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INSTRUCTIONS

PLAYERS: 2

EQUIPMENT: Glass ñBackgammonò Game Board, 15 
Green Glass playing pieces, 15 Frosted Glass playing 
pieces, 2 Dice

Two players using the fifteen playing pieces set up playing 
pieces as in drawing shown. Each player throws a single 
die to decide who has the first move, high roll moves first, 
and ties throw again. Points of two dies cast are used as 
first move. Count begins on the next point to where the man 
rests. Errors in setting up men must be corrected before 
moving a man.

MOVING MEN: A man is played when moved the correct 
number of points. Errors must be corrected before next 
player throws. Numbers on both dice must be played if 
possible. The same men may be moved for both numbers, 
but the two numbers cannot be added and played as one 
move. Two different men may be jumped. There is no limit to 
the number of men of the same player on one point. A point 
with two or more men is BLOCKED against an opponent, 
although it may be jumped. When a player cannot move 
because of blocked points he loses the move. DOUBLES 
may be moved by four men, two men or one man, four 
times.

BLOTS: A single man resting on a point is a Blot; an 
opponent with the proper throw may (not compulsory) play 
a man to the Blot, and the man hit goes to the Bar and starts 
over. Two or more Blots may be hit in one play. A man on the 
Bar must re-enter his opponentôs inner table before making 
another move. He cannot enter on a blocked point. From the 
bar the piece can re-enter the game by moving to a point on 
the opponentôs inner table. The number of the two re-entry 
points are dictated by the role of the dice.

BEARING OFF: When neither player succeeds in playing all 
of his men in his inner table, he starts to throw off men from 
points corresponding to the die thrown. Play can either move a 
man or throw off. When casting a number higher than any point 
covered, a man from the highest point may be thrown off, 
but he cannot throw off a man if the point indicated is vacant 
and there is any man on a higher counting point. If, while 
bearing off, a man is hit, he goes to the Bar and must re-
enter in the usual way, travel all around the board to his 
inner table before more men can be moved or taken off.

DOUBLING: After the original stake has been agreed upon, 
it is doubled as follows. When casting for the first move 
each tie doubles the stakes. When the loser has not borne 
a single man from the board he loses a Gammon and the 
score is doubled. After the game start, either player before 
throwing, may offer double which the opponent must accept 
or surrender and lose the game as it is. To accept doubles 
the stake. The accepting player now has the sole right to 
offer another double. Doubles may continue indefinitely but 
there are usually not more than four or five in any game. The 
increase as follows: 2, 4, 8, 16, 32, 64, etc.
 
GAMMON/BACKGAMMON: The winner is the first player 
to remove all their pieces from the board. If the loser has not 
borne off any of their pieces, a Gammon is won and stakes 
are doubled. Using doubling, when the game is ended, the 
original stake is increased as many times as the total of the 
doubles.

PLAYERS: 2

EQUIPMENT: Glass ñCheckersò Game Board,12 Green 
Checkers, 12 Frosted Checkers

Place the board with the frosted square on each playerôs left 
using the green and frosted discs, each player places four 
pieces on the first three rows or clear squares; i.e. twelve 
pieces per player. Green always starts, and play is only on 
the clear squares.

A piece moves diagonally one square at a time, forwards, 
but never backwards. If a piece reaches the far side of the 














