A SET OF 100 GAMES
The set contains:

· 2 both-sided game boards
· 32 chess pieces in two colours
· 16 pieces in four colours
· 30 draughts checkers in two colours
· 6 dot dice
· Rules for 100 games

RULES
EN
GAMES PLAYED ON THE LUDO BOARD
FOR 2-4 PLAYERS, 6+
1. LUDO
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The game object: The aim of each player is to race their pieces in the direction of the arrow and get them to the home squares, i.e. 4 squares of the same colour in the centre of the game board. The first player to succeed is the winner. The other players continue the game until all of them reach their home squares.
Start of the game: Each player will take 4 pieces of the identical colour and place them in the staging area marked with letter B which is of the same colour as the pieces. Only one piece is placed on the square marked with letter A, where the starting point is. 
4. Game rules: At the beginning, each player will roll the dice. The player with the highest number of points starts the game. The other players continue in the clockwise direction. If a player rolls a 6 during the game, they must enter one of their pieces on the starting square – even if this means that they will knock another of their pieces out of the game as there may never be more than one piece in a square. Then, they roll once again. Should a player have all of their pieces in play and roll a 6, they roll once again and move one of their pieces by the number of squares corresponding to the total of rolled points. On their way, the players step over their opponents´ pieces as well as their own. All squares on the way are duly counted. Should a player land with their piece on a square occupied by their opponent, the opponent´s piece is returned to the opponent´s staging area (B) and the player will take its place. Removed pieces can be re-entered into the game only after their owner has rolled a 6 again. Once pieces reach the end of the track, they go to their home squares of the same colour marked with letters a,b,c,d in the centre of the game board. These squares are called the HOME column and are the destination. The home column may only be entered from the last square before the square A and no piece of a different colour may go in. A player may enter their home column only after he has rolled exactly the same number of points that is necessary to occupy the vacant square. Should a player fail to roll the exact number of points and have no other pieces in the game, they must wait for the next turn. The pieces can move inside the home column the same way as in the game if there is space. (Example: a player has already three pieces in the home column occupying squares a, b, c. The fourth piece stands in the last square before the square A. Should they roll a 5 for example,  they make no move and wait for the next turn, this applies until they roll a 4.) 
 2. Barricade
Compared to the typical ludo, there is only one difference: when two pieces of the same colour have landed in the same square, they form a barricade which prevents all of the opponents from jumping over or knocking the barricade pieces out of the game. After three rounds at the latest, however, the player must remove the barricade, i. e. one of the pieces must move on.

3.
African ludo
Regular rules of ludo are followed except for the following: When an opponent knocks a piece out, its owner must first purchase it from them by rolling a 6. The piece may be re-entered into the game only after another 6 has been rolled. The pieces may form a barricade, but they don´t have to remove the barricade after three rounds. When in the starting square, pieces cannot be knocked out. 
4.
Crazy ludo
The game is always played in four players and regular rules of ludo apply, except for the following: Each player will receive four pieces of different colours which they will place in the staging area of their own colour. The game object is to be the first to bring four pieces of different colours into the finish. Provided they have at least one piece in the game, a player may move any piece of any colour (including someone else´s), except for pieces standing on opponents´ starting fields. A player may not move pieces of the same colour as the colour of any piece which is standing in their staging area or home column.  Example: A player has a green and yellow piece in their staging area and a green piece in the home column,  therefore, they can only move a red piece. The pieces can only proceed forwards but they can knock out a piece in the backward direction. The removed piece is returned to any staging area where there is no piece of the same colour. The pieces of the same colour cannot thus meet either in the staging area or in the home column. The first player to gather pieces of four different colours in the home column is the winner. 
5.
A game for doubles
This game is always played by doubles against each other. The following rules apply to them: game partners may not knock each other out, should any of the players fail to notice that they should have knocked out their opponent, they must remove their piece from the game and return it to the starting square. The white squares may be occupied by pieces of both partners (one from each), these squares may be jumped over by the players. The first double to get their 8 pieces into the home column will be the winner. 
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6. Shelter
Mark eight points on the game board according to the picture – to serve as shelters on the way around the board. The pieces may have a rest there. This means once they are there, they cannot be knocked out.  More pieces can be PARKED in one such square, irrespective of their colour and owner. Should any of the players have no other piece which can be moved, their piece must leave the shelter. The other rules remain unchanged. 
7.
Courting
A game for two players. One of the players (A) has four pieces which represent grooms. The other player (B) possesses four brides. Each of the players start from their own starting square. These squares should be adjacent to each other. The grooms are positioned behind the brides to let them have a slight advantage. The brides are fleeing from their wooers trying to reach their home. The grooms are trying to catch up with any of the brides. When they land in the same square which is occupied by one of the fleeing brides, both pieces are removed from the game board. Higher numbers on the dice permitting, the grooms may run around the board more times. Once all the brides are in the their home, the game ends. Who is the winner and who is defeated? If at the end of the game the player A has more brides than there are in the brides´ home, he is the winner. In the opposite case, the player B who moved brides around the board is the winner. 
8.
Fugitive
A 2-player game. Each of the players shall receive 5 pieces, the fifth piece (fugitive) must differ in colour. The fugitive proceeds around the game board in the opposite direction and starts from the opponent´s starting square. When they have rolled the dice, the player may decide whether they want to move one of their pieces or their fugitive. The opponent´s pieces can only be knocked out of the game by the fugitive. One square may be occupied by more pieces, in such case the fugitive will knock out all of them at once. However, if an opponent´s piece lands on the square occupied by the fugitive, the fugitive can also be knocked out and returned to the starting square. In such case the fugitive will desert to the opponent´s side who can thus play with two fugitives until their opponent manages to take their fugitive back. The first player to get their four pieces into the finish despite fugitive actions is the winner. 

 9. Ludo without knocking out
The rules are the same as those for regular ludo with just one exception: the player may not enter the square occupied by an opponent´s piece. They must move with another piece or make no move.
10.
Cats´ game
Each player will get one piece of their colour and place it in the starting square. Depending on the required level of difficulty, the players will distribute marks around the game board (e.g. draughts pieces). The players roll the dice and advance the number of squares indicated by the dice. They take regular turns. Should a player´s piece land on a marked square, it must return to the starting square. The first player to complete the circuit is the winner. 
11.
Distributed ludo
Regular rules apply with several exceptions: A player may distribute the number of points rolled on each turn among all their pieces on the game board (should they roll a 5, they may move one piece two squares and the other three squares). Knocking out is not allowed! Should a piece land on an occupied field, the player must move another piece, otherwise they lose a chance to play. Should a player land on a square occupied by an opponent´s piece, they may roll once again. 
12.
Orbit
A game for four players played by two teams sitting opposite each other. Each player will get 4 pieces. The first piece of each player can start right away. The other piece must wait until a 1 or 6 is rolled. However, it is not necessary to enter a new piece into the game once a 1 or 6 is rolled, a player can wait for the right moment. Should a player roll a 1 or 6, they can roll and proceed again until they roll a 2,3,4 or 5, which means that the player will make the last move by the given number of squares (2, 3,4 or 5) and the next player will take their turn. The players can move various pieces of course. Should a player land on a square occupied by their opponent, the opponent´s piece is knocked out and must start again. Each starting square may be occupied by several pieces of different players with none to be knocked out. The other squares may be occupied by more pieces only in case these pieces belong to the same player or team. Should such square occupied by multiple pieces be entered by an opponent´s piece, it may knock out only one of the multiple pieces. The first player to bring all of their pieces into the finish and complete the path is the winner.
13. Penalty
Each player will receive 4 pieces and agreed number of tokens. At the beginning of the game, each player will pay one token into the bank and enter one of their pieces in the starting square. The remaining pieces may be entered into the game only after their owner has rolled a 1. Entering pieces is not mandatory. The pieces are moved according to the roll of dice always in the same direction. The pieces may not stop on an occupied square and the opponent´s piece cannot be knocked out. The number of rolled points can be distributed among several pieces and the total number of rolled points must be always used. If a player cannot make a move, they will pay a penalty. Should a piece land on the starting field of an opponent, the player rolls once again.The first player to bring all of their pieces to the finish is the winner and gets all the money from the bank. 
14. Flash
The game is played according to regular rules with one exception: Each player rolls twice and moves their piece by the number of squares corresponding to the total of both rolls. It cannot stop or knock out someone else´s piece after just one roll. 
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GAMES ON THE CHESS BOARD (chess pieces)

FOR 2 PLAYER OF 8+
15. Chess
Object of the game: 
The object of the game is  to checkmate the opponent´s  king.
Game rules: A chessboard is a 
square board divided into 8 x 8, i.e.
 64 squares. For clarity, dark squares
are arranged alternately with 
light squares. To enable recording the moves of pieces on the 
chessboard, each square has its own coordinates   (from a1 - a8 to h1 - h8). 64 squares are arranged in horizontal ranks 1-8 and vertical files a-h. The chessboard is positioned on the table so that each player has the light corner square on his right (White h1, Black a8). Chess is a battle of two opponents, one of which is the general of white pieces, the other the general of black pieces. The army represent 16 chess pieces on each side (1 king, 1 queen, 2 rooks, 2 bishops, 2 knights and 8 pawns).
At the beginning, powers are equal. 
In the picture you can see the correct position of pieces at the beginning of a game. The player with white pieces starts the game. Further on, the players take regular turns always making one move. Depending on different shapes and names, pieces have different values, power and styles of moment.

The following applies to all chess pieces: You can only move a piece to a vacant square or to a square occupied by an opponent´s piece. In the latter case, the opponent´s piece is captured. No piece can be moved to a square occupied by one´s own piece. Except for the knight, pieces cannot jump over one´s own or opponent´s pieces. Only one piece may be moved in one turn. Castling is the only exception, see below. 


The movement of the pieces: 

ROOK: moves in a horizontal or vertical direction from any positions. It controls 14 squares on the vacant chessboard.

BISHOP: moves diagonally always keeping the same colour. When in the centre of the chessboard, it controls 13 squares, when in a corner square, it controls only 7 squares.

QUEEN: combines the movement abilities of the bishop and the rook, therefore it is the strongest piece on the chessboard. It can move any number of squares, in a horizontal, vertical or diagonal direction.

KNIGHT: has the most interesting style of movement from all pieces. From its current position, it can “jump” always on the second square of the other colour – in an “L” pattern. For example, if the knight is positioned on the square d5, it can move to any of the following squares: b4, b8, c3, c7, e3, e7, f4, f6, except for the case when the square is occupied by one´s own piece of course.

KING: can move one square horizontally, diagonally or vertically, provided it is not occupied by an opponent´s or one´s own piece. The king may not capture an opponent´s piece when it is covered (protected) by another piece of the same colour. The king can thus move one square in any direction. Castling is the only exception.
PAWN: is the weakest piece on the chessboard, as it can advance only one square ahead in vertical direction. Except for the starting position - White in the second and Black in the seventh rank from where it can move two squares ahead. Further, it moves always only by one square. The pawn cannot capture opponent´s pieces in the same direction as it moves. It can only capture enemy pieces which are on either of the two squares diagonally in front of it and then it takes their place.
If a pawn advances to its last rank, it is promoted to any of the pieces like the queen, rook, bishop, or knight, except for the king. The player can thus obtain more queens or other pieces than he/she had at the beginning of the game. Capturing en passant is an exception in the movement of the pawn which enables a pawn that has moved to the fifth rank (in the case of Black to the fourth rank) to capture in immediately subsequent movement an opponent´s pawn which has advanced by two squares ahead in the adjacent file which results in both pawns being the same rank.

The value of the pieces is determined by their movement abilities. The value of the pawn is the basic unit. .

Approximate values of the pieces are: a minor piece (a bishop or knight) is worth 3-3 1/2 pawns, a rook is worth one minor piece and two bishops, the queen is worth two rooks or three minor pieces. This is only an average valuation and therefore it is not exact. The actual value of the pieces depends on their power in the given position.
Movement of the rook and knight
       Movement of the bishop and king
Castling is a double movement, where the king moves two squares to the right or left, while the rook is moved at the same time to the other side of the king adjacent to it.  The purpose of castling is mostly to keep the king safe and bring a rook into play. Castling is only permissible if the king and rook involved in castling haven´t previously moved and all squares between the king and the rook are vacant. At the time of castling the king may not be in check, nor may the king pass through or end up on a square that is under attack by an enemy piece. 
Castling short - the king moves to the square g1 or g8 and the rook to f1 or f8.
-
a move
x
a capture
+
check
=
checkmate
!
a good move
Castling long - the king moves to the square d or c8 and the rook to d1 or d8.

Object of the game: The king is the most important piece of the chessboard. If threatened, it must withdraw or use one of your other pieces to block the attack or capture the opponent´s piece. The king under attack by an enemy piece is in CHECK. If it is not possible to get out of check, the king is CHECKMATED and the game is over. The object of the game is thus to checkmate the opponent´s king. The task of all pieces is to attack the opponent´s king at the decisive moment and to protect one´s own king. 

However, not all games of chess end in checkmate. When any of the players is exposed to an undefendable attack or material dominance of the opponent, so the checkmate is just a matter of time, the player can resign. The game also ends when the time limit is exceeded by any of the players, the player who exceeded the time limit loses the game.
In many cases a game of chess finishes in a draw:

1. Neither of the players is strong enough or has sufficient material to checkmate,

2. The player on turn cannot move any of their pieces without exposing their own king to check or breaking the game rules (stalemate).

3. One of the players constantly checks the opponent´s king without forcing a checkmate (a draw by perpetual check).

4. Threefold repetition of a position and when the same player is always on turn, the player on turn can claim a draw.

5. If during the previous 50 moves no piece has been captured by a pawn.

The TOUCH- MOVE rule is the most basic rule of chess. This means that once a player on turn touches any of their pieces, they must move it. Should they touch an opponent´s piece, they must capture it, unless it is in breach of the game rules. Should they touch a piece which cannot be moved or captured, this has no consequences. The movement is considered as completed once the player having the move takes their hand off the piece or takes a captured opponent´s piece from the chessboard and takes their hand off their own piece.  

If a player wants to adjust a piece on its square, they must notify their opponent saying the word J´ADOUBE (ADJUSTMENT).

Annotation of chess games
Chessboard notation enables recording all moves on the chessboard, as well as the whole games of chess and positions in individual moves. Besides notation and abbreviations for piece names, some more other symbols in chess game annotation are used:

        ?
a bad move
           !!
a very good move
               ??
a very bad move
           !?
an interesting move
       0 - 0
castling short
   0-0-0            castling long
What should a beginner know?
Considering movement abilities of individual pieces, we can see that mostly they are the most efficient and powerful when positioned in the middle of the chessboard. Therefore, a battle breaks out from the very first moves to occupy or control the centre of the chessboard. Small centre includes squares d4, d5, e4, e5, large centre is outlined by squares c3, c6, f6, a f3..

The most suitable way to open the game is to move the pawn in front of the king two squares forward.  This way we start the battle for the centre as well as make way for the bishops and queen. In the battle for the centre, it is appropriate to deploy the pieces to support the battle for the centre and so that they can´t be easily expelled from their positions during the game. Therefore, we usually move the knight to f3 and c3, f6 and c6, from where it controls the very centre. When opening the game, avoid making several moves with the same piece as such loss of time can quickly bring about a disaster. In every move we try to get another piece into the game. The best way is to deploy the kingside first and to carry out castling to protect the king, then you can deploy the queenside. The queen is usually the last piece to come into play as bringing the queen into the game too early is often dangerous.  The opponent can take advantage of the queen´s position and attack it or even remove it from the game. The result of the game depends on good coordination of the pieces and force of the performed attack. A premature attack which can be easily guarded against is usually a waste of time and sometimes of material. If we have an opportunity, it is good to play with a stronger opponent, from whom we can learn many a thing. Studying good books and chess master games can help us quickly improve our skills too.
16.
Chief and Warriors
The first player will deploy the pieces on the chess board according to the rules of chess – these are warriors. The other player will only get the queen – Chief. Chief combines movement abilities of the queen and knight and can capture all pieces of the opponent including the king. Warriors move according to the rules of chess. The player with 16 pieces starts the game. The aim of their warriors is to checkmate Chief. 
17.
Double Chess
This game is played according to regular rules of chess with the exception that each player can make two moves. Should any of the players check their opponent in the first move, they lose the chance to make the second move. The attacked player must fend off the attack in the first move otherwise they are checkmated.  If none of the players can make the second move, the game finishes in draw. 
18.
Losing Chess
In this version of Chess there is no check or checkmate. Capturing is mandatory, including in the case of the king. Should a pawn reach it´s opponents base line, it can be turned into a piece which was previously removed from the game. The first player to get rid of all their pieces is the winner.
19.
Position Chess
In this version of the game, the players place different pieces at their discretion in any square of the chess board. Once a piece is installed, it cannot be moved to another square. Pawns cannot be placed in the first or last rank. Bishops must be positioned so that one is placed in the white square and the other in the black square. None of the pieces may be placed in a square from where it would be attacking an opponent´s piece or where it would be under attack. The player who is unable to place any piece on the chess board any more is the loser. 
20.
K.O. Chess
This game is played according to regular rules of chess, the winner is the first player who is unable to move a piece. However, no player may cause a checkmate to themselves. 
21.
A Knight Against the King
Put the king into the lower left edge and a knight into the upper right edge. The pieces move per regular chess rules. Can the knight check the king or can the king manage to escape?
22.
Chess Mill
The game is played with only 4 pawns and 1 knight from each colour. White will put their pawns at a1, h1, b7, g7 and the knight at d4, Black will put their pawns at b2, g2, a8, h8 and the knight at e5. White will start the game. Pawns proceed one square in any direction (including backwards). The knight moves according to chess rules. The opponents don´t capture each other, they just block each other from manoeuvring. The player to form a straight line from their           4 pieces (e.g. a7, b6, c5, d4 or g4, g3, g2, g1 or c3, d3, e3, f3) is the winner.
23.
The Knight´s Jump
A game for one player. The player plays only with a knight using its typical “L” movement. The player tries to go through all of 64 squares of the chess board using this type of movement under the condition that no square may be entered more than once. It is practical to record knight´s jumps using a piece of paper with an outline of chess board and drawing a thin line representing the knight´s movement.
24.
Pursuit
Put the black knight to one corner of the board, the white knight to the opposite corner. Each player possesses 15 draughts pieces. Black starts the game moving their knight to another square according to chess rules. Then, the next thing they will place two of their pieces on the board. One in the square which they have just quit, the other in any vacant square with one exception: they may not place the mark in the square which is the only square where their opponent can go.  Then, the white plays in the same way. The players take regular turns. Each stone remains on the spot until the end. Marked squares may not be entered. When a white knight jumps on a square occupied by a black knight, the game finishes. The black lost. The white would lose if they fail to attack the black within the tenth move from placing the last draught piece. 

25.
Quick chess
White starts the game and makes one move. Black continues making two moves in a turn, White continues with making three moves in a turn and so on. When one of the players announces check, their turn is over and their opponent must get out of check in one move, otherwise that results in a checkmate. All other rules of check apply in this game. 
26.
Ambush
In this game regular rules of chess apply with one exception: The players will keep both of their knights outside the board and place them on the board anytime during the game at their discretion. Introducing the knight is considered as a separate move. The knight can be placed in any square, including a square from which it can check the king immediately. 
27.
Infantry
Place two pawns at d4 and e5 in the centre of the board. Then, you gradually place the remaining 14 pawns in vacant squares under one condition – there must never be more than two pawns in one line – either horizontal, vertical or diagonal. 
28.
Rack your Brains
Distribute pieces across the chess board so that there would be 5 pieces in each rank and 5 pieces in each file. How many pieces will you need? How are you going to distribute them while meeting the basic condition?
29.
Knights
Distribute 12 knight pieces across the chess board so that they would control all vacant squares
GAMES ON THE CHESS BOARD      (draughts pieces)
FOR 2 PLAYERS OF 6+
30. Draughts
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Object of the game: The player tries to capture all of the opponent´s pieces or to block them so that they cannot be moved.
Start of the game: It is played on a 8x8 chess board with 12 pieces from each colour.  Position the chess board so that each player has a black square in their first (base) rank on their left. The game is only played on the black squares. The players will toss their colour of pieces. Then they will distribute their 12 pieces across black squares of their first three ranks. The two central ranks on the game board remain vacant. The player with white pieces starts the game. 
Rules of the game: The players move their pieces one square diagonally exclusively on black squares. A square occupied by one´s own piece or opponent´s piece may not be entered. The pieces are only allowed to move forward, backward movement is not permitte. Pieces never enter light squares. Should a player appear in front of an opponent´s piece and a square immediately beyond is vacant, they can jump over this piece and remove it thus from the game. Should a player fail to do so, their opponent may remove their piece which was supposed to jump without losing their chance to move a piece. When there are more options to capture, the piece with a higher value (a queen) has a priority. It can happen that in a single move, a player jumps over and thus removes from the game several opponent´s pieces, however, one condition must be met – after jumping over there is another enemy piece with a vacant space behind it.  When a piece arrives in the last rank in the opponent´s area, either by jump or move, it is turned into a QUEEN and is marked by placing an additional piece of the same colour on its top. A player can obtain more queens during the game. The queen can move and jump diagonally forward and backwards any number of squares provided these are vacant. This means that after jumping over an enemy piece it can land in any, even a more distant vacant square diagonally behind this enemy piece. If, after jumping over an enemy piece, the queen lands in a square from which it can jump over another piece (no matter which direction and distance it is), it continues jumping and captures all of enemy pieces it can legally jump over on this TOUR.  Should the queen fail to jump, it can be removed from the game by the opponent. The queen can be jumped over and thus removed from the game even by a PLAIN piece, although it will always be in a more favourable position as it can avoid any attack escaping any direction. 

31.
Draughts II
Rules are the same as in the previous game but at the beginning the pieces are only arranged in two ranks. The game is played with 16 pieces altogether. 
32.
Losing Draughts
The game is played according to the rules of draughts with the only difference being that the first player to lose all of their pieces is the winner. Every piece which can be jumped over according to the rules must be removed from the game. Therefore a player who wants to win, must move their pieces so that their opponent would have to capture them. 
33.
Corner Draughts
The game board is positioned on the table so that the players have a corner of the board straight in front of them. Both players will place their 9 pieces across dark squares starting from the corner square. Then another three pieces are placed into the second row and another 5 pieces into the third row. The pieces are moved always one field either forward or sideways. Both dark and light fields can be entered. Moving backwards is not allowed. The opponent´s pieces can be jumped over but they are not removed from the game. Jumping over ones own pieces is not allowed. The first player to occupy dark squares on the opposite side is the winner. 
34.
Strange Draughts
 The player with the white pieces will position 12 pieces on the board like in draughts, Black has one black queen which they will place in any dark square in their first three rows. White begins the game. Their aim is to get rid of all their pieces in a maximum of twelve moves. Should they fail to do so, Black is the winner. Jumping over all offered pieces is mandatory of course. The black queen cannot be jumped over.
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35.
Mice and cats
Place 3 white pieces – cats and 3 black pieces – mice according to the picture. White moves first and then the players take regular turns always making one move. You can jump over the opponent´s pieces provided you are standing right in front of the piece and the square behind it is vacant. Should moving forward be impossible, you must go backwards or jump. The first player to occupy all three starting squares of their opponent is the winner. 
36.
French queen
The rules are the same as in regular draughts, the pieces can move forward but they can also jump backwards. 
37.
English queen
The rules are the same as in regular draughts, but you can also move and jump in horizontal and vertical lines (i.e. in all eight directions).
38.
Bricking up
Both players play with eight pieces in black squares. The pieces can only be moved forward using black squares. The aim is to block the pieces and to prevent them from moving anywhere. The pieces can be removed from the board only after they have been blocked by enemy stones from all sides. The player who cannot move any piece is the loser. 
39.
Hidden Queen
After all pieces are aligned, one of the players will cover their eyes and the other player will mark one of the pieces on its bottom. Then, the players switch their roles. After that the game continues according to the rules of draughts. Once any of the players reaches the last row with their marked piece, they will win and the game is over. Should none of the players succeed, the game is concluded according to the rules of draughts. 

40. Jumper
This game is played according to the rules of draughts except that the players can jump over their own pieces but only in the forwards direction. After jumped over, one´s own pieces remain in the game. Queens can only jump over opponent´s pieces. 

41. Blockade
Place 12 white and 12 black pieces on the black squares of the first three ranks. The pieces can only be moved on the black squares, always one square forwards or backward. Opponent´s pieces can be captured and thus removed from the game. A piece is captured  when it is surrounded by opponent´s pieces so that it has no connection with the pieces of the same colour. The blocked piece is removed from the game. The player to lose all of its pieces is the loser. 
42.
A Bandit and Gendarmes
The player BANDIT only possess one white piece. Their opponent plays with 4 black pieces – GENDARMES. Pieces move only on the black squares. Place your gendarmes on four black squares in the first rank. The bandit can stand in any black square. The gendarmes start the game and they can only move one square forward. The bandit can move the same way but it can also go backwards. The object of the game is to block the bandit piece by gendarmes to prevent it from any movement. Should the bandit succeed to slip through the row of gendarmes he wins. 
43.
Halma

The players will place 10 pieces at diagonally opposing corners (1,2,3 and 4 pieces). The white player starts the game. A piece is always moved to the adjacent vacant square, it cannot be moved diagonally. Both opponent´s and one´s own pieces standing on adjacent squares can be jumped over (not in a diagonal direction) provided there is a vacant space behind them. More pieces can be jumped over in sequence. When jumped over, the pieces are not removed from the game. The first player to move all of their pieces into the diagonally opposing camp and build the initial piece formation is the winner.
44.
The problem of Eight Queens
The object of the game is to place 8 pieces – queens on the chessboard so that none of them can be jumped over by another queen. A queen can move in all directions.   
GAMES ON THE MILL BOARD
A GAME FOR 2 PLAYERS OF 6+
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45. Mill
Object of the game: the object of the game is to capture the opponent´s pieces. For this purpose the players try to form as many mills as possible, i.e. make a row of three pieces of the same colour. Should a player manage to form a mill, they may remove any of the opponent´s piece from the game. 
Rules of the game: At the beginning of the game pieces are placed outside the board. The players will take 12 white and 12 black pieces.  They will agree who will start the game. Players take turns, placing one of their piece on a vacant point on the board trying to make a row of three pieces of their colour. Should any of the players succeed, they have formed a MILL and can remove 1 of the opponent´s pieces at their discretion out of the game. It is not permitted to remove a piece from an already formed mill though. The point is that the players try to prevent each other from forming a mill by placing their piece into the opponent´s incipient mill. Once both players have distributed their pieces over the board, the game continues that pieces are moved always by one square along the connecting lines. We continue to try to form MILLS and to capture further enemy pieces.  Moving one of the pieces out of an existing mill to an adjacent point we can ”break“ a mill and then, in the second move, moving the piece back to form the same mill we can remove another of the opponent´s pieces from the game. It is important to carefully consider the moves so that several mills can be possibly connected, which brings an advantage that a player can break one mill and form another in one move while always removing one of the opponent´s pieces from the game. When a player is reduced to three pieces, they may jump with them to any place trying to prevent their opponent from forming a mill. At the same time, it is the player´s last change to form their own MILL. The player who is left with only two pieces, which cannot form a mill, is the loser. 
46.
Corner Mill
It is played with 12 white and 12  black pieces according to regular rules. In this version a mill can be formed also in the corner.
47.
Turrets
The game is place with 6 white and 6 black pieces. Players take regular turns. On their turn each player places a piece on the board in any vacant square or on the top of another piece already standing on the board. When laying pieces on one another, there may never be more than three. When all of the 12 pieces have been placed on the board, the second stage of the game begins. The players move the pieces from one square to another. The object of the game is to build a turret composed only from the pieces of your colour. 
48.
Knight Mill
The game is played with 9 white and 9 black pieces. Regular rules apply, except that after entering all pieces on the board the pieces are not moved but they jump. The movement is like that of a knight in chess – one square sideways and two squares forwards (or two squares forwards and then one square sideways). The piece can jump over one´s own pieces as well as the opponent´s, it must always land on a vacant field. The player left with only three pieces can place them on any squares on the board. 
49.
Cross Mill
Align 6 white and 6 black pieces diagonally. Taking regular turns the players move their pieces always to the adjacent point. The first player to form a mill is the winner. 
50.
Hunt
The white player possesses 3 pieces, the black player 7 pieces. Moving their pieces Black is trying to form a mill. Mills from the initial position are not valid. Using one piece White makes jumps to prevent their opponent from forming a mill. Should the black player manage to form a mill within 15 moves, he is the winner. Otherwise the white player is the winner. 

51. Lasker Morris
It is played with 9 white and 9 black pieces according to regular rules except that unlike the regular version where the players can only place the pieces on the board in the first stage, in this version they can also move the pieces from the beginning. Once a player has formed a mill, they can “break” it in the next move and then continue placing further pieces on the board. The opponent is thus forced to place another piece on the board to prevent the first player from forming a new mill. The first player thus gains an advantage possessing one reserve piece. The player who has more reserve pieces is well set to win as these pieces can be placed on any points. 
GAMES ON THE  BACKGAMMON BOARD
FOR 2 PLAYERS OF 8+
52. Backgammon 
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Object of the game: Using the value of points rolled on the dice cleverly, each player with their 15 checkers tries to reach their last fields and to bear all of their checkers off  the board. The first player to manage is the winner. 
The players move their checkers in opposing direction. White proceeds from point 1 towards point 12 from where they continue to point 13 throught to point 24 and off. Black starts from point 24 and continues to point 13 from where it goes to point 12 and further on to point 1 and off. On their way, the players try to block each other and knock each other out. 
The game is divided into three stages:
· Bearing the checkers onto the board
· Moving
· Bearing off
Bearing the checkers onto the board:  At the start of the game, all checkers are off the board. The player with the highest rolled number is the first to start bearing the checkers onto the board. After the first roll the players alternate turns and roll two dice. After each roll, they take two pieces and place them on two points indicated by the numbers rolled on two dice as counted from each of the player´s start. White checkers are placed on numbers    1 - 6, black checkers on numbers 24 – 19. Should checkers be standing on one point, they can be aligned next to each other as well as stacked on one another. After placing all 15 checkers on the board, the second stage of the game can begin. 
Movement: The players take regular turns rolling two dice. A player can chose in which order the rolled points will be used. If they can only use points from one dice, they must use the higher value! If this is not possible, the player forfeits their turn and the other player is on turn. The player on turn can decide whether they will move both checkers the number of points as indicated by two dice or just one checker making so called LONG move. This move features two separate moves (there is no summing up the rolled numbers), so if the first move is impossible, the long move cannot be made. 
If the same number is rolled on both dice 1 and 1 through to 6 and 6, a player can make 4 separate moves in this stage of the game always using the number of points on each dice, they can move either any one of their checkers or just one.  A checker must always be moved the number of points rolled on the dice. The checkers of the two opponents move in the opposing direction. A checker may land either on a vacant point, or on a point occupied by ally checker pieces, or on a point with just one opponent´s checker. It may not land on a point occupied by two or more enemy pieces. In moving all points are counted, including vacant, occupied by enemy pieces as well as ally pieces.  A point is occupied when there are at least two checkers of the same colour. The occupied point may not be entered by an enemy checker. This way, each player can protect their checkers from being hit and at the same time, they stop or inhibit the opponent´s movement.  Should a player manage to occupy two or more points in a row, this is called a prime. The prime is a great obstacle to the opponent´s further movement. 
Hitting: Should a checker land on a point with only one opponent´s checker, the enemy checker is hit and it is removed from the board (making a LONG move, more than one enemy pieces can be hit). On their next turn the opponent must first re-enter the removed stone (stones) and only after then can he move one of their other checkers forward. The removed checkers can be re-entered into the game the same way as at the beginning – placing them on points 1 - 6 or 24-19  depending on the number of rolled points. If the number of points rolled on the dice disables re-entering (there are several points in a row occupied by the opponent), the player must not move any of their checkers and has to wait for the next turn.  A player may overcome a prime only when it rolls a number of points on one dice enabling them to jump over the prime and land on a vacant point or a point occupied by ally checkers. Once a player has reached the last six points – White number 19 – 24 and Black number 6 – 1 with all of their 15 checkers, the second stage is over for them.  Then comes the third, final stage of the game, which rarely begins at the same time for both players. 
Bearing off the board is only permitted when the player has reached the last 6 points with all of their 15 checkers, i.e. points no. 19 – 24 in the case of white player and  6 -1 in the case of black player. Bearing off the board is based on the number of points rolled on the dice. A player can bear off a checker standing on the third point by rolling a 3, 4, 5 or 6. If the number rolled on the dice is not enough for the checker to bear off, it can be moved  the corresponding number of points towards the finish. It is also allowed to make both moves by one checker. If the same number of points is rolled on both dice, the rule of 4 moves applies in this stage of the game too. Sometimes it happens that a player who left behind one of their own checkers, hits a checker of their opponent who is just in the process of bearing off. In such case further bearing off  is suspended until this removed checker is re-entered and brought to one of the last six points again.  
53. Doublet

Each player has 12 checkers. The players will stack the checkers in pairs on their inner board. The game is played on the inner board only.    Each player uses only these six point. Each player rolls one dice. The player rolling the higher number goes first and then rolls both dice again to start his first turn. The numbers rolled on the dice are the point numbers where the checkers will be unstacked. If they roll doubles, they only unstack one pile and roll again. If a number is rolled corresponding to a point where the checkers have already been unstacked, that part of the roll is lost and the other player takes their turn. When all of the piles have been unstacked, the players begin restacking them in the same way. Finally, when all of the piles have been restacked, bearing off may begin towards the right like in backgammon. The first player to bear off all of their checkers wins the game. 
54.
Jacquet
At the beginning of this backgammon version all checkers are aligned off the board and enter the starting point depending on rolls by the dice. Once all checkers are in the game, it continues like in regular backgammon. 
55.
Arabic Backgammon
This version of the game is very similar to regular backgammon except that the first points are not counted, they serve as the starting and finish points for the checkers. Both Black and White place their 15 checkers on the first point of their inner board. The checkers proceed from the starting point in the usual way towards the inner fields of the opponent. Both players must first bring their first checker to the finish, only after then can they move other checkers. There is no hitting checkers in this game. One checker by itself can block a point. Once a checker has been placed on it, no enemy checker can land on that point. The players make their moves so that they can block as many points as possible in a row to prevent the opponent from advancing. When one of the players brings all of their checkers into the opponent´s first point, the game finishes. The winner gets one point for each opponent´s checker on the board which is outside the finish point. A match usually consists of several games. The first player to reach a total of 31 points is the winner. 
56.
Lurch
In the first part of the game the checkers are placed always on the point number corresponding to the number rolled on the dice as counted from the edge of the board (if a 3 and 4 are rolled, one checker is place on point number 3 and the other on point number 4 as counted from the edge of the board). Each point may be occupied by any number checkers. Once all of 15 checkers have been placed on the board, lurch continutes to be played like regular backgammon. 
DICE GAMES
FOR ANY NUMBER OF PLAYERS OF 6+
Dice Games
57. Sailor´s Game
The first player will select a number from 1 through 6. Their opponent will then throw a dice and add the number of points rolled on the dice to the selected number. Then the dice is no more rolled. Taking regular turns both players turn the dice always by 90º in any direction. After each turning, the number of points indicated by the dice is added to the current number. The one who exceeds number 25 is the loser. 
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58.
Airship
First, draw a big airship (see the picture), which is divided into 5 sections. Gondola is number 6. It is cargo space. Each player will receive 6 matches. They roll a dice, each on their turn. The one who rolls numbers 1 – 5, places one of the matches on the corresponding space. If there already is a match on a space, they may take it and don´t have to return any. The one who rolls a 6 must always put one match back as gondola can hold any number of matches. The one who has no more matches drops out of the game. The last player to remain in the game is the winner. They may take all the matches from the airship.
59.
Oko (twenty one)
The players use one dice, the maximum number of rolls in one round is 5. The player whose total number of points rolled is nearest to number 21 is the winner. The player with a total of points exceeding 21 is the loser. 

60. AFifty Wins
The players roll one dice, one after the other, three times. They try to achieve aggregate amount of 50 as a group. The number must be exact.  The points rolled by all players are added up. If someone exceeds a fifty, the next player must reduce the number below fifty by their roll. The object is to achieve exactly number 50. 
61. Betting
Each player writes down numbers from one to ten in a column with a multiplication sign (1x, 2x, 3x... 10x). Then, all of the players roll the dice, one after the other. They write down rolled numbers next to any unoccupied multiple. Obviously they try to assign the biggest number to the biggest multiple. After 10 rolls all multiples are assigned a number. The numbers are multiplied and added up. The player with the biggest number is the winner. 
62.
A Beatle
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Each player needs a sheet of paper on which they will draw a beatle according to the picture. The players roll a dice.The first player to roll a 1 starts drawing. They draw a body right away and then add the other parts of the beatle as they roll the respective values. Each of the players draw their own beatle on their sheet of paper. The first player to complete the beatle is the winner. 
63.
A General
The game is played for the agreed number of rounds. A player rolls three times. After each roll, the player must say to which order (ones, tens or hundreds) they want to assign the rolled number. The object of a player is to achieve the biggest number (i.e. 666). If any of the players rolls 666, they become a GENERAL and the immediate winner of the game. 
64.
Plus Minus
The object of the game is to roll the highest possible amount. Each player has 9 rolls. Every third roll is deducted, the other ones are added up. The player with the most points is the winner.
65.
Cow´s Tail
We need one dice and 21 matches for each player. All players will use the matches to make a cow´s tail: i.e. they place 6 matches to the first row, 5 matches to the second row, and so on. Then they roll the dice. Each player can remove the row corresponding to the number rolled on the dice. However, if the corresponding row is already moved, the roll is forfeited. The first player to remove their cow´s tail is the winner.
66. Starling
The youngest player starts the game, the others continue in the clockwise direction. The player on turn rolls the dice. The player on their left puts the rolled amount down to their account. The only exception is number one. If a one is rolled, one point is deducted. The player with the most points after five rounds is the winner. 
67.
A Wicked Three
The one who rolls a three drops out.The player on turn can roll the dice as many times as they wish. If they don´t roll a three, they may stop rolling and the number of rolled points will be written down. When a player rolls a 3, they must stop and all their points are deducted. After all the players have completed their turns, the round is over. The player with the most points is the winner.
68.
Magician
The player makes a sequence of five rolls. Before each roll, they say either “even” or “odd”. When guessed correctly, the rolled points are included. The player with the most points after 10 rounds is the winner.

Games with two dice
69.
Blind Cow
The first player will roll both dice and cover the result with their hands (a roll must be repeated when the total is seven). The opponent will guess whether they rolled under 7 or over 7. Should the guess be correct, one roll is included and the other player takes their turn.The first player to get 15 points is the winner. 
70.
Dodo and Xantypa
The players alternate rolling two dice. The player to roll a double (the same number on both dice) is a dodo. The one who rolls a 7 (1 + 6,2 + 5,3 + 4) is Xantypa. The first player to become both dodo and Xantypa is the winner. 
71.
Even or Odd
The player with the highest number of points rolled is the winner. The one who is on turn, rolls the dice three times. In the first round (even) only rolls with both even numbers are counted (e.g. six and two). The rolled points are added and written down (if valid). After all the players have played the first round, the second (odd) round follows. Now only odd numbers in both rolls are counted. The players must roll three times again. The player with the most points after the two rounds is the winner. 
72. A Hundred
The point is to be the first to get 100 points. The player on turn rolls. Two situations may arise: a) there are two different numbers on the dice, these are added and written down to the player´s account (e.g. 1+6 = 7) ; b) there are the same numbers on the dice (a double), these are multiplied and written down to the player´s account (e.g.3x3=9). The first player to get 100 points is the winner. 
73.
One times One
Rolled numbers are multiplied to obtain a big number. The player on turn rolls once. The two numbers are multiplied and written down. After two rolls, the multiplied amounts are added and the player with the bigger total wins. 
74.
Tons of Fives
The object of the game is to roll as many fives as possible. The player on turn rolls both dice. Only rolled fives are considered. The value of a five is 5 points, the value of a double five is 25 points. The one who collects the most points in a previously established number of rounds is the winner. 
75.
Deleting crosses
Each player will receive a sheet of paper where they draw 20 crosses. The first player will roll both dice. They will delete the number of crosses corresponding to the rolled points. The next player takes their turn. Should they roll more points than they have crosses, they may not delete any cross but they must draw further crosses corresponding to the difference between the existing crosses and rolled points. The one who rolls 7 points for example and has 3 crosses, must draw another 4 crosses. The first player to succeed in deleting their crosses is the winner. 
76.
Liar´s dice (Machacek)
The player will roll two dice so that the opponents can´t see the result. They will report the rolled number as a binary number with the higher number being in the first position (e.g. 6 and 2 will be reported as 62). Then the next player in the clockwise direction continues. They have two options:
· They won´t believe the player threw the number reported. Should their guess be correct, the opponent will get a penalty point. Should the number reported be correct, a penalty point is awarded to the player who didn´t believe.
· They will believe. In that case they will roll the dice in concealment and report the result which must always be higher than the previous one, even if there is a different number of points on the dice. 
The next player continues the game in the same way.
The point values from the lowest up to the highest ones: 32 - 64,1 - 6 apaches (1 apache = 1 +1 on the dice, 2 apaches = 2 + 2 on the dice, etc.) A Machacek is the highest value in the game: 21 (2 + 1 on the dice). A Machacek cannot be overbeaten. The penalty point is awarded to the next player. Once any of the players gets the 10th penalty point the game finishes. The player with the least penalty points is the winner.

77.
Mexico
The value of the rolls is the same as in the previous game. This time, the results on the dice are uncovered. A player will roll both dice at the same time. The next player must overbeat the score. If they are not successful, they get a penalty point and the next player continues the game. A Machacek (21) cannot be overbeaten. The penalty point is awarded to the next player right away. The one who gets 10 penalty points drops out of the game. 
Games with 3 dice
78.
A Five
A five is an important number in this game. Each player is entitled to 5 rolls during which they try to roll a number divisible by 5 (without remains). The single rolls are added up. Should a player fail to achieve the necessary number within five rolls, they pass the dice to the next player. Should they achieve the necessary number, they may stop playing. The next player continues the game. Example: A player achieved a total number of points 15 in their third roll (15:5 = 3). They will report five in three. The objective of the next player is to get at least the same number of points in the third roll. If they want to win, however, they must achieve a higher value (like 20) or obtain a number divisible by 5 in less rolls. 
79.
A Quick Hundred
The object of the game is to get exactly 100 points as quickly as possible. The players take regular turns in rolling. The game has two parts. In the first part, only one dice is rolled. A player who rolls a 6 can advance to the second part of the game. In the second part up to three dice can be rolled at a time. The obtained points are added up and written down. The first player to get 100 points is the winner. If a player fails to roll the necessary number of points to obtain 100 in the last roll, the roll is not counted and they will wait for the next turn. 
80.
Atlanta
Each player rolls three times in sequence. A rule applies that a 1 is worth 100 points, a 6 is 60 points and all other points have their own numerical value. After each roll, a player can either play with all of the dice again or leave some dice as they are. The achieved number of points is written down. The player with the most points after seven rounds is the winner. 
81.
A Thousand Wins
This game has three rounds. After each round a player will write down rolled points as whatever three-digit number. Example: they roll 4,2,3 and write down 423,432,234,342 or 324. The object of this game is to obtain within three rounds a total which is as close as possible to number 1000 (not to exceed it however). The one who exceeds it is the loser. 
82.
Pif-paf
The number of players equals to the number of rounds. One of the players rolls the dice and the other players try to roll the same number of points. The one who fails to do so is a PIF-PAF and is awarded a penalty point for each missing point and 2 penalty points for each point in excess. The one who rolls the same number pays nothing. The second round is started by the second player. The player who has obtained the most penalty points is the loser. 
83.
Number Fifteen Still Alive
Each player will roll 3 dice at a time. They try to multiply or divide, add up or deduct the rolled points and reach number 15. Example: they rolled 3 - 6 - 3, i.e. 6 x 3 - 3 = 15. If a player fails to achieve number 15 in their roll, they drop out. The last player to remain in the game is the winner. 
84.
The Highest (Lowest) House Number
The house number is a three-digit number composed of three numbers rolled by three dice. It applies that the first dice represents hundreds, the second tens and the last represents ones in this house number. The lowest house number is thus 111 and the highest is 666. This game can be played with either 1 or 3 rolls. When 3 rolls are played, a player can leave the dice with the highest number as it is and continue rolling the remaining two dice, then they set another dice aside and in the last roll they only use the last dice. The player with the highest number is the winner.

85.
A Game of Tens
One of the players holds the bank and rolls for the others. The other players place bets on the number to be rolled. If it is below 10, they get double the deposited amount, if it is over 10, the banker wins and takes all the deposits. 
86.
The Lowest Wins
This game is played in 5 rounds of one roll. The results are written down. The one who rolls a 2 or 5 can deduct this number from the total. The player with the least points at the end of the game is the winner. 
87.
Eleven Tokens
A game for 3 players. The players place 11 tokens in the centre of the table and take turns to roll. The one who rolls less than 11 takes 2 tokens. The one who rolls more than 11 on the other hand, must watch their opponents taking one token each. When 11 points are rolled, no one takes anything. The last token is awarded to the one who rolls the highest number. 
Games with 4 dice
88.
Undressed Snake
The point of the game is to turn the player on your left into an undressed snake. Count the number of points they have rolled by 4 dice and deduct them from the points rolled by the player sitting on their left. If the result is 0 or minus, the player drops out of the game. If the value of the player next to you is higher, you become an undressed snake yourself. Then, the player sitting on your right tries to turn their neighbouring player on their left into an undressed snake. The last player to remain in the game is the winner.   
89.
Beelzebub
In order to play this game, you need to colour one of the dice in grey. 3 white dice play against 1 grey (Beelzebub). The points rolled on the three dice are added up and the points rolled on the grey dice are deducted. An overall of 5 turns are played.

Games with 5 dice
90.
Dice Poker
You can roll three times in each round. A player may always roll all of the dice, or they may lay any number of dice aside after the first or second roll. The combinations of points corresponds to the following values: a row 1,2, 3,4,5 = 20 points; a row 2,3,4,5,6 = 25 points; three identical or two identical numbers = 30 points + the values rolled on the dice; four identical numbers = 50 points + the values rolled on the dice. The player  with the highest number of points after 10 rounds is the winner. 
91. Vabank (Gamble)
Each of the players will roll each of the five dice and will always decide whether the numbers will be added, deducted, multiplied or divided. Each of these mathematical operations must be used. Example: the first roll is 3, the second roll is 5. A player will decide to add the numbers 3 + 5 = 8.The third roll is 6. The player will decide to multiply. 8 x 6 = 48. The fourth roll is 1. The player will decide to devide  48:1 = 48. The  fifth roll is 4. Deduction must be used       48 - 4 = 44. The result of devision must be the whole number (except for the last roll). The player with the most points is the winner.
Games with 6 dice 92. Ones and Fives
A player starts rolling six dice and after each roll they must lay aside at least one scoring dice (see scoring). Then, they can continue the game with the remaining dice or they can only write down the number of rolled points.  In such case, they finish their round and pass the dice to the next player. If they lay aside the last dice, they must continue with six dice again. If they cannot lay aside any dice, however, they lose all of the points rolled in that round.  Scoring: a one = 100p., a five = 50p., 3x a two = 200p., 3x a three = 300p., 3x a four = 400p., 3x a five = 500p., 3x a six = 600p., 3x a one = 1000p., 3x doubles = 1000p., sequence (1, 2,3,4, 5, 6) = 2000p., 6x the same number = 5000p. An extra roll by one dice may be played in the case of sequence or the same numbers. The points are added up and the first player to achieve the agreed number of points (e.g.10000 points) is the winner. 
93.
Pips
Each player rolls six times in sequence, first roll is by one dice, then by two, three, four, five and six dice. The obtained points are added up. In the next round they roll the dice the other way round.They start rolling by six dice and finish rolling by one. The player with the highest number of points after these two rounds is the winner. 
94.
Three Times Double
Each player has three rolls. Only DOUBLES are included in the score. After each roll, a player may lay aside rolled doubles and any number of dice and roll again. The player with the highest number of doubles after the third roll is the winner. If two players have the same number of doubles, the number of points rolled on the dice is decisive. 
95.
Marathon
At the beginning of the game the players will produce a table, each player will be assigned a column. In each round, a player may roll three times and after each roll they may lay any number of dice aside. After the third roll a player decides to which field of the table they want to enter the points. Each column may only be completed once. The player with the highest total of all completed fields (after 14 rounds) is the winner. The lines include the following data: ones (the total of all ones rolled on the dice), twos (the total of all twos), threes (the total of all threes), fours (the total of all fours), fives (the total of all fives), sixes (the total of all sixes), subtotal (subtotal of ones through to sixes), a bonus (25 points if the subtotal is 63 points and more),   1 double (the total of both dice with the same value), 2 doubles (the total of points of both doubles), triplets (the total of all pips on all three dice of the same value), quadruple (the total of pips on all four dice of the same value), little straight (15 p. if 1-2-3-4-5 are rolled), big straight (25 p., if 1-2-3-4-5 – 6 are rolled), a chance (a total of all six dice that cannot be classified otherwise), a game (50 points, if 6 identical values are rolled), the total of the previous lines. The player with the most points is the winner.
96.
Travelling to America
The object of the game is to achieve a sequence from one through to six. Each dice fitting with the numerical series is laid aside. Example: a player rolls 1,2,4,5,5,6. They will lay aside a one and two and rolls again. The player with the least number of rolls is the winner. 
97.
Sevens
The object of the game is to combine pairs of dice which always total seven. The dice with the totals are laid aside and the player rolls again with the remaining dice. The player to achieve all three pairs of dice with a total of seven in the least rolls is the winner.  
98.
Three Thousand
Players take their turns rolling all dice. Only ones and fives are included in the score. Should anyone roll five or six ones or fives at one time, they become the immediate winner. Otherwise they write down points as per the following: 1x one = 100 p., 2x one = 200 p., 3x one= 1 000 p., 4x one = 2 000 p. When fives are rolled, the number of points is half of that. Example: a player rolls 1,1,3,5,6,2  and they score 200 + 50.
99.
A Bad Three
The game can be played in any number of rounds.The one who rolls a three drops out of the game. The player with the most points at the end of the game is the winner. 
100.
Prohibited Numbers
A player rolls two dice and the rolled numbers shall be considered as prohibited. Should both dice show the same number of pips, they must be rolled again.Then, the next player continues the game. They throw six dice and remove the dice with forbidden numbers. Points on the remaining dice will be added up. They continue rolling the dice which didn´t show a prohibited number. This continues until the last dice is removed. All the obtained points are added up and the next player continues. The game is played for the agreed number of rounds.
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