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Checkers & Tic-Tac-Toe

INSTRUCTIONS

CHECKERS
Number of Players: 2

Object:
To caprure all your opponent’s checkers by
jumping over them onto a vacant space, or to
block your opponent’s checkers so that a move
cannot be made.

To Play:

Each player gets 12 checkers of one colour and
places them on the first three rows of black
squares, Make sure that the square in the left
hand corner closest to you is black.

Moves are confined to the black squares. Moves
can only be forward diagonally to a vacant
square, not backward or to a white square.

To caprure your opponent’s checker, the square
opposite that checker must be empry. Jump
over your opponent’s checker into the vacant
space, then take his or her checker off the
board. You cannot jump your own checker.
When one of your checkers reaches your
opponents side of the board, it becomes a
“King” and is “crowned” by having another
piece of the same colour placed on top of it.

Onee a King, you can move diagonally forward
OR backward. Kings may be jumped and
captured by regular checkers.

To Win:
You must caprure all of your opponent’s checkers,
or block them so that they cannot move,

TIC-TAC-TOE
Number of Players: 2

Object:
To be the first player to get 3 of his or her
playing pieces in a row — horizontally,
diagonally, or vertically.

Game Play:

After the players select their colour playing
pieces, the game can begin. The first player to
move places his or her playing piece on a vacant
square on the game board. The players then
alternate turns until the game is finished.
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Chess

INSTRUCTIONS
Number of Players: 1 ‘The Knighn
The Knight moves in a very special way: citber he goes forvard ane squase
Objects and then one square diagonally o the right o left, ar be goes immedialy

‘T checkmate ar trap the oppanent’s King,

Ser-Ups

Each player has 16 pieces arranged an each end of the board as follows:
First Rey - Rook; Knight, Bishop, Queen, King, Bishap, Knight, Rook
Second Row - 8 Pawns

The board has 64 squares, just like a checkerboard, Make suire it is placed
50 that a white square is ahways at the right hand of eaxch player.

Noter Queen is always placed o a sguare of her own cobour,

T My

1, Whiee by always the st v move.

2. Plapess aliernate naris, one move at & e,

3. ¥ player lands on an ocoupied square he or she capuaes the piece on.
the square. A player dossa’t have to capeure, bat if he or she docs, the
capeured piece is removed from the boand.

4. Only the Knight can jump aver ather pieces.

The King:

The King is the all-i |mpnmm piece, He moves only ome square a2 a time
in any direction — farwand, backvard, sideways ar dingonally. The King
can capture any enenry piece that is undefended, wherias he himself i nat
subject 1o cipture,

He: st not at any tme meave inta 2 “check” thar i contralled by the
opponent. The King st always stay a least one square away from the
apposing King. Bath Kings always remain on the baard,

The Queens
Like the King, the Queen can move forward, hackward, sideways ar
diaganally in a sesight line. She can move any number of squares.
peovided there is o abstructing piece in her pash. She may capesre an
enemy piece by remeving the caprured piece and pecupying the vacated

square,

The Hooks
The Rok is neat in pewer oo the Chucen, and it moves forward, backward,
ar sidevays (but noe diagonally] amy mumber of sqzares in a straigh line,
peovided there is i abstruction, The Roak captures by taking the space
of the pice it is capturing, The Ruok is also used in "castling.™

The Rishap:
The Bishop mives only diagonally, either forward or bakward and any
mumbser aof squares in 2 straight line, provided thore i na chatractian,
The Bishop capruses on the dagonal,

10 diaganally right or left square, and then forwand one square (this move
forms an “L"), The Knight is the anly piece that can leap over obssructing
pieces. The Knight captures in the sume way as the odher pieces. When a

Knight Jeaves his square he always bands on 3 square of the opposite wlour.

The Mawn:

The Pawn moves foeward anly (never backwarnd), On b Brest o o may
o elther ane or pwn squares. After thar it may move only one square 213
vime, capruring like the Bishop on « dizgonal. When sny Pawn areives at
thie last square of the opposite side, the player may subsitace for it any
ather picce eucept the King, As the games end sears, the Pawns become
incveasingly valnable,

Castlings

Each player has the privilege of “castling” ance in the game. Castling is the

‘maving of the King two squares t his right or beft toward the Rook and

then placing the Rook an the square an the ocher side of the King, A player

may castle subject 1o the following resricrions:

1. The King must not be in check.

2. He st not pass over or land an 2 syuare commanded by a hastile
chss piece,

3, Neithes Kirg nor Rook must have been previoasly meved,

&, No piece may intervens herween the King and the Rook.

Checley

“The King,is in check when he is attacked by one of the oppanent’s pieces.

s capeue s nx pemnuliﬂe Piyer making check must ey “check” nhen
g opp King. N ‘mmst do one of three things:

1, The King must move out oFdheck,

2, The hostilo paece that chiecks must be captisred,

3. A plece mast be pliced between King and attacking poce.

Checkmae
“This means the King has heen caprused. Becanse the object of the game is
the caprare of the appencnts King, the game is lost if none of the above
three maves can be made. The “check” then mrms into 2 “checkrmate.*

T Wi
T achieve chechmne,



