chess, Franklin wrote, teaches “foresight, by having to plai
ahead; vigilance, by having to keep watch over the whole chess-
board; caution, by having to restrain ourselves from making hasty
moves; and [inally, we learn from Chess the greatest maxim in life,
that even when everything seems to be going badly for us we
should not lose heart but, always hoping for a change for the bettel,
steadfastly continue searching for the solutions to our problems.”

By the end of the 1800s, the laws of Chess had been standard-
| 45 had the shapes of the pieces used in tournament and match
(the Staunton design, named for the design’s principal boost-
Ihere were Chess organizations on the city, state, and national
8, and a system for awarding the coveted title of master to the
players. Chess clocks were being used for all serious games,

h prevented players [rom trying to win by “outsitting” their
nents!
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The Information Revolution

The 20th century has seen four far-reaching developments in
Chess. These are going to make the 21st century an interesting on¢
for Chess players! In no particular order, these are:

44

1. The Computer: The first “Chess-playing machine” appearcd

2. Female Players Entering the Top Levels of Play: Until fairly

. Chess in Schools: The former Soviet Union began the prac-

4. A Global Chess Organization: The Federation Internationale

v the Game is Played

hen you set up the board to play Chess, there should always
k square in the left corner nearest you and a light square in
corner. Remember: “Light on the right.” '

I'he armies are always referved to as White and Black, though

4 pieces are available in many colors. The person commanding
White, or lighter, pieces always moves first. (A player can never
¢ o move, no matter how disastrous his options may bel)
Each army has 16 pieces: one king, one queen, two bishops,
knights, two rooks, and eight pawns.

¢ King

If the king is trapped with no escape possible, the game is lost,
prefore the king is by far the most valuable piece on the board.
wever, as a fighting unit, His Highness is simple and slow. The
ch can move in any direction (horizontally, vertically, or diag-
Ily), but only one square at a time.

(There is one exception to the kings one-square-per-move
tding. See below for an explanation of castling.)

The king can capture an enemy soldier only if that soldier is
Upying a square adjacent to the king. (Capture describes the
oval of a piece during a game. Captures are always optional in
s, except where the survival of the king is concerned—see the
Iions on check and checkmate.) The soldier is removed from the
tice of teaching Chess as part of its standard curriculum—a urd, and the king steps onto the square the soldier had guarded.
practice that has contributed enormously to the iron grip the All of the pieces (except, in one special case, the pawn) capture
Russians have held on world Chess since the end of World femoving the enemy piece from the board and then occupying
‘War II. Now many Western nations are at last following suil. enemy’s square. Once a piece is gone, by the way, its gone: if

Il lose your queen, you won't have the use of a queen for the
winder of the game. (Unless you are able to promote a pawn!

¢ the section on pawns below.)

‘Unlike Checkers, its illegal in Chess to capture more than one
at a time.

in 1769 (there was a little man hidden inside). Two cen-
turies later, computers can play as well as the human cham
pion of the world (as we saw in February 1996, when Gart;
Kasparov had to overcome a first-round defeat to take his
match with Deep Blue, and in the April 1997 return match,
when Deeper Blue psyched out the exasperated Russian).
Computers now act as study aids, research tools, and spar-
ring partners for professional players, as instant and always
available opponents for the rest of us, and have contributed
enormously to our knowledge of the endgame.

recently, Chess was an all-boys club, and it was felt that
wormen just couldn’t cut it at the top level of competition.
The Polgar sisters of Hungary {(among others) have smashed
that perception—all three compete at the highest levels of
competition, and one (Judit) ranks among the top 20 play-
ers, period.

Des Echecs, or FIDE {pronounced FEE-day), has had its trou-
bles, but since 1924 has been a force for unification and world
standards. FIDE maintains a numerical rating system for master
players, awards titles, arganizes the world championship, and
runs a biennial “olympiac” that brings together teams from
dozens of countries.
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The Queen

The White queen, at the beginning of the game, stands on a
light square in the center of the back rank; the Black queen stands
on a dark one. Two handy mnemonics for remembering where 10
start the queen are “queen on her own color” and “The queen’s
dress matches her shoes.” The king takes his station on the center
square closest to the queen.

The queen, as a soldier in your army, is as swift as the king is
slow. The queen can move in any direction and can charge from
one end of the board to the other in the same turn.

There are two things the queen cannot do. First, the queen carl
jump over another piece, whether friend or loe. {This is true of all
the pieces, except the knight.) The sovereign must either stop befort
running into the obstruction or, in the case of an enemy soldier, cal
ture it.

Second, the queen cannot change directions while moving. 1f
the queen sets out on a diagonal course, for example, that diagonal
must be kept to. {(Again, this is true of all the pieces, except the
knight.}

The Rook

Each army has a pair of rooks. Each rook occupies a corner ol
the board when beginning a game. The rook has half the firepower
of a queen, as it moves vertically and horizontally but not diagonally

The Bishop

You have two bishops in your arsenal. Centuries ago, the bishs
op was called the counselor, and you can understand why when yoll
Jook at the bishops’ initial positions: one on the queen’s left and o1
on the kings right, as if one of the royals might ask them for advic
The bishops move diagonally only. A bishop can never leave ils
assigned color.

Knight

Wo knights make up your cavalry. They are stabled one on
lank, between the rook and the bishop.

he knight is the oddest soldier in your army, and the ore that
new field marshals the most trouble. Thats because the knight
0 two things that no other Chess piece can:

. 'fl'he knight leaps over any piece that lies in its path, friend or
oe.

2. The knight changes direction as it leaps. When the knight is
positioned in or near the center of the board, it can leap to
any ol eight possible squares (shown by black squares in
Fig. 1).

Ihough the knight jumps as if it were a piece in Checkers, it
fcapture that way. The knight can only capture an enemy piece
Il piece occupies one of the knights landing zones

a b c¢c d e f
Fig. 1: The Knight
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The Pawn
The stubborn, one-step-at-a-time pawn has a poor reputation,
We call people pawns when they appear to be powerless. And yel
the pawn is the heart of Chess. Never take your infantry for grante
The pawn has three distinguishing characteristics:
1. Its the only piece that moves in only one direction: for-
ward.

®
w
w

a b ¢ d e f

g
Fig. 3: The Pawn (2)

2. Its the only piece that captures in a different manner than
the way in which it moves. The king, queen, rook, and
bishop capture whatever lies in their path; the kni ght ca|
tures whatever occupies the square it lands on; the pawi
moves in a straight line, but captures diagonally. (The
enemy must be on an adjacent square. The pawn occupit
the square that held the target piece.)

3. Tt’s the only piece that can transform itsell into a unit of
vastly greater power.

On its first move the pawn has the option of moving one
square or two. After that, the pawn may only move one square at |
time.

When a pawn fights its way through to the last rank on the
apposite side of the board, it may be exchanged for any other piect The en passant capture works for Black as well as for White, of
(except a king or another pawn). The new piece begins its career uf e 1ts also entirely optional.
the square the pawn had occupied. Every time one of your pawns '
reaches that last rank, you may trade it in for something else.

The pawn has one other trick to play, and this may be the mos
confusing move of all. Say that a White pawn has penetrated Black
camp (Fig. 2). Black could advance his pawn one square, stopping
to attack the invader (Fig. 3). If, instead, Black sends his pawn
zhead two squares, he bypasses the White pawn, and seems to givi
White no say in the matter (Fig. 4). In fact, the bypassed pawn hi
the Tight to capture the pawn that had rushed by as il it had
stopped after just one square (Fig. 5). This is called capturing en
passant, a French term for in passing.

Fig. 4: The Pawn (3)  Fig. 5: Capturing “En Passant”

It is vital that you have a clear and reliable notion of the value
ich unit under your command. Just as the Pentagon must know

get your money’s worth when you and your opponent begin
juring each other’s pieces. The following table (Fig. 6) is based
ive centuries of practical play. It takes the pawn as the basic

| and calculates each piece’s value in those units.
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‘ 3 . ) Block the path of the attacking piece with one of your own

= 1 point pleces.

m = 3 points . Capture the attacker.

g. = 3 points your king is in check and you can’t move, block, or capture,
h've been checkmated. (Note that in Chess the king is never

E = 5 points aptured. If the monarch is in check and unable 1o do any-

out it, the game is over.)
g = 9 points i
_ imum Requirements for Checkmate
@ = Priceless I certain situations, with certain combinations ol pieces, it’s

sible to checkmate even a lone king. Bishop, knight, and king
e minimuim requirements (and even the prolessionals have

¢ with this one!).

\ king and one bishop can't enforce checkmate against a lone
(Since the bishop travels on only one color, the hostile king is
Whenever he occupies a square of the other color.)

r can a king and a single knight enforce checkmate. In any
I position there are just too many squares not controlled by the
. In fact, a king and two knights can't force a checkmate

Fig. 6: Value of Pieces

What does this table tell us? Suppose you can capture a bisha
while letting your opponent capture your knight. No harm done:
bishops and knights are the same value. (An even capture is called
an exchange.)

However, if you capture a bishop and your opponent captures
one of your rocks, you've made a poor bargain. Chess players say
you have “lost the exchange” (your opponent has “won the
exchange”).

By knowing the relative values of the pieces, we can tell whicl;
captures would be profitable, which would be costly, and which iwn Games
- would be even. Weigh captures and exchanges carefully,. When a S0 far it may seem as if all Chess games end in victory for
player obtains an edge in material, he is much more likely to win ite or Black, just as all baseball games end in a win or a loss.
the game. Superior force usually wins! - ally, a game of Chess may end in a draw (a tie). There are sev-

Check and Checkmate “ways in which a game may be drawn:

Your objective on this battlefield is to attack the enemy king in - Draw}! m Agr;z emerf.t ' lhé playeljsbcan‘agree [C;la ‘dr?a\a: T
such a way that it cannot escape. An attack on the king is called a n;léyk a[ipen a8 ﬁani}us IeaSOES" ‘?Ca'h_lze Delt R )e}i
check. If the king cannot escape the check, then the check is actual- t_ s ,e Igamft G LETWOR, SECATSE CIRIE lsnt‘et}oug
ly checkmate, and the attacking force has won the game. ti}nje w fm,uSh tr_le E.ﬂmel’j il Teven HecaNRB LRI

When your king is checked you must drop everything and DI FAIE 15 2 Crac g Dokes

rush to his defense. There are three ways to fend off a check: 2. Draw by Perpetual Check: This refers to a position in

which one player can keep checking the other player’s

king, move alter move alter move, with no possibility of

the defending player being able to stop the checks. The
Hoyle® Table Games 51

L. Move out of the path of the attacking piece.
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assumption here is that the player doing the checking is
a disadvantage in some way and is deliberately forcing a
draw rather than suffering a loss.

| kingside castling (Fig. 8), White moves his king two squares
right. The king rook hops over the king to the square on the

¢: the king moves two squares to the lelt, and the king rook
yer to the square on the king’s immediate right.

3. Draw by Insufficient Material: See Minimum
Requirements for Checkmate above.

4. Draw by Stalemate: This is a situation in which the pla
whose turn it is to move is not in check but has ne legal
moves.

5. Draw by Repetition of Moves: For this one you'll need (0
keep a record of the moves in the game using Chess noti
tion (see “Chess Notation” later in this chapter) if playing
another human; against a compuler opponent, the com-
puter will de it for you. If the same position occurs three
consecutive times, the game is drawn.

a b ¢ d e f g h
Fig. 8: Castling (2)

6. Draw by 50-Move Rule: You'll need to record the moves
for this one, too (unless you're playing a computer). If a
player can demenstrate that the last 50 moves have been
made without the capture of a piece or a move by a pawi
that player may claim a draw. (This rule is most oflen use
when one side has only a king.)

Defending the King: Castling

Il you want to ensure a long life for your king, you'd better ca
tle. Castling is the only maneuver in Chess that involves the simul-
taneous movement of two pieces: the king and one of the rooks.
Castling is carried out with the goal of transferring the king to a
safer refuge at the side of the board.

There are two types of castling: kingside, which involves the
king and the king rook (the cne in the corner closest te the king),
and queenside, which involves the king and the queen rook (the
one in the corner farthest from the king).

Fig. 7 shows the board with the kings and rooks prior to
castling,

L T N T T -]

-

a b c d e
Fig. 9: Castling (3)

In queenside castling (Fig. 9), White moves his king two

lares to the left. The queen rock hops over the king to the square
the kings immediate right. For Black, the king moves two

ares to the right, and the queen rook hops over to the square on
king’s immediate left. Note that in queenside castling, there are
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), I[ a player has moved his queen rook before he’s had a
“chance to castle queenside, he no longer has the option of
castling queenside.

three squares between the king and the rook at the start of the
maneuver. The king doesn't end up as deep in a corner as in kiny
side castling, but the rock is brought a step closer to the action i
the center.

Which kind of castling is better depends on the particular ¢
cumstances of a given game. With time and experience will come
an understanding of when to castle and on which side of the boa

When Castling Isn’t Possible
There are seven restrictions on castling. Four are temporary
(castling might be possible later in the game), and three are permi
nent (castling will not be possible, period).
Here’s the list of temporary restrictions:

n when castling is possible, you can only do it once per

 protect your king. Castling defends and attacks at the same
Imultaneously entrenching the king behind a stockade of
on the flank and bringing the long-range firepower of the

0 bear on the center.

s Notation

6 help us describe the action in a game, we call a horizontal
if squares a rank and a vertical line a file. Fach rank has a

her and each file has a letter {Fig. 10).

hess notation uses abbreviations for the pieces:

1. If your king is in check, you can't escape by castling oul (
it.

2. If a king must travel across a square controlled by an
enemy piece, you can't castle. (You can't castle out of

check, and you can't castle through it, either.) There’s no King = K

problem if the rook rather than the king must pass acrosy Queen =Q

contested square. BIShOP = B.
3. Tf the king would end up on a square controlled by an g;;‘%{hi =Rh

enemy piece, you can't castle. (You can't castle out of
check, you can't castle through it, and you can't castle i
it.)

4. 1f a square between your king and the rook you want to
castle with is occupied, whether by one of your own piec
or one ol your opponents, you can't castle.

These are the permanent restrictions:

1. 1f a player has moved his king belore he’s had a chance (o

castle, he can't castle.

2. 1f a player has moved his king rock before he’s had a
chance 1o castle kingside, he no longer has the option of
castling kingside.

b c de f g h
Fig. 10: Rank and File
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A move is described by listing the piece, the departure squa
and the arrival square. For example, a rook moving from a2 to all
recorded as Ra2-a8 (or, if you want to save space, as Ra8). A paw
moving from d7 to d5 is recorded as d7-d5 (or simply as d5). A
capture is described in the same way; you simply list the capturil
piece followed by an “x” (takes) and the destination square (e.g,
Rxa8).

Idle. At least as important, any white pawns moving into the
will be prote,uecl [rom capture.

Castling is recorded by a special notation: 0-0 for kingside
castling, and 0-00 for queenside castling.

Check is noted by adding a plus sign at the end of a move.
Checkmate is two plusses.

a b ¢ d

Capturing en passant is noted by adding the abbreviation “e. - e f g h
at the end of a move. Fig. 11: Control of Space Fig. 12: Control of Space (2)

Pawn promotion is indicated by parentheses: e7-e8(Q) or a7
a8(R), for example. The letter inside the parentheses shows whal
piece the pawn was promoted to.

Another important chess concept is time. Time refers to rapid
jyment of pieces. Experienced chess players typically do not

i any piece twice until they have developed a strong board posi-
Tactically, this is important because a player who gains the offen-
idvantage early will often win the game.

It is generally agreed that the development of kni ghl‘"« and bish-
16 attack pieces takes precedence in the opening game. Initially,
fueen is better off sheltered behind the front lines; if she moves
she will be attacked by opposing pieces and forced to retreat.
13 shows an example of a strong board position that can be
eved quickly. Here, white’s knights and bishops have great flexi-
Y In movemnent,

Strategies for Chess

Three of the main elements cf chess theory sound like seme-
thing out of Star Wars: space, time, and force. Space describes the
chessboard as a battlefield, so to speak, with the high ground (key
positions) located in middle of the board. Time refers to the impo
tant task of moving pieces quickly into attack positions (kill or be
killed!). Finally, force is about power—the power of your pieccs.

Centrol o'f space in the opening game is best established by
pawns, knights, and (sometimes) bishops. The four central square
(e4, d4, e5, d5) are of highest importance, and control of the cente
allows you to attack your opponent effectively from either your
queen or king side of the board. Fig. 11 shows a typical effort to
control these squares, after four moves.

It is not necessary Lo occupy a space in order to control it. Fig,
12 shows how the white knight is exerting control over two central
squares (marked by black squares) without occupying them. The
knight threatens to capture any black piece that tries to advance inig
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(e, however, that these values are not absolute, but are
mations. For example, if the queen is blocked up behind a lot
pieces, she is ine[fective In terms 0[ real value, she may

Ins is that sometimes a player may sacnflce a vﬂuable piece
{ {0 achieve a more important goal, such as a checkmate.

| not always easy for a novice chess player. Pieces that can
orizontally (queens and rooks) have the easiest time bagging
g, A queen or rook can form an impassable wall across the
“which a king cannot cross (Fig. 15). You can use these

0 isolate the king, forcing him into a side or corner. Moving
ok as shown (Rd2-a2++) will result in checkmate.

(Fig. 14). If you neglect to do this, it will be easier for your oppar
nent to pressure your king.

a b ¢ d e f g h
Fig. 15: Mate in One Turn

b .. e

g h
Fig. 14: After Castling vanced Strategies for Chess

‘While a lengthy discussion of chess is beyond the scope of this
¢, learning a few important strategies can help tremendously in
toving your game. This section describes the fork {or double-
¢k), pin, and skewer. The opportunity to employ one of these
hods doesn't usually appear unplanned (although you can get
It often requires foresight. You may need to look ahead a

ple of turns so you can set something up.

Alter the game has developed, the third basic chess concept,
force, becomes relevant. The force a piece has is based on its mobil
ity. The power of a chess pieces determines its peint value (e.g.,
rook = 5 points). Generally, you do not want to make exchanges
(trade pieces) if you are going to lose 2 more valuable piece than
your opponent.
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A fork describes a situation in which a piece is threatening (§
capture two enemy pieces at the same time. Fig. 16 shows a sin
fork maneuver that can be developed in just a few moves. (To
attempt a fork this quickly, you must take a risk by violating the
previously mentioned principles of time and space. But, hey, lile
short. If your opponent is relatively inexperienced, you can mak
up for lost ground later.)

ab c d e fg h
Fig. 17: Executing a Fork

onversely, if you're playing an experienced chess player, be on
and try Lo [oresee where your opponent may be attempting to
8h you with a fork.

o. 18 shows an example of a devaslaling attack using a pin.
ned piece is one that cannot move without exposing a com-
behind it to attack. In this case, the black queen is being

#d by the white bishop. The queen can't move because the
would be in check. Her best option will cut her life tragically
{, she can capture the bishop before going down at the hands

¢ white rook.

a b ¢ d e f g h
Fig. 16: Setting Up a Fork

The white knight’s next move is Nb5xc7+ (shown in Fig. 17).
This puts the king in check, while threatening the black rook.
Notice the key role played by white’s bishop. The bishop is proted|
ing the knight [rom black’s queen, preventing her from dissolving
the fork by capturing the knight. The result is that black is forced
to move the king out of check, allowing white to capture the rook;

a b ¢ d e .. h
Fig. 18: Pin
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A skewer is like a pin in reverse. With a skewer, the more Vi
zble piece is out front and forced to move, allowing easy captuie
the less valuable piece behind it. In this slightly revised board sl
(Fig. 19), the bishop forces the queen to move aside. The bishaj
will capture the rook before being captured himself, winning the
exchange (5 points versus 3).

R @ & B & N @

-

a b d e g h
Fig. 19: Skewer

w the Game Evolved

Chinese Checkers owns the oddest name in the Hoyle Table
fles package: It wasn't invented in China, and it has nothing to
Ath Checkers!

Bveryone agrees that this game first appeared in the late 1800s
that it first became popular in Sweden. This inventor simply
{he Greek game of Halma (meaning jump or leap) and changed
k. Halma is played on a square board, Chinese Checkers is

el on a board shaped like a six-pointed star. Halma uses flat

s moving from square to square, Chinese Checkers uses mar-
moving from hole to hole. In both games, the object is to be
lirst to occupy an enemy camp with your own pieces.

Although the marbles in Chinese Checkers move by jumping
Aping another marble, as in Checkers, this doesn’t mean the
games are related. In Checkers, the jump is part of the business
\pturing; Checkers is a war game, and the piece jumped is
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removed from play. In Chinese Checkers, the jump is just one W
of getting around the board; Chinese Checkers is a racing game,
and the piece jumped stays where it is.

By the way: Chinese Checkers is indeed played in China.
(Perhaps the Chinese learned the game from a Swede.) In China,
they use 10 marbles per player, as opposed to the 15 sometimes
used in Europe. Hoyle Table Games uses the Chinese variation,
which is the form also used in the United States.

How the Game is Played

The goal in Chinese Checkers is to be the first to move all of
your marbles into the point opposite your home base. Two, three;
four, or six people can play, but never five (because one player
wouldn't have an opponent opposite him or her). Two people sel
up exactly opposite each other. Three people alternate every othef
point. (With three people, you aim not for the point directly oppd
site but for the home base of the opponent on your right.) Four
people set up opposite again.

Each player starts with a set of 10 marbles set up in the 10
holes or indentations ol his home base. Play passes clockwise
around the hoard. You can move one marble on your turn. You il
move to any adjacent hole, forward, backward, diagonally, or side
ways. 1l the square next to your marble is occupied by your enen
or by one of your own pieces, but the square on the other side is
vacant, you can jump to that vacant square. A marble can make
multiple jumps in the same turn.

Strategies for Chinese Checkers

Where can you seek the best methodology for playing Chine
Checkers? The Code of Hammurabi? The Bhagavad-Gita? Your he
bet is the nearest playground; leapfrog has much to teach the
would-be victor of this racing game. While bounding over several
of your opponents’ pieces looks impressive, it can leave a marhle
out in no-man’s land, with nowhere to go next. It is better to con-

Fig. 1: Zig-Zag Chain
Other patterns work equally well or even better. Fig. 2 shows

player on the bottom using a diamond-shaped pattern. Fig. 2
shows the player on the top moving down in a triangular pat-
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Fig. 2: Diamond and Triangular Chains

Defense in Chinese Checlkers is optional. One defensive stral
gy is to place your marble in another players home base. You can
maintain this block longer if you place your marble in 2 home hi
adjacent to your destination base. If you're behind, this may help
you to catch up. Conversely, i others have played this nasty trick
on you, make sure their marbles can leave by giving them a way (i The typical table game is played on a specially arranged board
jump out. (They can't resist a double jump!) i pieces with specific powers. The board doesn’t have Lo be a

Another way to stop your opponent from advancing is to creil ;
a diamond-shaped block composed of four marbles. When the
block ends, use the diamond to advance your marbles.

The construction of marble chains is key in games with two (¢
three players. Dillerent circumstances may call for different types (
chains. If your opponent is leaving you alone, construct chains thi
will allow you to make longer leaps. ly only three: the higher cards takes the lower card (Spades and

In the six-player game, the board gets jammed up, and soon e, lor example), similar cards make combinations (Poker and
you will be [orced to abandon subtlety in favor of a more obvioug Rummy), and some combination of the two (Pinochle).
strategy: look for opportunities to jump your opponents.
Remember to lock backwards. Sometimes, a long forward jump
be achieved in a roundabout way.

scribed in the ground, or, as in the case of Dominoes, the

1" can be built as the pieces are laid out. Dominoes would

ir to be a typical table game—and yet, if you want to learn this
5 history, you'll have to start with playing cards.

The principle of combining cards by suit or rank is probably
aldest of the three. The evidence? The Chinese version of

66 Chinese Checkers Hoyle® Table Games 67



Dominoes. “Dice is one of the oldest games of chance, and
Dominoes are only a different arrangement of the dice markings,”
writes Catherine Perry Hargrave in The Fireside Book of Cards. In |
1620s, Hargrave researched not only the history of playing cards
but also how cards fit into and reflected their societies. “Both gan
very probably originated in China, and the Chinese seem to have
been playing the domino game, either with tablets made of ivory
bone or with slips made of parchment or early paper, at the time
when paper money was also being used to play a card game.”

The Chinese invented printing and paper money in the years
600 to 900. People began playing with the money almost immedis
ately (as well as spending it!). Playing cards most likely evalved
from this money, and one kind of playing card became the equivi
lent of our Dominoes.

Chinese Domino cards included a set of 21 cards with mark-
ings of rec and black dots (corresponding to the pips on our
Dominoes bones). There were also as many as four extra suits willl
fanciful decorations instead of dots. These decorations included
chrysanthemum blossoms, hamboo, butterflies, bats, crabs, coing,
scrolls, mythical figures—you get the idea.

“There is a theory,” Hargrave speculates, “that these comino
cards also found their way into Europe in the 13th century, and
that [the mythical figures] became the stranger persons on the 21
high cards of the Tarot series.” We note this theory here only
because of the sense of wonder it imparts. Dominoes were not rell
ably reported in Europe before the 18th century (see below), by
which time the Tarot was well-established.

Whatever may have become of these figures, there seems to I
a clear connection between Dominoes and playing cards. Merilyn
Simonds Mohr makes the case in The Games Treasury, pointing ol
the playing-card terms in Dominoes. We shuffle the bones before
each game, draw bones to form a hand, and dig in the boneyard
when we can’t play (which Mohr calls the equivalent ol the expres
sion Go fish). The 28 bones make up a deck, and the deck can be

n into suits (one suit is all the bones with one blank half, a
il is all the bones with one pip on one half, etc.).

linoes Takes Its Time Leaving China

hough dice spread relatively quickly around the globe,

hoes was a sluggard. Chess, Checkers, and Backgammon were
ntrenched in Europe before the [irst mention ol Dominoes
5 (in [taly in the early 1700s). It was mostly likely brought to
by merchant traders, though that still doesn't explain the tardi-
ol the game’ arrival. Dominoes spread to France and then o
¢5 colony in Canada. When the British defeated the Trench in
ven Years War (1756-63) and ook control of Canada, French
s brought Dominces to England, where they found an enthu-
¢ following,

Joseph Strutt, an Englishman who compiled one of the first

ld have nothing but the novelty to recommend it to the notice
awn persons in this country.” Strutt was a better researcher
(1 judge of public taste, and Dominoes has been one of the

"

(s more popular pastimes ever since.

w the Game is Played

Hoyle Table Games includes four versions of Dominoes: Draw,
lt, Sebastopol, and Fives). These are the general rules (specific
for each version follow):

Dominoes are rectangular tiles marked with every combination
itmbers (21 of them) that can be rolled with two dice. The tiles
led bones. In addition, six bones are blank on one hall, and
hone is blank on both halves, making 28 bones in a set or

, The heaviest bone is marked with six dots or pips on each
6-6. (When comparing bones, one is heavier than the other il
s more dots; the other is lighter.)

Bones whose ends are alike (as with 6-6) are called doublets.

| doublet belongs to a single suit.
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To begin a game (no matter which version), the bones are
placed face-down on the table and shuffled (moved around at rg
dom). Fach player draws a certain number of bones at random (0
form his or her hand. For the first play, a bone is laid face-up on
the table. The next bone laid down must match the first in som
way. For example, if the first bone played is the 6-5, the next ong
down must have a 6 or a 5. You set the new bone down with
matching ends touching,

One obiject of a Dominoes game is to get rid of all the bones i
your hand. There may also be scoring involved in the course of pli
Dominoes variations fall into two categories, according to what you
must do when you have no playable move. In the block category, a "'ng Draw
player with no playable move loses a turn. In the draw category, the r
player draws more bones from the common pile (the boneyard) untll
finding one that can be played. If no such bene turns up, the player
loses a turn.

ands. Multiple games are usually played until one player
4 the agreed-upon amount of points to win.

ing Sebastopol

lils sounds like a battle in the Crimean War, but so far as is

i), the Charge of the Light Brigade has nothing to do with it.

'_ no honeyard. Four people play, each drawing seven bones.

6 is set, after which play rotates to the left of the first player
6 is open four ways, and the first four plays after the set

fill each opening—no branch may be extended belore these

hones are laid down. All other Block rules apply.

¢ from the boneyard until a playable bone turns up. Once the
rd is empty, a player with an unplayable hand must pass.
Playing Block the most popular variation of Dominoes, and its the default

This is the simplest variation. I two people are playing, they
each draw seven bones for a hand. 1f three or four are playing, thy
each draw five. (This distribution of hones is the same for Block
and Draw; Sebastopol has its own distribution, as explained below:

The player holding the highest doublet sets it—that is, lays il
down as the first play. The turn to play then rotates to the left. Ead
play is made by adding a bone to an open, or exposed, end of the
layout, with equivalent numbers touching. The layout in Block
always has two open ends. Two branches are built off the sides ol
the set (the doublet that began the game). All doublets are custons
arily placed crosswise, but this doesn’t affect the number of open
ends.

If a player has no legal move, he or she passes. The game end
when a player gets rid of his or her hand or when no player is abl
to add to the layout. The player with the lightest remaining hand
wins the total number of pips on all the hones remaining in the

Fives is a scoring variation of Dominoes that belongs to the

¥ category of Dominoes games. Fives is typically played with’
players, with each player drawing seven bones for a hand. In
6, unlike most other Dominoes games, you can make certain

5 during the game that give you points.

As in Draw Dominoes, if a player can't play a bone, he or she
i draw from the boneyard until a playable bone turns up. Once
boneyard is empty, a player with an unplayable hand must pass.
_l e first play in Fives depends on the game rules you decide

In the standard rules, any bone can be played first, not neces-
¥ a doublet. You can change the rules such that the first play

L be the highest doublet in the game.

The first doublet played in the game is called the spinner. Bones
be played extending from the spinner in all four directions.
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Other doublets played in the game after the spinner is played da
not extend the play in other directicns, only the spinner does.

In Fives, as bones are played on the layout, a line is formed
called the line of play. Open ends of non-doublet bones at the et
of any lines of play, and doublets touching only one ather bone i
counted after each play. Scoring occurs if this count (the table coll
totals a multiple of five; one point is awarded for every multiple
five in the table count. Thus a table count of 5 is worth one poinl}
10 is worth two peints, 15 is worth three points, and so on. The
current table count is shown at the top of the screen.

Until a spinner is played in the game, there is only one line 0f
play. When a spinner is added to the layout, bones can be played
extending from all four directions of the spinner, so there are
potentially two lines of play.

Fig. 1 shows the first two plays of a game. The first player
chose the 6-6 doublet as his first play, making 6-6 the spinner.
Notice that the figure shows that bones can be played in four difl
ent directions from the spinner. Both ends of the spinner in Fig, I
were initially open, and so the table count started out at 12 {6+0),
which didn't score for the first player, as 12 is not a multiple of fi

The other player then played a 2-6, creating a vertical line of
play starting with the 2-6 and ending with the spinner 6-6. Wheil
the spinner {or any doublet) ends one end of the line of play, botli
sides of the bone are scored. Therefore, the table count in Fig. 11§
14 (2+6+6): two points for the 2 at one end of the line of play, ani
six points each for the two 6s in the spinner at the other end of thi
line of play. This is another non-scoring play.

g, 2 shows the third play of the same game. The 6-3 bone
lilyed on the other side of the spinner, and the table count

les 5 (2+3): two points for the 2 at one end of the line of play,
llee points for the 3 at the other end. The spinner no longer

\ towards the table count, since it doesn’t have any open ends
line of play. This play is a scoring play: the table score is a
ple of 5, and the player who played the 6-3 scores ane point.

Fig. 2: A Scoring Play

I Fig. 3, the 5-2 bone was the first play of the game, for a
count of 7 (5+2). The 5-5 doublet was then played, becoming
pinner (with a table count of 12 (5+5+2)); bones were then

d off the spinner in two additional directions. The table count
g, 3 is 12 (442+6). The 4 and 2 are ends of one line of play,
the 6 is the end of the other line of play. Note that the bottom
0l the 5-5 spinner, although it is available for play, is not yet
lidered in the line of play and is not counted towards the table
lil. Once a bone is played below the 5-5 spinner, the open

( ) of that bone will be included in the table count.

.IQO.‘}‘QC
lll..."'

Fig. 1: A Non-scoring Layout

Fig. 3: Extending Play From the Spinner
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When a doublet is played on one end of a line of play, both legies fOT Dominoes
ends of the doublet count towards the score. In Fig. 4, the 5-5
doublet played at the right end of the layout adds 10 {(5+5) to the
table count: the table count is thus 20 (5+3+2+45+5). Thisis a
colossally good play, and worth four points.

0 win Dominoes. To avoid the boneyard, you need to think

Q_upcoming turns; try to maximize your own options and min-
fyour opponent’s options. Ways you can do this include: play-
) your strengths, interpreting your opponent’s plays, and deter-
1 what bones are unplayed (counting bones). This last catego-

Fig. 4: Playing a Doublet Other Than the Spinner

The game ends if a player gets rid of all of his or her hand or
when no player is able to add to the layout.

Each player scores the number of points he or she earned dur
ing the game. The player who went out first {or the player with (h
lighter hand) wins the hand and scores points for the bones
remaining in the other players hand: the total number of pips on
the other players’ remaining bones is rounded up or down to the
nearest five, and that number is then divided by five.

Thus, il the losing player has 23 pips still in hand, the winning
player gerts five points (25/5); if the losing player has 12 pips in
hand, the winning player gets two points (10/5), and so on. Note
that 1 or 2 pips remaining in hand would be rounded down to 0
and thus would be worth no points. The winner gets these points
even if he or she scored less points in the hand (or the game).

Multiple games are usually played until one player reaches the
agreed-upon amount of points to win.

Fig. 5: Playing to Your Strengths

Early in the game, you can olten glean useful information by
ing attention to the bones played by another player. (This is also
 later in the game, but to a lesser extent.) For example, when

i opponent leaves a 5 on one end of the board, realize that one
ieveral 55 may be waiting in reserve. Be aware of it.

Rermember that the player with the lightest hand wins. A

liter hand is also better if you lose, as your opponent does not

| as many points. Therelore, when all other factors are equal,

y your heavier bones.

Because the Sebastopol version of Dominoes has four branches
the board instead of two, it is very dillicult to block opponents.

¢ player who takes the first turn often wins. Given the likelihood
l you will lose a lot of rounds, it is even more critical to reduce
mage by playing your heavier bones in Sebastopol.
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In the Fives version of Dominoes, earning points during the
game is a matter of keeping count and keeping your points on pilf
with your opponents points. Hold on to doublet blanks and 5s Il
possible, as well as the 0-5 bone; when your opponent scores, |l
you can play these in the right way (keeping the table count at i
multiple of five), you can also score points.

In Fives, which doublet is used as the spinner is key 1o the
game. 1f you have a doublet in hand that you could potentially Pl
as the spinner, look at the other bones in your hand to decide
whether i'd be a good play: if you have two or more bones with
the suit of the potential spinner (a “suit” in Dominoes simply med
the number on one or both ends of a bone), it makes a good spin
ner. If you only have one bone with the suit of the potential spin- being blocked by your opponent.
ner, it is not as good a play. If you have no bones with the suit of
the potential spinner, don't use it as a spinner; wait for the other
player to play a spinner, and then play your doublet as a doublel,

Also in Fives, although earning points when playing bones is
important, don’t make the mistake of forgetting to lighten your
hand as well. Get rid of your high bones as you see your opponciil
hand get lighter. If you fail to go out first, or have more tiles than
your opponent at the end of the game, your bones in hand can gi\¢
your opponent as many or more points as the fives points in the
game can.

Fig. 6: Counting Bones

Fig. 7 shows an inverse situation in which you can count

e n :0.‘—

A
@R[GO

Fig. 7: Counting Bones Defensively
Here, your hand is weak in 3% and 6%, so you want to avoid
i numbers. Playing the 2-1 on the leflt would be a good option
fuse you can play the 1-1 on the following turn il necessary.
wever, consider playing the 5-2 on the right instead. By playing
2 there is only one bone left in the game that can hurt you-
2 (the 3-2 has already been played and is cut of the picture).
ou had played the 2-1, on the other hand, your opponent might
ond with the 6-2, 5-1, or 6-1, blocking yvou (on that side) in
11 case.

Advanced Strategies for Dominoes

Counting bones is the essence of “dominoes domination.” Yol
can use information garnered from the counting of bones to block
your opponent. Suppose you're the player holding the bones show
in Fig. 6. The initial impulse is to play the 4-1 (since you have a i
of 15), but recall that seven bones in the deck contain 65. Six of the
seven are showing and already accounted for {only the 6-1 is miss:
ing). Knowing that only the 6-1 is left—either in your opponent’s
hand or the boneyard—you can try to block your cpponent by pla¢
ing a 6 on both ends of the board. This could easily force him to the
boneyard and set him up for a quick loss.
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[he goal of DoubleCross is to score the most points at the end
lie game. You earn points by completing words and playin gon
IS spaces, and you can take points away {rom other players.
1o help you learn how to play DoubleCross, the status area at
lpper-right of the screen describes what happens as you play.

the Game is Played

You can play DoubleCross with one, two, or three other human
bmputer players. To add, remove, or change players, click

ibleCross Players on the Options menu.

In DoubleCross, you move tiles to the board to make complete
rtial words. There are two ways to place a tile:

Drag a tile from your rack to the board.

Click a tile and then click the board.

“When you move a tile to the board, before you place it, a box
fawn around the letters that will be evaluated. This helps you
mate whether your play will make a complete or partial word.
les for Placing Tiles

There are a few rules to be aware of when placing tiles:

1. The rile must extend from a stable tile. Stable tiles are tiles
with a black background.

In the example below, T cannot ke extended from I, because
1 is unstable. You could place the T to the right of the I,
however, because it then extends from the stable tile M.

DOUBLECROSS

What Is DoubleCross?

DoubleCross is an exciting and competitive word-building
game for two, three, or four human or computer players.
DoubleCross was created by the Hoyle team at Sierra
Entertainment.

DoubleCross is unique because it allows players to place partl
words as well as complete words. A partial word is a sequence ol
letters that can be extended to make a complete word. A partial
word you play in one tumn can be finished (by you or another play
er} in another turn.

Another distinguishing feature of DoubleCross is its customiz:
able game board; special spaces, such as bombs and blocking
spaces, can be placed on the board to make gameplay more chal-
lenging. You can also opt for a timed or untimed game (dependiny
on how fast you like to play!).

If you try 1o extend a tile from an unstable tile, it is
returned to your rack.
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2. 1f atile you place is not part of & complete or partial wod
it will be destroyed, and your turn ends. A partial word |
word that can have letters added to it to make a complel
word.

In the example below, MAI is a partial word; it can be 1
into several different complete words, such as MAID, MA
or REMAIN.

Vhen you complete a word, you get 1 point for each letter in
brd you made. And, if any of your tiles were made stable
completing the word, you get the words full value for each
jat was made stable by that play. If the tiles are owned by
one else, that player gets the points. Therefore, you can get
[§ during other players’ turns.

If you add a V to MAI, however, the V is destroyed, becil
MALIV is not a partial word (it can't be made into a compl
word).

id Scoring Example
In this play, the vellow player, Madeline, makes the word
MV by adding the tiles E and M to the red tiles S and T.

3. You have the ability to undo a move (pick tiles back up il
your rack) if the tiles you placed did not complete a word
and you didn't place your tiles on a special space. Click
Undo on the Actions menu to unda your most recent pliy

Making Words
When you complete a word, a tile in the completed word
becomes stable if all the words it is part of are completed.

Madeline gets 12 points total: 4 points for making a four-letter
|, and 4 points for each of her letters that was made stable (E

M).

O and P Become Stable When MOP Is Created ere are several different types of special spaces on the game

fd. These spaces can give you bonus points, set off bombs (or
| them to your bomb tray to use later), block certain spaces (so
¢ can't be played), or, in the case of the mystery spaces, do
dictable things.

In the next example, T remains unstable. Even though it is pi
of the complete word RIOT, it is also part ol the partial word TA,
When TA is made into a complete word, the T will hecome stable
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You play on a special space by placing a tile on it as you usugh
ly would, except for blocking spaces, which simply block off certul
spaces on the board, so no one can play tiles on them.

For a special space to take effect, you must make a legal play
on it. For example, if you don't make at least a partial word whei
placing a tile on a bonus point space, you won't get the bonus
points.

For a description of each of the special spaces, see “Special
spaces on the DoubleCross board” later in this chapter.

Ending Your Turn

Click the Pass button when you are done playing tiles.

To get new tiles instead of playing, click the New Letters bul-
ton at the start of your turn; your turn is passed to the next player
You can get new tiles on your turn only if you have not played any
tiles in that turn, but vou can play a directional bomb at the start ol
your turn and still get new tiles.

When your turn ends, your rack is refilled with new tiles, and
the other players play their turns.

Ending the Game

The game is over when there are no more tiles lelt (an indicatof
at the upper-left corner of the screen shows how many remain) and
a player has no more tiles at the start of his or her turn.

In addition, the game ends il no one plays during his or her
turn and the last passing player chooses tc end the game.

At the end of the game, points are deducted for tiles in your
hand and for unstable tiles on the board. The player with the mos|
points wins the game!

DoubleCross Rules
The following rules apply in DoubleCross:
* A word is considered complete when it has at least three let-
ters. You can change the game to require at least four letters fo
a complete word by changing the Minimum Word Size in the
DoubleCross Settings dialog hox.
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You can make a partial word even if it is not possible to ever
omplete the word (for example, if the word is built near the
dlge of the board or if other tiles are in the way).

Letters aren't made stable until after any special spaces they are
ced on take effect. Therefore, playing on a colored bomb
might destroy a tile before it has a chance 1o become stable,
o different partial words can extend in two opposite direc-
lons from the same stable letter. In the next example, both
OAD and DUE are partial words (ROAD and DUET, for exam-
ple), but OADUE is not a partial word.

When either of the words are completed, tiles on the other side
of the stable letter are destroyed if they are no longer included
in any partial waords.

n the example below, making ROAD will destroy both unsta-
ble tiles on the other side, hecause they aren't used in orher
words.

1f a tile is placed next to a series of letters, all letters up to the
first stable letter (and all adjacent stable letters] are required to
be part of a word, but letters on the other side do not need Lo
be included. In the following example, although the blue T is
placed next to a long string cf letters, only TH is required to be
a word or partial word; the letters A, T, and E are ignored.
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« Even though not all adjacent letters are required to be a woil
or partial word, if a word is created, it is made stable.
In the next example, enly RTS is required to be a word or il
tial word, However, because DARTS is a complete word, it Is

made stable.

Scoring in DoubleCross
DoubleCross scoring is described below. Note that plays mads
by other players can affect your score, and plays you make can g

points to other players.

Action...

- —

al Spaces on the DoubleCross Board

Ilhere are five types of special spaces that can be placed on the
jleCross game board: bonus point spaces, mystery spaces, col-
liombs, directicnal bombs, and blocking spaces. All of these

§ are optional and can be turned on and off in the

leCross game settings.

. Bonus Point Spaces

lonus point spaces give you bonus points when you play on

. Fach space on the board starts out as +5 points.

en you play a tile on a bonus point space you immediately
¢ number of points shown on the space, and the value of each
lis point space remaining on the board is increased. (Bonus

— Il spaces can be worth a lot of points near the end of the game!)

Completing a word

R/

+1 point per letter in word

Stabilizing a tile in a word

Mystery Spaces

+full word score®

Playing on a colored bomb

Mystery spaces do unpredictable things. You never know what

Playing on your own
colored bomb

Picking up a directional bomb**

Picking up a multi-directional
bomb*#

Having a letter blown up
{by bombs or illegal plays)

#E PO ht happen when you land on a mystery space. The only way 1o
| out is to try it!

+16 points

+2 points Colored Bombs
Colored bombs are placed in the corners of the game board.

+4 points ire is at least one bomb of each players color in a game.
If you play on a colored bomb that is a different color than

-4 points it own, all of the unstable tiles of the same color as the bomb are

Having tiles lelt in the rack
at game end

troyed. In addition, any unstable orphaned tiles (tiles that are no
per connected to other letters) are destroyed, and the tiles’
nier or owners lose points for those tiles.

-4 peints per tile

Having unstable tiles left on
the board at game end

f you play on your own colored bomb, the bomb is considered

-1 point per tile used and will not do anything; you will get points for defusing

* See the scoring example earlier in this chapter.

however.

#* You get points for directional bombs even if you don't have any
more room for them in your bomb tray
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Directional Bombs

A directional bomb can be placed on the board to destroy all
unstable tiles in its path (indicated by its arrows). Tiles are
destroyed regardless of color.

Directional bombs can be placed anywhere on the board,
excepl on a blocking space.

There are three types of directional bombs:

board to destroy unstable tiles in the same column as that square.

: The east-west bomb can be placed on a square of the
board to destroy unstable tiles in the same row as that square.

be placed on a square of the board to destroy unstable tiles in the
same row and celumn as that square.

Directional bombs are different from bonus point spaces and
colored bombs, because they don't go off immediately. When you
play on a directional bomb space, the bomb is moved to your rack

homb, 2 points for the other directional bombs.) 1f you already
have two bembs, vou don't get any more bombs, but you still get
points for playing on a bomb,

Alter a bomb destroys tiles, any orphaned tiles are destroyed,
and points are deducted from the tiles’ owner or owners for each
blown up tile.

Note on playing colored and directional bombs: Sometimes
when tiles are destroyed, other tiles may be made stable. 1f the
destruction of a tile causes another unstable tile to no longer be
part of any partial words, it will become stable. The exception is
when the tile is in the “line of fire” of the bomb’ explosion, in
which case it will be destroyed even if the explosion of a previous
tile would cause it to be made stable.
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The north-scuth bornh can be placed on a square of the

The north-south-east-west (multi-directicnal) bomb cai

and you get points for picking it up (4 points for a multi-directionil

ote that the player who owns the tile will get appropriate
s for the tile being made stable. Note, too, that it is possible to
1l a word by blowing up a tile. In this case, the player who
dl the bomb gets the points for the word.

| Blocking Spaces
Blocking spaces are spaces on the grid where no tiles can be
¢d. These spaces are dispersed randomly on the grid.

tegies for DoubleCross

The key to doing well at DoubleCross is to make the longest
Sible words, using the fewest unstable tiles of your opponents
tause using their tiles gives them points).

It’s also very important to get to the bonus point, mystery, and
mb spaces before your opponents do. Bonus point spaces are a
-t-way to get points, and you don't have to make a complete

rd to get the bonus points! Bombs, especially the colored ones,

| devastate your opponents {and you).

Be sure to make as many complete words as possible when you
ly tiles, because unstable tiles can cost you points in the future.

' The number of tiles remaining in the game is shown at the top
the screen. When the number of tiles is 30 or fewer, the game
jght end scon; try to play as many tiles to the board as possible
nee unused tiles lose you points). Making complete words is best,
L even partial words are helpful, because at the end of the game

1 lose more points lor tiles in your hand than for unstable tiles
Lhe board.
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Notes on Playing Bombs

When playing on another players colored homb, note that (lif
bomb may orphan some of your unstable letters, destroying theni.

Know the consequences belore playing on a colored bomb.
When placing a directional bomb, maximize your opponenty
destruction, but minimize your own.
Holding on to directional bombs until you need to clear tiles
off the board can give you an important edge. Note that playing i
directional bomb will cause remaining letters to stabilize if they
malke a complete word.

88 DeubleCross

Minimium THes to Click: 2. ‘Files Remaining: 104

hat Is Gravity Tiles?

ravlty Tiles is a fun and ac.dlﬂtwe aohtalre puz.a e gamu, In

Your objective is twofeld: to clear the board as much as possi-
cand to clear large groups of tiles to make more points. {And
letimes you might want to choose just one goal as these objec-
5 can be mutually exclusive!)

here are infinite ways to play a single puzzle, as each decision
| make changes the game entirely.

the Game is Played

In Gravity Tiles, you try to remove as many tiles as you can
1 the board by clicking groups of two or more matching, tiles to
ove them. Removing large groups gives you more points.
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ying with Royale Tiles

When playing with the Royale option turned on, the animated
(! oly Orb in Medieval, Eagle in Southwest) are worth more
15 than the other tiles when removed, particularly when

ived in large groups. Removing royale tiles in a group of 15 or
 liles scores so many more points relative to the other scoring
Jitunities, creating large groups of royale tiles is the goal of

ity Tiles Royale.

egies for Gravity Tiles

It is often sale to remove groups of tiles at the top of the board
a5 these will have minimal effect on other tiles and it is easier
Il what is going to happen when they are removed.

A good strategy is to clear tiles on the left side of the hoard

I, since columns that are removed collapse the board from right

Fig. 1: Removing Groups of Matching Tiles

When you remove a group of tiles, any tiles above those tiles
fall down. Try to remove all the tiles on the board. If you remove
entire column of tiles, any columns remaining to the right slide to
the left. The more tiles you remove with one click, the more poinis
you score, so try to set up “big clicks.”

The game ends when no more groups of tiles can be removed,
Note that if you're playing with the Moveable Tiles option
(described below), even if you have no more groups of tiles avail-

able, the game will not end if you have a drag move available thal
could continue the game.

Playing with Moveable Tiles

Turn on the Moveable Tiles option in the game settings to let
you move tiles to try to make more matches. With this option, you
can slide a tile on the top of any column either left or right, one
column at a time. If the tile is blocked by another tile or the edge ol
the board, it stops moving and can no longer be moved in that
direction. A tile also stops il you release the mouse. If it is moved
so there is no tile immediately beneath it, it drops.

When a tile stops or drops, and it touches other tiles such thal
it makes a match, the tiles in the matching group are removed. Il
the tile is stopped or dropped and does not make a match with the
tiles its touching, it is returned to its original place.

en using the Moveable Tiles option, there may be more

N one place you can move a particular tile; make sure you are

Ving it to the most strategic place before moving it or letting go

the mouse. Note that if columns have been removed [rom the
edge of the board, you can drag tiles to the rightmost empty

lumn (it must make a match as a result of the drop).

rategies for Gravity Tiles Royale

When your entire focus is on creating a group of one kind of
\, your stralegy changes quite a bit. Instead of trying to build
Vards removing big groups or all the tiles, you focus completely
selting up big groups of royale tiles, at the expense of making
groups of the other tiles. Following are some tactics for string-
 together a 15+ Royale Tile chain.

‘Eliminate columns without Royale tiles. A column without a
yale tile will create a gap in your horizontal chain. Therefore, you
15t have fifteen or more Royale tiles in consecutive columns for a
i removal to be possible.

90 Gravity Tiles
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Bring the Royale tiles up high down low. Since tiles can'l
ever go up, in order to create a horizontal Royale tile chain, you
will need to link them together across the lower part el the grid,
Lock at your grid, and look for any Royale tiles above the botton
three rows. In order to make high-up royale tiles part of your clu
most of the tiles underneath them must be cleared.

Some Rovale tiles are expendable. There are twenty-five
Royale tiles, and you only need to string together 15 for the big
points. While stringing together all 25 is a great accomplishmen,
sometimes you have to accept that a royale tile won't be part of tly
big chain. Tt is better to cut your losses and focus on the big pictu
than to wreck your board trying to herd a few stragglers into the
fold.

Watch for singleton tiles in “must-clear” areas. If a tile yoil
know needs to be removed is not touching one of it's kind, look
few clicks ahead before removing anything. Make sure you can
click your way to having the straggler paired up, or you are sunk;

the Game Evolved

* Mahjong Tiles (sometimes known as Taipei) is a simplification
Mah Jongg, which itsell is an American simplification of a

Inese game of the 19th century. (The Chinese original was played
different rules and known by different names throughout that
Intry; one name Lhats come down to us translates rougnly as
ime of the Four Winds.™)

- An American businessman named Joseph Babcock, who was
ing in Shanghai at the close of World War I, played the Chinese
iie and fell in love with it. He thought it would appeal to
lericans, so he set about codifying (and streamlining) the rules.
ock coined the name Mah Jongg for the new version; suppos-
he tock this name from the bird that appears on one of the
nes tiles. The bird represents a mythical figure called by the
linese (this is an approximation) Mah Jongg, “Bird of a Thousand
elligences.”
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Babcock might not have been as smart as that bird, but his
hunch about the gaming marketplace was sound. Mah Jongg
became a thunderous hit in the United States, Great Britain, and
Australia in the 1920s. The game is still played today, though il ng
longer commands an army of fanatics as it did 70 years ago.

Mah Jongg is superficially similar to Dominoes in that both
games use tiles, or bones, and because the arrangement of the tiles
forms the “board.” Mahjong Tiles shares that similarity with
Dominoes; it also resembles certain card games, such as Solitaire,
where uncovering hidden cards is the order of the day.

‘the same number only. Two tiles with 9 of Circles match, but a
Circles and a 9 of Bamboo don't match.

In two special suits, Seasons and Flowers, you can match any
in that suit. In Seasons, you can match any of the seasons

ler (Spring and Winter or Summer and Fall, for example). In

seasons and Flowers look different in the Chinese and
plian tile sets:

How the Game is Played

At the start of the game, the tiles or bones are randomly
arranged in a pattern; you can choose from one of many pre-
designed layouts. Using the Layout Maker, you can even design
your own Mahjong Tiles layouts.

Your job is to match exposed tiles in pairs (a tile is exposed |
its left or right edge is not touching another tile and there are no
tiles on top of it). Each pair, once found, is removed [rom the lay-
out. You keep matching pairs until there are no more in the layoul;
trying to end with the fewest tiles remaining. You can then stop ang
begin a new layout, or “reshuffle” the remaining tiles and continu¢
on.

Fig. 1: Seasons and Flowers (Chinese)

Fig. 2: Seasons and Flowers (Egyptian)

Note that the tiles you get in a game will depend on the num-
ftﬂes used in the grid, so not all games will include Seasons
| Flowers.

rategies for Mahjong Tiles

‘Mahjong Tiles is like an overstuffed version of Solitaire; the

ird needs trimming down fast, and its your job to do it. In com-
fing Mahjong Tiles and Solitaire, you'll find that the rules are very
{erent (matching pairs versus combining suits and ranks), but the
llegy is quite similar,

| The playing field in Mahjong Tiles is a puzzle that must be
locked. Look to see what tiles will unlock other tiles. As in
litaire, you have no guarantees that the puzzle is solvable at all (a
ded “key” may be out of reach behind or beneath a tile). You

1, however, postpone or completely avoid the typical dead end
fiere you have no plays left) by making the best play when you
ve several choices available.

You can play Mahjong Tiles with another person, if you like. i}
this game, each player tries to make matches on his or her turn; ifi
player gets a match correct, he or she gets another try; when he of
she misses, the turn passes to the other player.

How Tiles Are Matched in Mahjong Tiles
There are seven categories, or suits, ol tiles. Mahjong Tiles uses
two different tile sets: Chinese and Egyptian. You can change the
tile set you play with in the game settings.
In five of the seven suits, you can only match tiles that are
exactly identical by number and picture. You can't match tiles thal
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Fig. 3 shows a simple illustration of how the Mahjong Tiles ASTER MATCH

configuration must be “unlocked” il you wish to win the game,
Three available matching tiles have large round circles (with 15 1)
the upper right corner). You can match two of the three; which |
do you choose? The two tiles in the lower right unlock a 3 tile anil
a 6 tile, while the third tile (upper left) doesn't unlock anything (i
adjacent to a hidden tile). Take the two in the lower right; other

wise, you're reducing your [uture options.

Code-breaking games like Master Match have been popular for
lile some time. Requiring little more than a piece of paper and a
fcal mind, these puzzles are favorites of mathematricians, physi-
I8, cryptographers and other lovers of logic, but are easy enough
fanyone to understand and can help teach valuable analytical

Fig. 3: “Unlocking” Mahjong Tiles

The crucial element that makes Mahjong Tiles more skillful
than Solitaire is that you can see most of the tiles. In standard card
Solitaire, most of the cards are hidden beneath stacks one to seven
cards deep. If you need a specific card, you have to get lucky to
pick the right stack. With Mahjong Tiles, on the other hand, you
can spend as much time as you want looking for the very best
move. So the big question is, do you have time?

In Master Match, one player creates a puzzle, and the other
Iyer tries 1o guess it as quickly as possible, by analyzing the
ults given by the code creator as lo accuracy and position.
The original concept for Master Match comes from Jotto, a
e thats been around for hundreds of years. In Jotto, a player
ates a word lor another player to guess. Code brezking games
Ve been made with colors, numbers, and letters. Games using
Mors are popular as it can be easier to visualize patterns.
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You can play Master Match with one or two boards. In the
standard two-hoard version, there are two Master Match boards,
and each player makes a code for the other player to guess. Then,
you and the other player simultaneously try to guess each others'
codes.

In the one-board version, you play with one Master Match
board. If you're playing with a computer player, that player males
code for you, and you try to guess it. If you're playing with a
human player, you take turns making and guessing codes.

How the Game Is Played

One player makes a code by combining dilferent colored pegs
The other player tries to guess the code in as few tries as possible,

To play, one player secretly places a number of pegs in a row
on the board. The other player then makes a guess by placing pegs
on the Master Match board. The results of the guess are then
shown. .

The blue Correct Place & Color result tells you how many pegs
are the correct color and are in the correct place, whereas the white
Correct Color result tells you how many pegs are the correct color
but are not in the correct place. This information helps you make
an educated guess at the code in future tarns.

Normally, each peg in the secret code is a dillerent color; for a
more challenging game, uncheck the No Duplicates option in the
game options. Note that regardless of this setting, you can use two
or more pegs of the same color when you guess.

Fig. 1: Master Match Guess

You learn at least two things from the combination of these two
ilts. Although you used three of the same colors of pegs in your
it and second guess, in your second guess, only two pegs were
correct color (three were correct in the first guess). So you

w that yellow (the only color you omitted) is definitely in the
zle, and the new color, purple, is definitely not in the puzzle.
Although you left white in the same place in each guess, the
ult for Correct Place & Color changed from 1 to 0 (nothing), so
{ know that white is definitely not in the correct place.

For your next guess, you should add a yellow peg to your

ess, and you might want to try guessing white in a different

Ice. Note that although you know yellew is in the puzzle, you

rategies for Master Match

Be sure that each guess you make is consistent with all the

ults you've had in the past. If your first guess tells you that three
ors are right, keep three colors in the next guess. If your first

ess tells you that one peg is in the right position, keep one peg
d only one) in one of those positions for future guesses.

1If one color is eluding you, try placing multiple pegs of that
_;_:. in your guess. Placing four red pegs in a row will tell you
linitively whether red is in your puzzle. This may also be a useful
fategy for the beginning of the game.

A Sample Guess

In Fig. 1 below, your first guess (on the bottom row) gives a
match result of 1| 2. This tells you that one peg is the correct color
and is in the correct place, and two pegs are the correct color, bul
are not in the correct place.

For your second guess, the match result of 0 | 2 tells you that
two of the pegs are the correct color, but none of the pegs are in the
correct place.
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MaxiMuM POOL the Game Is Played

Asking how to play Pool is like asking how to play cards: it
itnds on the game. The basic idea of most Pool games is to

Countless game variations have emerged from this foundation;
tlassics are all represented in Maximum Pool, as well as some

to Shoot

There are several ways to line up a shot in Maximum Pool.

iL, you can use your mouse to move the cue stick around the cue
l, You point at the cue stick with the mouse, press and hold the
‘mouse button, and then move the stick to the desired location.
tase the mouse button when you're done.

How the Game Evolved

The modern-day game of Pool, or Billiards, has at least some ol
its roots in 15th century Europe, where a popular Croquet-style
game known as Ground Billiards made its way indoors to become
Billiards. The indoor version was played on an elevated table with §
green felt covering (a nod to the grass of the outdoor game), and i
rim to keep the balls from falling off the edge. The game played lik¢
miniature Croquet, though, and not like the Billiards we play today

The game evolved as its popularity grew, although details
regarding the advent of pockets over the original Croquet-style
game are sketchy. Over the years, innovators made steady improves
ments to the balls, cues, and tables to create a more consistent plays
ing field, and to give the player more control over the ball. Slate
tabletops, ivory (and ultimately composite} halls, rubber rims,
leather cue tips, and chalk all changed the game forever. Pool now
stands as one of the most popular pastimes in the world.

For finer cue stick movements, place your mouse pointer over
cue stick controls located in the lower-left corner of the win-
W. Clicking on the triangular buttons moves the cue stick
ibothly around the cue ball. You may also use the left and right
f5or keys to move the cue stick. Perhaps the most powerful way
line up a shot is to use Maximum Pool’s unique “target” ball, The
get ball is slightly see-through and has a small red bulls eye on
its name implies, this ball acts like a target, and you place it

[ the table at the spot you want the real cue ball to go.

You move the target ball by pointing at it with the mouse,
§sing the lefr mouse button, dragging the ball to the desired
1, and releasing the mouse button to drop it. Even if you aim
moving the cue stick, the target ball automatically moves around
itable to show you where the cue ball will end up.
Striking the ball is easy, too. To hit the cue ball, move the
flise pointer over the cue stick that appears on the right side of
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the window, press the left mouse button to grab the stick, move (i
mouse down to pull the stick back, and then release the mouse
button to strike the ball.

You can also use the cursor down key to pull the stick back
and the space har to strike the ball. The farther you pull back, the
harder you hit the ball.

For players who prefer a little more control, you can pull the
stick back, as usual, but then continue to hold the mouse button
down while you push the stick forward to hit the cue ball. This
gives you direct control over the strength of the shot based on how
fast you push the mouse forward.

e players, however, as three sequential players must use two
rnating cue balls. For example, player 1 uses white on the
ik, then player 2 uses yellow, then player 3 uses white, and then
yer 1 uses yellow, then player 2 uses white, and so on.
- The player who breaks must hit the red ball first and drive a
Il to the rail or its considered a foul,
You score a point by striking both object balls with your cue
il in a single shot. If you accomplish this without fouling, you get
 point and the chance to shoot again.
. You lose one point {(and your turn) whenever you foul. You
il when you knock a ball off the table, make the cue ball jump,
fail to knock the cue ball or an object ball against the rail.
The first player to reach the agreed upon score wins the game.
itthroat

Cutthroat is an enjoyable three-person game where each player
s to knock in all of the other players’ balls. The first players
lls are numbered I through 5. The second player has balls 6
fough 10, and the third player has balls 11 through 15. The The
L player with any balls remaining on the table wins.
To be a legal shot, the cue ball must hit one of your oppo-
ints balls before hitting any others. You can continue to shoot as
0g as you pocket a ball without fouling. You foul when you sink
6 cue ball, knock a ball off the table. or fail to hit one of your
Jponent’s balls before contacting one of your own. It is also a foul
you [ail to sink a ball and no balls touch the rail after a ball is hit.
When you foul, both of your opponents have a ball put back
I the table plus any of their balls that were pocketed on that shot.
If you don’t have any balls on the table when your turn comes
), your turn passes 1o the next player. Since you can put a ball

on the table when another player fouls, it’s always possible to
 back in the game.

Rules to Classic Games

Basic Pocket Billiards

In Basic Pocket Billiards, you get one point [or each ball that
vou legally pocket, and the first player with eight points wins.

You get one point for each ball that you pocket on the break,
plus you get to shoot again. Before each shot (other than the break
you must specily a ball that you are going to pocket by clicking on
it or pressing the Tab key until the ball you want to sink is high-
lighted.

1f you pocket the highlighted ball, it, and any other balls that
go in on the same shot, are considered “legally pocketed” and counk
as one point. You also get to shoot again.

You continue to shoot as long as you pocket the highlighted
ball without fouling. You foul when you sink the cue ball or you
knock a ball off the table. lllegally pocketed balls are always
returned to the table.

Carom Billiards

This popular European game is played with just three balls—
white, yellow, and red—on a table without pockets. The cue balll
alternates between the white and yellow ball. With two players, lol
example, player 1 uses the white ball as a cue ball and player 2 uset
the yellow ball as a cue ball. It gets a tad more complicated with
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Eight Ball

The goal of this classic two-player game is to sink the eight
ball. Before you do that, however, you must pocket all of your oth
balls first.

Your balls are either solid or striped. The solid balls are balls |
through 7. The striped balls are balls 9 through 15. The type of hill
sunk on the first successful shot after the break determines whetli
the shooter is solids or stripes. I[ balls of both types go in on this
shot, the shooter chooses solids or stripes.

You can continue to shoot as long as you manage Lo sink al
least one of your balls without fouling. You foul when you sink thy
cue ball, knock a ball off the table, or fail to hit one of your balls ih Out. Also, the next player gets the option of taking the nex:
before contacting any others. It is also a [oul if you fail to sink you )L or passing it back to you.
ball and no balls touch the rail after your ball is hit. If you lose your fation
turn because of a foul, your opponent gets to place the cue ball
wherever he or she wants.

If you sink the eight ball with any of your balls still on the
table, you automatically lose the game. You also lose if you knock
the eight ball off the table, scratch when sinking the eight ball, or
sink any other balls in the same shot that you sink the eight hall.

Before attempting to sink the eight ball, you must highlight the
pocket you're aiming for by clicking on it with the mouse pointer,
If you sink the eight ball in a different pocket, you automatically
lose the game. If you fail to pocket the eight ball, you lose your
turn. If you sink the eight ball in the highlighted pocket, you win!
Nine Ball

This popular game, in a shocking surprise, is played with a
total of nine balls (numbered one through nine) and your goal is
sink the 9 ball. That may sound easy, but there’ a catch: you musl
always hit the lowest numbered ball on the table [irst.

During your turn, you can continue to shoot as long as you
manage to pecket a ball without fouling. You foul when the first
ball you hit is not the lowest numbered ball on the table, you sink
the cue ball, or you knock a ball off the table. It is also a foul if you

Lo sink a ball and no balls touch the rail after you hit the lowest
bered ball.

If you lose your turn because of a foul, your opponent gets to
te the cue ball wherever he or she wants. Be extra careful about
king too many foul shots. Commit three fouls in a row and you
omatically lose the game.

If you do not have a clear shot at the lowest numbered ball

I a break, you can choose to Push Qut (click on the ? button

l select Push Out). After choosing to Push Out, you can hit the

 ball anywhere on the table without a foul. You don't get points
balls that you sink, and you automatically lose your turn after a

- When you legally sink a ball in rotation, you score its number
points. Sink the 12 ball, for example, and score 12 points. When
balls are sunk, il you have the highest score, you win.
You can't just aim for the highest numbered ball on the table,
Jugh. To be a legal shot, the cue ball must hit the lowest num-
ted ball on the table before hitting any others.
You continue to shoot as long as vou pocket a ball without
iling. You foul when the first ball you hit is not the lowest num-
fed ball on the table, you sink the cue ball, or you knock a ball
[the table. It is also a foul if you fail to sink a ball and no balls
ich the rail after you hit the lowest numbered ball.
Il you lose your turn because of a {oul, your opponent has the
tion of taking his or her turn, or letting you continue to shoot.
extra careful about making too many foul shots. Commit three
ils in a row and you automatically lose the game.
ooker

Snooker is a challenging two-player game with 15 red balls and
“color” balls (non-red balls). The object of the game is to
liscore your opponent. Each ball is worth a certain point value
ien you legally pocket it.
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Red: 1 point The penalty is the value of the given ball involved when you:

Yellow: 2 points 1) Sink a ball that should not have heen sunk

Green: 3 points 2) Hit the wrong ball with the cue ball

Browr: 4 points 3) Knock a ball off the table

Blue: 5 points Flnally; the penalty is 7 points if you shoot red when you are
Pink: 6 points iposed to be shooting color, ‘
Black: 7 points When the black ball is the last ball left on the table, the first

On the break, the starting player has ball in hand in the D-
shaped portion of the table. The cue ball must strike a red ball. It |
not necessary to send a ball to the rail or into a pocket.

At the beginning of each turn after the break, you attempt 10
sink a red ball. If you sink a red ball, you try to sink a color ball,
You alternate between sinking red balls and sinking color balls.

Red balls remain sunk when legally pocketed. Color balls are
returned to the table, unless all the red balls have been pocketed I
all the red balls are gone, even color balls remain pocketed when
sunk, and you must shoot at the color balls in ascending order (yel&
low, green, brown, blue, pink, and then black).

When you are shooting red, the first ball struck by the cue hal
must be red, and sinking color balls is a foul. When you shoot redi
you don't have to call the ball or the pocket.

When you are sheoting color, you select the color ball you are
going to sink (click on it or press the Tab key until it is highlight-
ed). Sinking any other ball or striking another ball first is a foul.

When you foul, the value of the foul is added to your oppo-
nents score. Then your opponent decides whether to shoot or ford
you to shoot again. If there are two fouls on the same stroke, the
highest point penalty [oul is counted.

The foul penalty is the value of the ball you are attempting to
pocket when you:

1) Miss all ohject balls
2) Scratch
3) Make the cue ball jump

Nt scored or foul committed ends the game. If the game is a tie

lis point, one player is chosen at random to decide who shoots
kt, and the black ball is placed at its home spot on the table. The
L shot to break the tie ends the game

iles to Cool Games

24 Cents 1s an addictive game with easy-to-learn rules. There
Lwo ways to win this game of loose change: be the first to pock-
20 cents or more, or, be the first to collect exactly 24 cents.

' The game starts out with 7 penny balls, 4 nickel balls, 3 dime
ls, and 1 quarter ball. Each ball is worth the value of the coin it
ﬁsentb. Legally pocket a quarter ball, for example, and your
e goes up by 25 cents. But, to be a legal shot, your cue ball
i5t hit the lowest numbered ball on the table before it hits any

You can continue to shoot as long as you pocket a ball without
lling. You foul when the first ball vou hit is not the lowest num-
ted ball on the table, you sink the cue ball, or you knock a ball

the table. It is also a foul il you [ail to sink a ball and no balls
ich the rail after you hit the lowest numbered ball.

1If you lose your turn because of a foul, your opponent gets to
te the cue ball wherever he or she wants, And, any balls pocket-
on a foul shot return to the table as nickels,

106 Maximum Pool Hoyle® Table Games 107




Chameleon Ball

In Chameleon Ball, each player is assigned a color. Your goal |
to sink balls of your color. An easy task, if it weren't for the fact (|
the balls keep changing color.

Let’s say you are blue. The cue ball turns blue whenever it Iy __ ants. This can be a blg advantage for your opponent when
your turn. All of the other balls are Chameleon balls, and they st l're playing on Mad Bomber’ “cool” table, since there is only one
out gray. When hit by the cue ball, a gray Chameleon ball takes aif ket to shoot for.
the cue ball’s color. If a Chameleon ball is wearing an opponent’
coler, you must strike it once to knock that color off; then strike I
again to make it blue. You score one point for each blue ball that '
pocketed.

Be careful not to knock in balls of another color, or you will
score points [or your opponent. You lose your turn if you scratch,
knock a ball off the table, or fail to sink a ball ol your color.

The player with the most points at the end of the game wins,
Mad Bomber

Mad Bomber is a truly explosive game of pool. The goal is 1o
score as many points as you can, or reach 50 points first.

No points are awarded for balls pocketed on the break. Altes
the break, each ball is worth one, two, three, or five points. Sink i
ball with a 2 on it, for example and you get two points, as long au
it's still a 2 by the time it drops in the pocket. You see, the balls
change value when they're hit by the cue ball.

All balls start out as green 3 balls. If you hit one with the cue
ball, it turns yellow and “counts down,” into a 2 ball. Hit a 2 ball
and you make a red 1 ball. Hit a 1 ball and look out! A 1 ball will
tuwrm into a short-fused bomb. Fives seconds and — BOOM! — it
explodes, scattering surrounding balls across the table.

If any bombs explode before they land in a pocket, the game
randomly selects a 1, 2 or 3 ball and spots it on the table. You get
whopping five points [or pocketing a bomb ball before it explodes;
but you also lose your turn. In fact, you lose your turn anytime yol
set oll 2 bomb. You also lose your tumm if you fail to sink a ball o

| foul. You foul when you sink the cue ball, knock a ball off the
¢, or fail to hit a ball.

f you lose your turn becau@e ofa foul, a ball is returned to the

Maximum Pool’s Poker brings the popular card game to the

ol table, complete with a special “deck” of playing-card balls.

ir goal is to pecket the best poker hand.

You and your fellow players must sink two racks of balls to end

‘game. Both racks come from the same deck, so you will never

tounter two identical balls, such as two aces of spddea. The play-

with the best poker hand after the last ball goes in is the winner.
To keep things interesting, at least one ball in each rack is “face

wn.” Balls that are face down have a question mark on them, and

i won't know which card 1 they hide until the end of the game.
As in standard Poker, you have to build your hand out of five

ills. So, alter you've collected five balls, you have to discard a ball

ff every new one you pocket. To keep the hand you've already

ilt, simply discard your most recently pocketed ball.

You only get one shot per turn. If you sink more than one ball

your shot, you get to keep the first ball that drops in. All of the

fier balls are put back on the table.

If you foul during your shot, all balls pocketed on that shot are

lurned to the table. You foul when you sink the cue ball, knock a

Il off the table, or fail to hit a ball. After a foul, the next player

15 to place the cue ball wherever he or she wants.

Before you take a shot, you can click on the Rank button found

| the left side of the window to see a list of Poker hands sorted in

ning order. You must have five balls for any of these hands to

iint — even a pair — because any player that ends the game with

wer than five cards automatically loses.
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When you think you have the best hand you'll get, click o |
Stand Pat button to signal that you're happy with your hand. If all
players decide to Stand Pat, the game ends early.

Rocket Ball

Rocket Ball is a [ast-moving game that is easy to learn and a
blast to play — the perfect choice if you're looking for a quick gam

Your goal is simply to pockel as many balls as you can, and (e
table’s Rocket Balls are there to keep things moving. Rocket Balls
appear as glowing blue balls that blast off when hit with the cue
hall. A launched Rocket Ball will continue to fly around the table
until it either knocks in a ball or lands itself inside a pocket.

You get one point for each ball that you sink, except the Rockg
Balls. If you sink a Rocket Ball, you lose your turn, and it turns o
Double Mode. In Double Mode, pocketed balls are worth two
points instead of one. You also lose your turn if you scratch, knock
a ball off the table, or fail to pocket a ball.

The player with the most points at the end of the game wins.

Strategies for Maximum Pool

Don't hit the ball too hard! It’s tempting to put a lot of force
behind each shot, but you can scratch easily this way. As you play,
try to get a good feel for the relationship between how far you pulll
back the cue and the strength of the resulting shot.

Consider vour leave. Where is the cue ball going to stop,
assuming you make your shot? Shooting with the next shot in minl
is the mark of a good player. Shooting with the next several shots (i
mind is the mark of an excellent one.

Practice proper English! You can apply spin, known as
“English,” to the cue ball by adjusting where you hit it. Before youl
shot, roll your mouse over the cue ball in the upper-right corner ol
the screen. Clicking on the cue ball changes where you will strike ||
on your next shol. By hitting the cue ball off-center, you will apply
English to it, giving you finer control over where it will come to
rest after the shot. It takes some practice, but mastering the applici
tion of English will improve your game dramatically.

110 Maximum Pool

low the Game Evolved
Racing games have been developed by almost every culture on
irth. When the Conquistadors landed in Central America, they
ere surprised to find the Indians playing a game on a cruciform
toss-shaped) track with some resemblance to Pachisi.

Pachisi is a Hindu word meaning 25, a relerence Lo the method
| scoring used in the original game. Its an old game, perhaps dat-
i [rom the era in which the Indians (of India) invented Chess

ith century AD). It5 still popular in India.

The Pachisi we're familiar with in America was patented by an
nglishman in 1896. He called it Ludo, but in this country we call
by its ancient name (though we use the Ludo rules). The modern
bard is square, but the track on which the pieces race is still cross-

Americans also know this game as Parcheesi™ (introduced in
titain in 1874), Sorry!™  which uses cards and a square track
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instead of dice and a cross-shaped track, and Trouble™, which uss
dice in a plastic bubble in the center of the board. You push on the

bubble to “throw” the dice. The track is a square.

Its worth mentioning two aspects of Pachisi (besides its name)
that help to identify its origins:

First, the pieces move counter-clockwise; this is generally
thought to be characteristic of Asian games. In most Western
games, the pieces move clockwise.

Second, certain squares on the Pachisi board act as “castles” i1
which the pieces of one player (or one team) may take refuge and
not have to worry about being bumped back to the beginning of
the course. In some early forms of Chess, particularly as that game
spread eastward toward China, each side could send at least a few
pieces to safety inside a castle or citadel.

How the Game Is Played

Players move their pieces (one at a time) out of their starting
area, take one trip around the track, and head up the middle (the
home stretch) toward home. A piece can’t move from its base
square to its entry space until the player has thrown a 5 on a die.
You have the option of passing the rest of your turns after you have
used at least one die value to move. Rolling doubles allows you an
extra turn (but you lose a turn if you roll doubles three times).

You can be bumped back to your base if you're not standing or
a safety space when an enemy piece lands on you. The “bumping”
player receives a 20-space bonus immediately.

Two pieces of the same color on the same space form a block-
ade that cannot be bypassed by any other pieces. A blockade can-
not be advanced up the board with doubles.

The first plaver to bring all four of his or her pieces home is
the winner. To enter home, you need an exact roll, for which you
also receive a 10-space bonus.

112 Pachisi

rategies for Pachisi

One decision you'll need to make in Pachisi is whether you
it to take an aggressive or conservative approach. Invariably, the
tmer will land you back in your starting square and heping for

. We recommend the conservative approach, however, being
gressive does pay off big dividends if you can bump another

tce: you get a 20-space bonus!

Conservative play involves entering safety spaces and avoiding
ing bumped by your opponent(s). You should end your move on
afety space whenever possible. Avoid leaving a safety space

lless your piece is relatively safe from enemy pieces.

It is also important how far around the board your piece has
weled. Obviously, you do not want to risk a piece that has almost
iched the safety of your home stretch.

Fig. 1 shows an example of taking a conservative approach

lhe arrows mark possible moves by green).

YELLOW
START START
AREA AREA

Fig. 1: Playing Conservatively
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Here, green might like to advance the front piece as far as pos
sible: seven spaces. However, it is a poor risk. Blue and red, thou
not dangerously close, are close enough to warrant concern (dou-
bles makes everyone a threat!). Because green’s front piece has
advanced almost completely around the board, green’ first priotity
should be to keep it sale from attack. He should move this piece
three spaces (onto the safety space), and move his other piece four
spaces.

Remember: 55 and 7's are the magic numbers. They will tale
you from one salety space te another.

BLUE

START O AREA

Advanced Strategies for Pachisi

Even if you play conservatively, at times you will have to
endanger your pieces by advancing them forward unprotected (i.¢,

L )

they're not ending on a safety space or in a blockade). The key is [0 gk'ﬁ?""" Q1E'£RT
move the piece that will be least threatened by your opponents. Try AREA AREA

to stay at least eight spaces (the more the better!) ahead of your
closest opponent. A piece usually moves seven spaces or fewer in i
given turn. Of course, also consider the number of enemy pieces
behind you; three pieces eight, nine, and 10 spaces back are far
more likely to get you than one piece one space back!

You have the option of using just one of vour die values, pass-
ing on the other. Use this rule to avoid placing a piece in danger.
Fig. 2 shows a situation in which passing on a move is a wise
choice. Green can take yellow by moving six. This is definitely good
However, alter taking yellow, green can move zero, three, 20, or 23
additional spaces (with the 20-space bonus). Using the 20 will put
him in considerable danger from blue and red. Moving three spaces
is the less risky option.

Fig. 2: Passing

Use blockades wisely by breaking them up carefully. If you
_'ow enemy pieces to bump you as soon as you break up the
lockade, what’s the point? A good place to build a blockade is on
our entry square. The best time to build it is upon entering your
st piece into play. This will allow you to continue advancing
ieces while slowing down your opponents.
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ems likely that Waterman and/or Mollett were inspired by Go in
le invention of their games.
low the Game Is Played

Reversi is played on an 8 x 8 board with black and white
lones. Black moves first.

REVERSI

Tasper
Seore: 18
s

The only legal moves are those that cause one or nore of your
Pponents pieces to become sandwiched between your pieces and
hus flipped (their color changes to your color). Only sandwiches

If you can't move, you lose your turn. The player with the most
lones showing of their color at the end of the game is the winner.
Strategies for Reversi

Most players of Reversi use one of three common strategies,
lepending on their level of experience. These are:

1. Capture as many squares as you can each turn.

2. Concentrate on capturing stable squares.

How the Game Evolved

In an unlikely coincidence, two very similar games were mar-
keted in the city of London in 1880. One game, invented by John
W. Mollett, was called Annexation, and was played on a board
shaped like a cross. The other game, invented by Lewis Waterman,
was Reversi. Reversi used the same 8 x 8 square board as Checkers,
Which of the two games actually hit the marketplace first is
unknown, but Watermans Reversi survived. This may have been
due in part to the fact that Jacques and Sons, Waterman’s firm,
legitimized the game by publishing The Handbook of Reversi in
1888.

Reversi is similar to, though more accessible than, the ancient
Asian game of Go. Besides their visual similarity, both games share u
theme of controlling territory by surrounding the opponent’s pieces
in order to reverse them (in Reversi), or capture them (in Go). It

3. Attempt o maximize your mobility (your play options)
while limiting the mobility of your opponent.

The first of these three strategies is simple: on each turn choose
he move that flips as many of your opponent’s pieces as possible.
this strategy works in certain cases, but yvou will often find that
jained territory is soon lost when your opponent {lips the pieces
dack. Its true that you want as many pieces as possible to show
jour color at the end of the game. But you will find that haphazard-
ly going for big flips in the early game won't achieve this goal.
The second strategy, capturing stable squares, is more complex.
[he main idea here is that some squares are more stable, and hence
hore valuable, than others because they are harder for your oppo-
lent to recapture. Corners are the most stable, since they can never
he recaptured. Squares along the edge of the board are fairly stable
Iso, since they can only be captured by other pieces on the edge.
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Other squares on the board are much more unstable and vulneri
ble.

Take a look at Fig. 1. Key squares in Reversi have standardize(l
letter designations: A, B, C, and X. All the edge squares are consid
ered valuable (C is better than B; B is better than the A) because
they are relatively stable. The corners are not marked because they
are obviously valuable. The X squares are discussed below.

abcde fgh

1| |c|alB|B|A|C

2[c|x X|c
3| A A
4|B B
5| B B
6| A A
7|lc | X X|c
8| |c|a|B|B|A|C

Fig. 1: Types of Squares on the Reversi Board

Advanced Strategies for Reversi

The X squares are generally dangerous plays because they
almost always allow your opponent, sooner or later, Lo take the
adjacent corner. Late in the game, or when the corner has already
been filled, you may {ind an X square to be your best play. But
before then, you should almost always look for ancther move.

An example of playing for key squares is shown in Fig. 2.
Here, Black has taken two edge squares along the top of the board
and is in goed position, Black can now also take the edge square al
b1 (indicated by a question mark). However, doing so would be a
costly mistake; it would jeopardize all of Black’s key positions (bl,
d1, and el). If Black takes b1, white will move into c1, subsequent
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Fig. 2: Playing for Edge Squares
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Fig. 3: Losing the Edge
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gain control of the corner, and wipe out all of Black’s edge posi-
ns (Fig. 3 shows the end result). Black must do something else
Stead; just about anything else would be a better move.
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The third strategy, mobility, is more difficult to illustrate. It I8
also counterintuitive. Looking at Fig. 4, your first inclination might
be to say that Black is firmly in control. In fact, White is in control;
Black is currently immobilized, while White has options for taking
pieces on every side.

)
o

C

(1)

it
(=]

=

000000 -

0~ o0 g B~ W N =

Fig. 4: Who is Winning?

Remember that players are only allowed to make moves that
cause one or more pieces to be flipped. By limiting your opponents
choice of such moves, you gain control because you get to choose
how the hoard is developed.

However, it is not easy to achieve a board position where you
dominate your opponent in terms of mobility. To do so, you musl
sacrifice pieces and try to capture central positions instead of pieces
along the frontier of play. Fig. 5 illustrates this concept. White has
too much frontier space, and Black is in control.
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Fig. 5: Black Keeping White on the Frontiers

The trick to controlling mobility is to constantly look at the
ard from your opponents point of view. What moves can you
ke that will leave your opponent with the [ewest available

oves?
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Some of Rummy Squares’ excitement comes from the [act that
ityers can do a certain amount of “grandstanding.” Each players
fact number of tiles is kept hidden, and in one play, a player can

RumMMY SQUARES

' the Game Is Played

In Rummy Squares, you and the other players play tiles to the

A sequence is a set of three or more consecutively numbered
es of the same color.

Fig. 1: Examples of Sequences
A group is a set of three or more tiles of the same value all in
lifferent colors.

How the Game Evolved

Rummy Squares is a derivative of the ancient Turkish game
Okey, a rummy-like game using numbered and colored tiles that ae
similar 1o dominoes in feel and heft. A number of similar rummy
game variations exist, including card games like Carousel, Shanghal,
and Vatikan. All of these games involve playing cards or tiles to the
board in melds (sequences and groups) and allow you to manipu-
late other cards or tiles in a shared play area.

Somewhat similar to Rummy (you can play on others’ melds)
and Canasta (there’s an initial meld requirement), Rummy Squares
is a deceptively simple game which is easy to learn and difficult o
master. Because you can manipulate all the tiles on the board in any
turn, there can be near-infinite combinations of possible plays at
any turn, and any player can change the geography of the entire
board.

Fig. 2: Examples of Groups

There are two jokers in the game; you can use jokers to repre-
ent any other tile in 2 meld.

Fig. 3: Using a Joker in a Meld

You can manipulate melds containing jokers like any other
nelds on the board.

Once a joker is on the board, you can take it to use it in a new
neld by replacing it with a cifferent tile of the same value and color
rom your hand. The joker must be used immediately with two or
nore tiles from your hand.
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In Fig. 4 below, you can replace the joker in the meld with (I Some things you can do:
areen 10 in your hand (since the joker represents a green 10). « Extend a sequence or group by adding a new tile to the
front or end of it. (Fig. 5)

Fig. 4: Taking a Joker

Then, you can use the joker in a new meld with two or more Fig. 5: Extending a Meld

tiles from your hand. You cannot use the joker with tiles already o » Move tiles from one sequence or group to another
the board. sequence or group. (Fig. 6)

If someone goes out, and you have a joker in your rack, you
get a penalty of 30 points.

Making the Initial Meld

In your first play—called the initial meld-—you have to play
one or more sets of tiles worth at least 30 points [rom your hand (0
the board. This is the only play vou can make on this turm; you
can't make any other moves until the next turn.

To figure out what tiles are worth, add up their face values.

‘ Jokers are worth the amount of the tile they represent. * Split a long sequence into two, and add a tile to the begin-
Playing Tiles ning or end of a sequence (this is a very useful way to add
a tile from your rack to the board). (Fig. 7)

Fig. 6: Moving a Tile From One Meld to Another

Once you have made your initial meld, you can play tiles to
the board. If you can't play any tiles, you pass and receive cne new
tile.

You can lay down sequences and groups [rom your hand, or
vou can combine tiles from your hand with tiles already on the
board, in a number of different ways. You can manipulate as many
tiles on the board during your turn as you like, as long as at the
end of your turn all tiles are placed in valid sequences or groups ol
three or more tiles.

Fig. 7: Splitting a Long Sequence

* Break up an existing sequence or group entirely and use its
tiles in other groups. (Fig. 8)

124 Rummy Squares Hoyle® Table Ganies 125



Fig. 8: Breaking Up an Existing Group

Note that there are many different types of moves you can
make, and you can manipulate many different tiles on your turn,

Strategies for Rummy Squares

Try holding back tiles (at least some of them) until later in the
game. This prevents other players from using them and forces other
players to make plays Lo the table.

I you have more than cne meld in hand, consider holding
back a meld to play later; this ic better than passing and adding
more tiles to your hand.

If you have a cheice of how to play a joker, try to play it in
such a way that you can use it in a future turn. If you don't need il
held eon to the joker (to prevent others from using it}, but be care.
ful not to get stuck with it in your rack at the end of the game.

k. Ga Yo [loptien

What Is Wordox?

Wordox is a quick and exciting word game created by Sierra
Entertainment. Two to four players can play. Players have a certain
amount of time to place a word on the board. Use letters in other
words as part of your word to capture those letters from other play-
ers (and take points away from them). Playing on orange and pink
Squares can give vou exira points.

How the Game is Played

The starting player m