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ENGLISH

WARNING!

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

MAGYAR
FIGYELMEZTETES!

Nem alkalmas 36 honapos kor alatti gyermekek szamara.
Apré részek. Fulladasveszély.

TURKCE
DIKKAT.

36 aydan kiigiik cocuklar icin uygun degildir.
Kiiclik parcalar nedeniyle boGulma tehlikesi.
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The chess board should be positioned
between the players sitting across
from each other so that there is a
white corner on the board to the
right of each player. Each player has
16 pieces. Roll to decide who gets the
white pieces. The pieces should be set
up as illustrated. Make sure that the
white queen is on a white square and
the black queen is on a black square.
Players take turns moving a piece one
after the other. The player with the
white pieces goes first.
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white pieces
Aim
The aim of the game is to strategically move your pieces in order to checkmate the opposing
player's king. The potential checkmate must be announced to the opponent on the turn
before: saying “check” gives the opponent the possibility of saving the king by moving it
to a square where it is not at risk.

There are rules dictating how each player can move in order to capture the opposing king;
the pieces may only be moved in this way. In following these rules, each piece that is able
to move to a square that is already occupied by an opposing piece is allowed to capture
the opposing piece (remove it from play).

Chess pieces and rules for movement

777777777 Pawn

The pawns can only move forwards one square at a time towards the oppo-
i nent, except for their first move when they are allowed to - but don't have

to - move two squares forwards instead. The pawns are unique from the other
pieces in that they capture pieces in a different direction than their direction
of movement. They can only capture pieces diagonally in front of them.

777777 Example: A white pawn on the square d4 cannot capture a
& | black piece on the square d3, but it can capture pieces on
| the squares c3 or e3.

8 After capturing a piece, the pawn continues in its usual
direction, moving forward one square at a time. If a pawn
reaches the last square on the board, its owner can replace
it with any other previously captured piece.

Rook

i Rooks can move horizontally and vertically.

This means they can move forwards, backwards,
right or left for as many empty squares as possible.
As they start off positioned in the corners of the
board, it is not easy to bring them into play.
Exception: see castling.

Knight

Knights are the only pieces that can jump over other
pieces, both of the same and opposing colour. They
change the colour of the square with each move due
to their particular movement, known as a "Knight's
move". They move in an L-shape: two squares in one
direction and one square in the other direction. They
move at right angles.

Example: A knight on the square e6 has eight poten-
tial squares where it could move: ¢5 or c7, d4 or f4,

g5 or g7, d8 or 8.

Bishop

Bishops only move diagonally, either diagonally
forwards to the left or right or diagonally backwards
left or right, and for as many empty squares as
possible.

This means that bishops never change the colour of
the square where they were placed originally.

Queen

The queen is the most powerful piece in the game.
She has the combined movements of the rook and
the bishop. She can move horizontally, vertically, or
diagonally for as many empty squares as possible.
However, she can only move in one direction at a
time per move.

King

The king can move in any direction, but only one
square at a time. That means that the king can move
only to squares directly adjacent to its starting posi-
tion, unless that square is “in check".

Exception: see castling.

Castling

Castling is a move that can be performed as needed in order to protect the king and bring
one of the rooks into play. If the squares between the king and the rook are empty and
both the king and rook have not yet been moved in the game, both pieces can be used to
perform this particular move. How it works: The rook moves to the square next to the
king, and the king jumps over it to land on the other side.

Examples (using the white pieces):

Kingside castling (long castling): In the starting posi-
tions, the king is on 8 and the rook is on a8. Now the
rook moves to the square d8 next to the king, and
then king jumps over the rook to 8.

Queenside castling (shorter castling): In the starting
positions ,the king is on 8 and the rook is on h8.
Now the rook movesto the f8 square next to the king,

and then king jumps overthe rook to g8.

Winning

Generally the game ends with a definite winner if the king of one of the players is
captured or can no longer be protected.

However, there are multiple scenarios where the game could end undecided:

If a player can no longer move any pieces, the game ends in a “stalemate”. The king

can no longer be moved if there are no squares where it could move to without being

attacked (the king cannot move to squares where it would be at risk).

There are several possibilities to end the game in a “draw".

a) If neither player is in a position to put a king in check with the available pieces or
placements.

b) If a piece has been moved three times in the same position, the person whose turn it is
can claim a draw (threefold repetition rule).

¢) If no piece has been captured and no pawn has been moved in the last 50 turns, the
game ends in a draw.
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Helyezze a sakktablat a két egymas-

sal szemkozt il6 jatékos kozé Ugy,

hogy a jatékosok jobb oldalan mindig
1 afehér sarokmezd legyen. Minden
jatékos kap 16 figurat. Sorsoldssal
kell elddnteni, hogy ki legyen a fehér
figurakkal.
A figurdkat az dbran |athaté médon
kell felallitani. Ugyeljen arra, hogy a
fehér kirdlynd fehér mezdre, a fekete

f g h
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nak egy figurat).

A fehér kezdi a jatékot.

cél

A jaték célja, hogy iigyes Iépésekkel
az ellenfél kirdlyanak mattot adjunk.
A megel6z8 [épésben azonban kozoIni

kell az ellenféllel a mattolds lehet6ségét a ,Sakk!" bemonddsaval, hogy alkalma legyen
a kirdlyaval eqy nem veszélyeztetett mezdre Iépni.

Az ellenfél kirdlyanak sarokba szoritdsahoz a kiilonboz6 figurdk meghatdrozott,

a szabaly altal el6irt Iépéseket tehetnek. Minden figura, amely ezen szabalyok alapjan
olyan mezGre tud Iépni, amelyet eqy ellenséges figura foglal el, kilitheti azt a figurdt
(eltdvolitja a jatékbal).

818 88 & |8
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A figurdk és lépéseik

Gyalog

A gyalog mindig csak egy mezGt Iéphet elérefelé az ellenfél felé.

Az alapallasbol a gyalog kivételesen léphet 2 mez6t is el6re - de ez nem
kotelezd. A gyalog abban kiilonbozik az dsszes tobbi figuratdl, hogy az
{ités irdnya eltér a haladds iranyatdl. Csak keresztben, elGrefelé {ithet.

Példdul: Egy, a d4 mez6n all6 fehér gyalog nem itheti le
a d3 mez6n &6 fekete figurat, de azokat igen, amelyek
a c3 vagy e3 mez6kon éllnak.

& Az ités utdn folytathatja mozgasét a szokdsos haladési
iranyban - egy mez6t el6re. Ha egy gyalog eléri a tabla
utolsd sordt, akkor tulajdonosa lecserélheti egy mar
kilitott tetsz6leges masik figurdra.

""""" Bastya
A bastya fiigg6leges és vizszintes irdnyba
mozoghat.

Tehét vagy felfelé, vagy lefelé, vagy jobbra vagy
balra, mégpediq tetsz6leges szam Gresen &ll6
mezdn keresztiil. Mivel a bastyak a jatéktabla
sarkain alinak, nem kdnny( harcba vinni 6ket.
Kivéve: lasd sancolds.

1o0

Huszar vagy 16

A huszar az egyetlen olyan figura, amely dtugor-
hat mas figurakat, legyen az a sajat vagy az ellen-
fél figuraja. Minden 1épésnél valtja a mezf szinét,
amin all; ezt a [8pést ,I6ugrasnak” nevezziik. Két
Iépést ugrik az eqyik, majd egyet a masik irdnyba,
vaqy forditva, derékszogben.

Példdul: Az e6 mezdn allé huszar nyolc lehetséges
mezdre ugorhat: ¢5 vagy c7, d4 vagy 4, g5 vagy
g7, d8 vagy f8.

kiralynd pedig fekete mez6re keriiljon.
A jatékosok felvaltva [épnek (mozgat-

Futo

A futd csak atlésan mozog, tehat ferdén felfelé
jobbra vagy balra, illetve ferdén lefelé jobbra vagy
balra, mégpedig tetszéleges szamd iires mezdn
keresztil.

Ebbél kdvetkezik, hogy a futd sohasem viltja

a mez0 szinét, amelyen eredetileg allt.

Kirdlyno

A kirdlynd a legértékesebb figura a jatékban.
Egyesiti a bastya és a futd mozgdsat. Mozoghat
vizszintesen, fiigg6legesen és atldsan, tetszdleges
szam {ires mez6n keresztiil. Mozgas kdzben
azonban nem valthat irdnyt.

Kiraly

A kirdly mindig csak egyet léphet, de tetsz6leges
iranyban.

Tehat kiinduldsi helyérdl eqy szomszédos mezére
[éphet, kivéve, ha az sakkban &ll.

Kivéve: 1asd sancolas.

Sancolas

A sancolds egy olyan |épés, amellyel sziikség esetén a kirdlyt lehet védeni, és ezzel
egyidejileg az eqyik bastyat kbnnyebben jatékba tudjuk hozni. Ha a kiraly és a bastya
kozti mezok nem foglaltak, és még nem lépett sem a kiraly, sem a bastya, akkor a két
figurédt eqy 1épésben lehet mozgatni. A 1épés kivitelezése: A bastya a kirdllyal szomszé-
dos mezGre 1ép, a kirdly pedig dtugorja a bastyat, és megall mellette.

Példaul (fehér figurak szerint):

Nagy sanc (hosszabb Gt): Alapallasban a kirly

az e8 mez6n &ll, bastya pedig az a8-on. A bastya

a kirdllyal szomszédos d8 mezére Iép, a kirdly pedig
adtugorja a bastyat, és meqgall a c8 mezdn.

Kis sanc (rovidebb (t): Alapalldsban a kirdly az e8
mezdn all, bastya pedig a h8-on. A bastya itt is

a kirdllyal szomszédos mez@re, f8-ra 1ép, a kirdly
pedig a bastyan keresztiil a g8-ra.

Gyodzelem

AlapvetGen akkor van vége a jatéknak, ha az eqyik jatékos kirdlya mattot kap, vaqy az
ellen mar nem lehet biztositani.

Van viszont tobb olyan helyzet is, amikor a jaték dontetlennel végzddik:

Ha egy jatékos eqy babuval sem tud Iépni, az a ,patt”. A kiraly akkor szamit mozgas-

képtelennek, ha nem tud egy mez8re sem menekiilni anélkiil, hogy megtdmadnak

(a sakkban tartott mez6kre a kirdly nem léphet).

A remi" (dontetlen) elérésére tobb lehetdség van.

a) Ha a két jatékos koziil eqyik sincs abban a helyzetben (a meglévé figurdi vagy
a jatékszitudcié miatt), hogy mattot adhasson.

b) Ha ugyanaz a figura ugyanazt a [épést tette meg haromszor egymads utan (3 18pés
szabaly), utan, akkor az ellenfél remit kérhet.

¢) Ha az utolsd 50 Iépésben nem tortént figurakiiités, és nem mozgott gyalog, akkor
is remivel fejezddik be a jatszma.
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Siyah figirler
f g h
Satrang tahtasi, her bir oyuncunun
g g sag tarafinda beyaz bir kdse alan ola-
&8

a b ¢

cak sekilde karsilikli oturan oyuncu-
larin arasinda durur. Her oyuncuya 16
figlir verilir. Beyaz figiirlere kimin sa-
hip olacagini kura belirler.

Figirler gosterildigi sekilde dizilir.
Beyaz vezirin beyaz alan ve siyah ve-
zirin siyah alanda olmasina dikkat
edin.

Sirme (bir oyun figlird hareket ettiri-
lir) sirayla gerceklestirilir.

Beyaz oyuna baslar.
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Beyaz figirler

Hedef

Oyunun hedefi, zekice yapilan hamlelerle karsi tarafin sahini ,mat” etmektir.
Bir dnceki hamlede karsi tarafa mat etme olasiligi bildirilmelidir: ,.Sah", béylece sahini
tehdit altinda olmayan bir alana kurtarma ihtimali vardir.

Karsi tarafin sahini sikistirmak icin her bir figiir sadece belirlenmis hamleler gercekles-
tirebilir. Bu kurallar nedeniyle karsi tarafin figirii ile tutulmus bir alana siriilebilen her
bir figiir oradaki figiiri devirebilir (oyundan alabilir).

Figiirler ve hamle olasiliklari

Piyon

T Piyonlar sadece ileri dogru hareket edebilir ve 1alan kadar rakibe siriile-

| bilir. Ana konumdan piyon istisnai olarak 2 alan dne sirilebilir. Piyonlarin

é hareket yonii devirme yoniinden sapti§indan diger figiirlerden farkhdir.
Sadece dne dogru capraz olarak devirirler.

Ornegin: d4 alaninda duran beyaz bir piyon d3 alaninda
duran siyah bir figliri deviremez, ancak c3 veya e3 alanin-
da duran figiirleri devirebilir.

8 Devirdikten sonra bir alan 6ne dogru olan normal hamle
yoniinde devam eder. Bir piyon tahtanin son sirasina kadar
gidebildi§inde, sahibi onu daha 6nce herhangi bir devrilmis
figir ile degistirebilir.

Kaleler

Kaleler yatay ve dikey ydnde siiriilebilir.

Kisaca, liste, alta, sada veya sola dogru ve sayisiz
bos duran alanlar Gizerinden. Oyun alaninin kdsele-
rinde durduklarinda kolayca oyuna dahil edilemez-
ler. Istisna: bkz. rok yapma.

At

Atlar, hem kendi hem rakibinin figiirleri izerinden
atlayabilen tek figiirlerdir. Her hamlede alanin ren-
gini degistirirler; bu hamlelere ,.at hamlesi” denir.
iki adim bir y8ne bir adim diger yone veya ters yon-
de atlarlar. Dik aclyla atlarlar.

Ornegin: e6 izerinde duran bir atin atlayabilecegi
sekiz secenek vardir: ¢5 veya c7, d4 veya f4, g5
veya g7, d8 veya f8.

Fil

Filler sadece capraz sekilde istede gore yukar dog-
ru saga ya da sola veya asagi dogru saga ya da sola
ve sayisiz bos duran alanlarin dizerinden atlar.
Sonug olarak bir fil daha dnce durdugu alanin asla
rengini degistirmez.

Vezir

Vezir oyundaki en giiclii figlirdir.

Kale ve filin hareket tirlerini birlestirir. Yatay, dikey
ve ¢apraz olarak sayisiz bos alan tizerinden atlar.
Ancak bir hamle esnasinda iki farkl yonde hareket
edemez.

Sah

Sah sadece bir alan kadar ancak istedigi yone
hareket edebilir.

Kisaca, bir ,sah” tarafindan tehdit altinda olmadig
slirece baslangic alanin hemen yanindaki herhangi
bir alana hareket edebilir.

istisna: bkz. rok yapma.

Rok hamlesi

Rok, gerekli oldugu durumda sahi koruyup kaleleri daha iyi oyuna siirmek icin yapilan
bir hamledir. Sah ve kale arasindaki alanlar bossa ve ne sah ne kale daha dnce sirildiy-
se, iki figiir bir hamlede kullanilabilir. Yapilisi: Kale sahin yanindaki alana geger ve sah
kalenin {izerinden atlayip yanina gecer.

Ornekler (beyaz figiirler ile):

Biiylik rok (uzun yol): Ana konumda sah €8, kale a8
alanindadir. Simdi kale sahin yanindaki d8 alana
gecer ve sah kalenin lizerinden ¢8 alanina atlar.

Kiiciik rok (kisa yol): Ana konumda sah e8, kale h8
alanindadir. Burada da kale sahin yanindaki 8 alani-
na gecer ve sah kalenin tizerinden g8 alanina atlar.

Galibiyet
Genel olarak bir oyuncunun sahi devrildiginde veya buna karsi artik korunamadiginda
oyun bitmistir.

Ancak bir oyunun berabere bitmesi icin de bircok olasilik mevcuttur:

Bir oyuncu herhangi bir figlirlini stiremiyorsa, bir ,,beraberlik” s6z konusudur. Tehdit
altinda olmadigi halde sahin kacis yolu kalmadiysa hamle yapamazsa (sah ile tehdit
altinda olan alanlara sah hareket edemez).

Oyunu ,berabere” bitirmek icin bircok olasilik vardir.

a) Her iki oyuncu da mevcut figiirlerle veya oyun durumundan dolayi sahi ,mat” yapa-
miyorsa.

b) Uc defa ayni figiir ayni hamleyi gerceklestirdiyse, hamle sirasi olan bir beraberlik
talep edebilir (3 hamle kurah).

¢) Son 50 hamle icerisinde herhangi bir figiir devrilmediyse veya piyon hareket ettiril-
mediyse yine bir beraberlik elde edilmistir.



