





Mynyk, Bynuk, byn

CemelncTBo: boeBble FOHKW, APEBHASA, Urpa C HEMOSTHOWN MHbOopPMaLmei

Tun: AGCTpakTHanA

KaTeropusa: AbcTpakTHadA cTpaTermsa

MexaHu3m: Bpocku KybrKkos, nepemelleHne duluek, nocTpoeHne duilek B 6aliHm
Konnyectso nrpokos: 2
Bo3pacr: 6+

Bpema naptuu: 30 MuH.

1. CocTaB urpbil.
Mone: 11x1 (9x1)
@uwKkun; 5 yepHble, 5 6enblie
UrpanbHble KocTtn: D2 - 4 wr. R.1
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00000

2. BcrynneHue.

2.1. [MpaBuna npuBedeHbl C MOUMW [OMOJSIHEHUAMM, BapuaHTamu W
NHTepNpeTaLuen (B TeKCTe NomeyeHbl Kak L. (naT. ipse legi) — "cobpan cam"), n
BblgeneHbl 610KOM 3e/1eHOro LBeTa).

2.2. Nynyk (bynuk, byn) - urpa, B KOTOpyto NrpatoT HapogHOCTb Kekun n MonaH B
[BaTemane n benunse LeHTpanbHon Amepuke. Tak Kak HapogHoCTb Kekun 1 MonaH
ABNAIOTCA NOTOMKaMM Maii MHOTMe UCCIIe[oBaTeNnun CKAOHbI Npegnonaratb, YTo
ynyk - 370 urpa, goweawasn go Hac oT Maus.

[lo 3aBoeBaHUA KOHKNCTAZOPamMU a3apTHbIE UTPbl C UCMOJIb30BaHNEM 6060B nu
TPOCTHMKA B KAYECTBE NrPasibHbIX KYOMKOB OblfIN OBOJIbHO MOMYSPHbI U LUIMPOKO
pacnpoctpaHeHbl B Me3oamepuke. W xoTsi, HecMOTpA Ha 60JIbLIOE KONNMYECTBO
STHOUCTOPUNYECKUX JOKYMEHTOB, TOYHOFO OMUCAHUA TOFO, Kak B 3TW UTpPbl UFpanu,
[0 CX NOP HE HalAEHO.

lMomyMo a3apTHOCTM 3TO TakKe Oblla M LepemMoHvanbHasa WUrpa, B KOTOPYHO
Urpany My>k4riHbl B HOUb Nepes NoCcafKkon KyKpy3bl, UTOObl 3epHa KyKypy3bl nepes
TeM, Kak YUTU B "TEMHYK 3eMs0" HanuTanucb PagocTbio U Becenbem 1 danu
6oratblil yporkail.

Takke 3Ta nrpa OTHOCUTCA K CeMeVICTBy 60eBbIX FOHOK, (I)I/ILUKI/I UrpoOKOB MYaTCA No
Moo HaBCTpeYy APYr APYrY, 3axXBaTbiBas 1 BblOVIBas CONEPHUKOB.

Ha HacToAlmA MOMEHT CyLLEeCTBYIOT HECKOJIbKO BAapWAHTOB MPaBwWil 3TOW UrPbI.
MepBbi BapraHT 6bin oNy6NMKOBaH UCC/iefoBaTeENEM HaCTOMbHbIX Urp Pobeptom
Yapn3som bennom B 1960 r. n ocHoBbiBaeTcA Ha onncaHum Kapna Cannepa, B3ATOM
M3 HemeuKoro c6bopHuKka ctatern 1906 r., nocBALWeHHbIX aHTpononory ®paHuy
boaca. Bropoii BapuaHT OCHOBbIBAeTCA Ha omnucaHue NuHreucta Jlne Bepbeka

(Lieve Verbeeck), nsyuatolero A3bik mania 1 CTaBLUEro CBUAETENIEM COBPEMEHHOMN
BEPCUM STOW UrPbl B KOTOPYIO A0 CUX MOP UrpatoT HapogHocT MonaH u Kekum B
[OxxHOM Bbenunse. TakXe MOMMMO OCHOBHOFO BapuaHTa, JIuB Bepbek onucan wu
yeTblpe [AOMOJIHUTENIbHbIX BapuMaHTa 3TOW Wrpbl, KOTOPblE MOFYT MPOXOAUTb
MocnefoBaTesibHO OAWH 3a APYrMM M OTIMYAlOTCA  pasHbiMM - cnocobamu
nepeaBuXeHNss Ha WrFPOBOM MOJfie W Pa3HbIMX aTakaMu, 3TW BapUaHTbI
CMMBOJIN3VPYIOT PA3/IMUYHbIX XUBOTHbIX 1 X MOBAAKMU.

3. lenb urpbl.

3axBaTuTb BCE OULLKM COMEPHMKA WUNIM CO3haTb CUTYaLMIO MPU KOTOPOW OH He
MOXET fienaTtb AaNibHeNLwWre Xoabl.

4. UrpoBoi npouecc.

4.1. MNMone 06blYHO cocTouUT U3 11 AOPOXKEK, KaXkaas KpanHAA M3 KOTOPbIX
NCMOJIb3yeTCA B KAayecTBe CTApPTOBOWM AnA (ULIEK WU Ha3blBAaeETCA AOMOM, TaKUM
06pa3om, pabounm MapLIPyTOM, Fae KypcupyoT GULLIKK SBAATCA 9 fopoXKeK. B
HEKOTOPbIX BapMaHTax MoJsie MOXET YAJIMHATbLCA, OfHAKO HEMOHATHO AOMKHO N
OHO COCTOATb N3 HEYETHOFO WM YETHOFO KOIMYECTBa JOPOoXeK. Ecnm onnpatbca
Ha 6a30BbIi BapuaHT, cocToAwMiA 13 11 QOPOXKEK, TO YBENIMYEHME KONNYECTBA
LOPOXEK [OMKHO OblTb HEYETHbIM. @ BOT KOMNYECTBO OULIEK OCTAeTCs
HEen3MEHHbIM.

4.2. MNMone pacnonaraeTcA BepTMKalbHO MeXAy Wrpokamu, ogHako, ecnn Bam
yaobHee Bbl MoXeTe pacnonoXuTb ero mexay UrpokamMu M ropu3oHTanbHO, OT
3TOro MexaHuKa 1 AMHaMrKa Urpbl He MeHAETCA.

4.3. QMWKN Urpoka HaxoaATcA B "gome" cneBa oT Hero. HayanbHaa pacctaHOBKa
npveegeHa Ha R.1.

4.4, DKy Nrpoka aBuratoTca csieBa Hanpaso (R.1).

4.5. HaunHaeT urpy MWrpok, Bbl6pocuBLIN/ Hanbonbluee KOMMYECTBO OYKOB.
Janblie Nrpokn XogAaT Mo odepenn B 3aBUCMMOCTM OT KOMWYeCTBa BblMaBLUMX
OYKOB.

4.6. bpocku Koctein D2 n cuet ouKoB.

4.6.1. OgHa Nanoyka niockom (CBETNON) CTOPOHOM BBEPX - 1 OUKO;

4.6.2. [1Be Nnanoykm NiOCKON (CBETION) CTOPOHOM BBEPX - 2 OUKa;

4.6.3. Tpy NanouKm NIOCKON (CBETIION) CTOPOHOW BBEPX - 3 OUKa;

4.6.4. YeTblpe Nanoykm NIockon (CBETION) CTOPOHOW BBEPX - 4 OUKa;

4.6.5. Bce nanoyku NonyKpyrnown (TeMHo) CTOPOHOM BBEPX - 5 OUKOB.

4.7.NMepeaBmxeHue ¢puiueK No Nonio.

4.7.1. 3a OfUH XOA UrPOK MOXET Nnbo nepeaBuHYTb OAHY CBOK GULIKY, NMbo
BBECTW B UFPYy HOBYIO.



4.7.2. Ha pOpOXKy, KOTOpas y»e 3aHATa "cBoen" GULLKON XOANTb Hefb34, TO eCTb
Ha OZHOW [OPOXKKE HE MOXET HaXOAMTbCA CPa3y HEeCKOMbKO Balumx ¢uwek (ecnn
TOJIbKO OHU He B OallleHKe, CM. H/Xe).

4.7.3. MoXHo, 6e3 orpaHNYeHnin, NepPenpbIrMBaTb YepPe3 CBOU U UyXKne GULLKA
Unm GalLeHKu.

4.7.4. Ecnn uUrpok He MOXeT cgefiaTb oyepefHon Xoh B CBA3U C TeM, YTO BCe
nogxogALme JOPOXKKN 3aHATbI CBOMMU GULLKAMK, TO X0 NPOMYyCcKaeTcsA.

4.7.5. B urpe, ogHOBPEMEHHO MOXET HaXOANTbCSA Nt060E KOMMUYECTBO DULLEK.

4.7.6. Irpok poBefa GpuLLKY 4O MPOTMBOMOMIOMKHOIO Kpaa nona (rge Haxoautca
"NoM" conepHMKa) MOXET COBEPLLUNTb OAVH 13 BAPUAHTOB BbiBoAa GULLIKM C MONIA, O
KOTOpPbIX CnefyeT JOFOBOPUTLCA B HAYane Urpbl:

4.7.6.1. Ouwka gonga A0 NPOTUBOMOJSIOMKHOIO Kpaa Moss BbIXOAWUT C AOCKMU U
BO3BpaLLAeTCA Ha CTapT B cBoM "Oom". ToYHOE KONMMYECTBO OYKOB AJA BbIBOAA
OUIWKM He HYXHO (Kak BapuWaHT - HYXHO), AOCTAaTOYHO, 4TOObI BbiMaBlUEe
KOJINYECTBO OUYKOB ObI10 60JIbLLE, YEM KOIMYECTBO OCTABLUNXCA JOPOXKEK.

4.7.6.2. Dnwka gonas oo "aoma" conepHmMKa HayMHaeT ABUXKEHWE Ha3ag Mo Moo
K cBOeMmy "foMy" 1 BbIXOAMT C MOJIA MO TOMY e NPUHUUNY, Kak B n.4.7.6.1.

4.7.7. DuwiKy, BbllweaLne C NOA BO3BPALLAOTCA B CBOM "AoM" anA AanbHeNnLWwero
yyacTuA B Urpe.

4.8. 3axBaT 1 0ocBo60oXKAeHNe PpuLIeK.

4.8.1. Ecnm Ha poOpoOXKe, Kyda npuwna Bawa o¢wuwwka, HaxoguTca ¢uika
conepHuMKa, To Bbl cTaBuTe CBOKO GULLKY CBepXy QULIK/A CONMEPHMKA, TEM CaMbiM
3axBaTblBas ee n co3paBan OaweHKy. Janbwe Bbl yxe fBuraete cBoio GULIKY
BMecTe C GpULLKON ConepHKKa, Taknum 06pa3om duLlKa conepHrKa 3abnoknpoBaHa
1 HaxoguTca y Bac B mneny.

4.8.2. [Jonyctumo nocnedoBaTeNlbHO 3axBaTbiBaTb HECKONbKO QuLIeK Wau
6alleHOK conepHMKa. 3axBaT MOXKET OCYLLECTBAATLCA Kak oagHon Bawen ¢puikon,
TaK 1 OalleHKO, KOTopas B HACTOALLNA MOMEHT NPUHaZNeXnT Bam.

4.8.3. Ecnun B GalleHKe, Ha HacTOALMIA MOMEHT NpUHaaiexallen Bam, ecTb ele
Bawa ¢uLiKa, 3axBaueHHasA CONEPHNKOM paHee, TO C/leayoLM XOA0M, Koraa Bbl
nepegsuraeTe 6alleHKy, Bbl JomKHbI 0cBO6OAMTL CBOO 3axBayeHHyo duLKy. Ina
3Toro, nepensuras 6alleHKy Ha BbiMaBLLEe KOJIMYECTBO OYKOB, Bbl ABUraeTe TONbKY
TY YacTb 6allleHKN, KOTopasa HaxoAUTCA Bbile Balwel 3axBayeHHON GULLIKK, TaKUM
o6pa3om Bbl ocBobopaeTe cBoo GpuLKy. OULLIKK conepHMKa, KOTopble ocTaloTcA
nog Bawen ocBoboXAeHHOW  QUILKOM  OCTAlOTCA  3aXBauyeHHbIMU WU
3a6/10KMPOBaHHbIMWA.

4.8.4. Bawm ¢uwkm nnm 6awweHkn, kotopble Bbl ocBoboannm nonyyatot ceobogy v
MOTYT ABUraTbCA AaNiblle CaMOCTOATENIbHO.

48.5. Korpa B OalweHKe nNpPUCYTCTBYeT Heckonbko Bawwux éuwek, TO
0CBOGOXEHNE AOMKHO HAUMHATBCA C BEPXHEN U3 HIX.

4.8.6. 3a oAVH CBOW X0, M3 OallEHKN MOMXHO OCBOOOAMTb TONBbKO OfHY CBOH
bULLKY.

4.8.7. OcBoboXxaaTb 1 3axBaTbiBaTb GULLKN MK BaLLEHKN MOXXHO CKOJIbKO YrOAHO
6e3 orpaHNYeHu.

4.8.8. Ecnu Bbl BbiBOAKMTE € NonsA H6aleHKy, To GULLKM conepHMKa, HaxogAlwmnecs B
Hel cuuTalTCcA BbIOUTBIMU 1M B Urpy 6Gonble He BcTymaT, Bawm duwkn us
6alleHK/ BO3BpPALLAOTCA Ha CTapTOBYH MO3MLMIO B CBOM "AOM" 1 MpofosKatoT
Yy4YaBCTBOBATb B Urpe.

4.8.9. 3axBaTblBaTb PULLKN, HAXOAALLMECA B "OME" CONEepPHMKA HeNb3s.

4.9. BapuaHT npasun.

4.9.1. MNocne TOro, Kak Npou3BeaeH 3axBaT GULIKM cCoMepHUKa, Bbl MeHsieTe
HanpaB/ieHNe ABWXXEHUS N HauMHaeTe ABUraTbCs CO3daHHOWN GalleHKoW Ha3ag K
cBoeMy "gomy" (CTapToBOM NO3ULNN).

4.9.2. [IBKeHNe Ha Mone MPOUCXOAUT Cpa3ly B ABYX HaMpaBleHUAX, TO eCTb,
OOVHOYHble OUWKN ABMXKYTCA K "AOMy" conepHuka, a OalleHKM ABMXKYTCA K
Bawemy "gomy". U conepHuK nbiTaeTca forHaTb Balwy 6GalieHKy, 3axBaTuUTb ee u
BECTM K CBOeMy "foMy".

4.9.3. [InA BblBeAEHUNA GULLEK C NONA, B JAaHHOM c/lyyae, HE0OXOAMMO BbIOPOCUTD
TOYHOE KOJINYECTBO OYKOB, TO €CTb BaM HY>KHO BbIOGPOCUTb Ha OQHO OYKO GornbLue,
YyeM OCTaNnoCb AOPOXKEK ANA MPOXOXKAEHMA.

4.9.4. Ecnu BbinagaeT 60/blliee KOMMYECTBO OYKOB, YeM HEOOXoAMMO A1 BbIBOAA,
TO PpULLIKa OCTaeTcA Ha MecTe, a Bbl JOTKHbI NOXOANTb APYron GULLKON.

4.9.5. OcTanbHble NpaBWia Urpbl OCTAOTCA 6€3 N3MEHEHNIA.

4.9.6. Takme BUAbl NEPEXBATOB, HaNMOMVHalLWKMe "NepeTArnBaHue’, 4enaT urpy
60s1ee HanpPAXKeHHOW 1 UHTEPECHO.

4.10. Boivrpbiuu.
4.10.1. Irpok 3axBaTtun Bce GULLKN CONEPHUKA.

4.10.2. Irpok 3axBaTun 1 3ab6noKrpoBan Bce GULLIKM CONepHUKa 1 MOCTEAHNI He
MOXET cflenaTb Xof B CBOK oyepefb.

5. BapuaHT npaBun urpbl, onvcaHHbii JlIuB Bepbekom (Lieve Verbeeck), B
KOTopyto nrpatot HapogHocTn MonaH n Kekun B KOxxHom benuse.

5.1. KonnuecTBOo NrpOKOB 1 MHCTPYMEHTapuii.

5.1.1. B [ynyk nrpatoT KOMaHAamu, YETHbIM KOSIMYEeCTBOM UrPOKOB CTaplLue LWecTn
ner.

5.1.2. UrpoBoe none pa3meyvyaeTca f[BaALaTbio 3epHaMM KyKypy3bl. 3epHa
pacnonaraloTca Ha NPAMON JIMHUKM, Ha PAacCTOAHUN OKOMO 5 CM. Apyr OT Apyra,
MUrpoBoe MPOCTPaHCTBO ("AOPOXKKKU', "Monochl") pasmeLlaeTca Mexay 3epHamu.
NrpoBoe none Ha3biBaetca "mopora" (bej), Mo KoTopon UrPoOKM nepemellatoT



dULLKN BBEPX M BHMU3 OT CBOMX CTAapPTOBbIX no3uuumi ("gomos"). B 3aBUCMMOCT OT
Konnyectea Urpokos, 6onee 10 wnm 16 4yenoBeK, ANMHA MONA MOXET OblTb
yBe/IMYEHA Ha NATb UM JECATb 3€PEH.

5.1.3. Kaxabln Urpok mMmeeTt no natb ¢uwek. OuiKM 06bIYHO AenawTca 13
NoApYYHbIX MaTeEPUANOB (BETKW, MNCTbA U T.4.) U YHMKANbHbI A1A KaXK[Aoro Nrpoka,
pa3mep 1x 06bIYHO OT 4 fo 10 cm.

5.1.4. OWwKN nepemeLLaloTCcA Mo Moo B 3aBUCUMOCTM OT KONMYECTBa BblMaBLUNX
OYKOB Ha KocTax. MrpanbHble Koctu B Buge D2 npepctaBnailoT u3 ceba yetbipe
3epHa KyKypy3bl C I1IOCKUMM CTOPOHAMK, TaK YTO OHM MOFYT YNacTb NM6O Ha OfgHY
CTOpPOHY Nnbo Ha BTOPYIo. Y 3epeH, UCMONb3yeMbIX B KauecTBe KOCTel C ofHOMN
CTOPOHbI BblbMpaeTca cepaueBmHa (3To HasbiBaetca k'oyik u pasak’al a ixi'imi -
"yTO6bI BLIOPATb CEPALE KYKYPY3bl") 1 BbleMKa HaTMpPaeTcA APEBECHbIM Yriem Uinu
NCMONb3yIOT KOMOTb OT ropsllen BeTKU (3Tn fenctBuA HasbiBatoTca jo'ochtik tel
butz’- "HaTepeTb gpeBecHbIM yrnem', unu bonik tel butz’ - "nogkpacuts yrnem").

5.1.5. 3aKpalleHHaa CTOpPOHa KOCTel HasbiBaeTca 'y kotopon 6yn" wnm "nvuo
KocTel', a nyctada CTOpoHa HasbiBaetca "y gut 6yn" - "gHo Kocten". LleHHocTb
OpOCKOB ONpefendeTcs KOMNYECTBOM 3epeH KyKypy3bl, YMaBLUMX YepHOW
ctopoHor Beepx ("ka wila 'bon a javaaana - "nocmoTpu, CKONbKO NEXMWT Ha CrIUHE").

5.1.5.1. OgHO 3epHO TEMHOM CTOPOHOM BBEPX - 1 OUKO;

5.1.5.2. [1Ba 3epHa TEMHOW CTOPOHOW BBEPX - 2 OYKa;

5.1.5.3. Tpu 3epHa TEMHOW CTOPOHOW BBEPX - 3 OUKa;

5.1.5.4. YeTbipe 3epHa TEMHOW CTOPOHOM BBEPX - 4 OUKa;

5.1.5.5. Bce 3epHa ynanu cBeTnon CTOPOHOW BBEPX - 5 OUKOB.

5.1.5.6. Koctn 6pocatoTca n3 pyku Ha 3emiio.

loka urpok rotoBUT CBOWM OPOCOK CxMMasa 3epHa (byn) B pyke, ocTalsibHble C

TPEBOron CIefAT 3a ero AeNCTBUAMM, NPY STOM Lenya "TyH Kawan" - "oHn nagatoTt".

5.2. UrpoBoi npouecc.

5.2.1. Kaxkgomy nrpoky gaetca gBa 6pocka 3a oguH xog4. Irpok nepemelyaet cBoko
dULLKY nocsie BTOPOro 6pocKa, 1 feNaeT 3TO B MPOW3BOJ/IbHOM MOPAAKE COrMTAacHO
KOJINYECTBY BbIMABLUMX OYKOB KaXKAOro 6pocka. 9To BaXKHbIi MOMEHT, Tak Kak OH
JaeT 6onblue BO3MOXHOCTEN MO 3axBaTy ¢uLleK conepHuKa. Hanpumep, ecnn B
nepBbii OPOCOK BbIMano ABa OYKa, BO BTOPOW - MsATb OUKOB, a GULLIKA COMEpHMKa
HaxoauTCA Ha yhaneHWn B NATb XOAOB, TO Bbl MoXeTe caenaTb MEpBbIN Xo4 MO
pe3ynibTatam BTOPOro 6pocka (Ha NATb JOPOXKEK) 1 3aXBaTUTb GULLIKY COMEPHUKA,
Mo pe3ynbraTam »e nepBoro 6pocka Bbl BTOpbIM XO0[0M NpoABUraeTeCb BMECTE C
3axBauyeHHON PULLKOI COMepHMKa K cebe JOMOW Ha ABE AOPOXKKNA.

5.2.2. WrpoBoe mnone pacrnonaraeTtca TrOPU3OHTaJIbHO MeXAy WrpoKamu,
cTapToBble nonA ("goma") HaxogATCA C NEBOM CTOPOHbI OT UrPOKa, U GULLKK
ABUraloTcA cfieBa Hanpaso. Takum obpa3om, GULLIKN NFPOKOB BXOAAT Ha mone ¢
MPOTUBOMOJIOXKHbIX CTOPOH 1 ABUraloTCA HaBCTpeYy ApYr Apyry.

5.2.3. Korga ¢uwka p[octTuraeT MPOTUBOMONOKHOIO Kpasa nond ("goma"
COMEepHMKA), OHa He 3axoAaA B "AOM" CONepHNKa HaYMHAET ABUraTbCA Ha3ag K CBOEN
CTapToOBOM No3uLmn (k ceoemy "gomy").

5.2.4. Ecnu duiKa gocTUraeT cBoero "Aoma’, To OHa BbIBOAMTCA C AOCKM B "OoM",
ANA TOro, YTo6bl NPOAOIIKUTL UTPY CHOBA. TOUHOE KOIMYECTBO OUYKOB A1 BbIBOAA
OULWKN He HYXHO, AOCTAaTOYHO, YTOObl BbiMABLUEE KOMMYECTBO OUYKOB Oblo
60JsIblUe, YEM KONMMYECTBO OCTaBLUMXCA AOPOXKEK ("gom" He yunTbiBaeTcs).

5.2.5. MNepBble UrpoKK 06enx KoMaHg AenalT 6POCoK, YTOObl onpeaennTb, KTo
HayHeT urpy. HaumHaeT urpy Ta KomaHpa, KoTopas Bblbpocuna Haubonbliee
KOJIMYecTBO OUKOB. [Nocsie Toro, Kak NepBbii UFPOK BOLLES CBOE GpULLKON Ha nore,
OCTasibHble YfieHbl KOMaHfbl, HauMHaA cneBa HampaBo W Aenas mno Asa bpocka
BBOAAT MO OAHOW cBOen ¢ulLKe Ha none. MNocse Toro, Kak BCe U3 KOMaHAbl caenanm
CBOW XO[fbl, MPaBO CNeayLLX XOA0B MoyyYaeT KOMaHA4a CoMepHMKa.

5.2.6. Y KaXKgoro Mrpoka Ha rnosie MOXeT HaXxoAUTbCA TOJIbKO ofHa cBobOoaHas
(MmetoLan BO3MOXKHOCTb NMepefBUKEHUS 1 He 3axBayeHHasn) duwka. Ecnm durwka
6naronosy4yHo obxoAWT BCe MOJIe M BO3BpPALLAETCA B CBOW "AOM', OHa CHOBa
BbICTABJISETCA HA CTaPTOBYIO MO3ULUIO.

5.2.7. Ecnn nrpok cBoen puIIKON MoMagaeT Ha AOPOXKKY (Monocy), 3aHATYIo
COMEpPHMKOM, OH 3axBaTbiBaeT OMILKY COMepHMKa CTaBA CBOIO OULLKY CBEPXY U
HauMHaeTCA ABUraTbCA BMeCTe C PULLKOWN COMEPHMKA Ha3ag K CBoeMy "fomy".

5.2.8. ConepHUK, KOTOpbI MOTepAn CBOO GULIKY B pe3ysbTate TOro, YTo ee
3axBaTWKY, B CBOKO ouepedb crefyolwmMm XOAoM BBOAUT Ha Mosie HOBYO GULLKY,
eC/IN TaKoBas y Hero MMeeTcs.

5.2.9. Bcakni pas, Korga NUrpoK 3axBaTbiBaeT QULIKY NPOTMBHUKA OH ABUraeTCA
Ha3ag K cBoemy "Oomy', ofjHaKo, GUIIKN OObefVMHEHHble B CTOMKM (6aiHm)
OCTaloTCA YA3BMMbIMU ANA AaNbHENLIEro 3axBaTta, U HET HUKAKOW rapaHTun TOro,
YTO COMEPHUK HE MEPEXBATUT BCIO CTOMKY M HAaYHET ABUraTb €e K CBOeMy "foMY".
Ecnun cTonka, cocTtoAwasa u3 CBOMX U 3aXBaUEHHbIX PULLEK OOXOAUT 4O KOHEUYHOW
uenu (To ectb "goma") 1 BbIBOAUTCA C AOCKM, TO OULLKM CONEPHMKA CYUTAIOTCSA
YHUUYTOXKEHHBIMM 1 B UFPy Gonblue He BBOZATCA, a CBOU GULIKN N GULLKN YIEHOB
KOMaHZbl BO3BpALLalOTCA MX BhagesblaM, KOTOpble MOTyT BBOAUTb UX CHOBA B
urpy.

5.2.10. KonnuecTBo 3axBaTOB HE OrpaHUYeHo, CTOMKK (6alHu) puwek moryTt
TaK»e 3aXBaTblBaTbCA HE TONbKO OAMHOYHOW GULLIKOW, HO U APYTMU CTOMKaMU.

5.2.11. Ha ogHon oTtaenbHoW gopoXKe (mosoca), Kotopas 3aHATa GULLKON YieHa
KOMaHfbl, MOTYT TaKXKe HaxoguTbcA U QULLIKMA OPYFUX YNIEHOB KOMaHZbl, 3TO He
MEHSIET UTPY N HUKAK Ha Hee He BNMAET.

5.2.12. [JononHuUTeNbHbIX OPOCKOB KOCTEN B Urpe HET. KaXabli UrpoK, KaKk yxe
FOBOPUIIOCH 33 OAMH X0 6pocaeT KocTn ABaxkabl. U ecnv oguH 13 6pocKoB BedeT K
3axBaTy QULLKM CONEPHIKA, TO APYro 6POCOK, B TAaKOM CJlyyae, 0653bIBAET UrpoKa
LABUHYTbCA C 3aXBaYeHHOM QULLKOIM CONepHMKa Ha3aza B "AoM".



5.2.13. Ecnv oguH 13 6p0oCKOB KOCTEl NO3BOMSET UTPOKY BONTY B "AOM" 1 BBINTY C
noss, TO KOJMIMYECTBO OYKOB APYroro O6pocka MOXeT ObiTb MCMOoJSIb30BaHO Ans
MOBTOPHOrO BBOAA GULIKU Ha UFPOBOE Mofe.

5.2.14. Hn oguH vrpoK He npornyckaeT Xo4 N He TepsAeT pe3ynbraTtbl CBOMUX
OPOCKOB, OaXe ecnu y Hero HeT ¢ulieK HU Ha nose, HU B pesepse. Urpok
npoposiKaeT 6pocaTb KOCTM NMomorad CBOMM MapTHepamM No KomaHze. OfHako, B
rBaTEMaJSIbCKOM BEPCMM Wrpbl OENCTBMA COBEPLUEHHO APYrue, ecin y WUrpoka
3axBayeHbl UM 6NOKMPOBaHbI BCE GULLKM, TO OH HE MOXET COBepLUaTb BPOCKM
KOCTeN 1 NponyckaeT CBOW X0 A0 TOr0 MOMEHTa NoKa He OyfeT pelleHa cyabba
€ro 67I0KMPOBaHHbIX pULLIEK.

5.2.15. Urpa 3akaHunBaeTcA, Korga y KoMaHAabl He ocTaeTca GpulleK Aid BBoAa Ha
urposoe nosne. MNobegutenem cunMTaeTcA KOMaHZa, 3axBaTMBLUAsA Hambosnbliee
KONIMYeCcTBO GULLEK KOMaHAbI COMepHMKa.

5.3. BapunaHTbl Urpbi.

5.3.1. Irpa MOXeT COCTOATb N3 MATW YPOBHEN (BapUaHTOB), B KOTOPbIE UrpatoT
OAVH 3a ApYrUM B onpefesieHHOM nopAgake. 3TX BapuaHTbl OTAINYAOTCA ApYr OT
Apyra crnocobom nepemelleHnsa UM 3axeata U 61okupoBaHuA ¢uluek. MNepBble
yeTblpe YPOBHA CUMBOJIM3UPYIOT MECTHbBIX »KMBOTHbIX W WX CMOCO6bI NOBAM
Jooblun.

5.3.1.1. NepBasa urpa "KpoweuHbiii mypaBein" (aj sayil), cnegyer npasunam,
OMMCaHHbIM BbiLLE, TO €CTb OHa CYMTAETCA OCHOBHOW UFPOA.

5.3.1.2. Bropas urpa "open" (aj t'iwil) aenaerca cambim GbICTPbIM BapUaHTOM.
Mocne Toro, Kak UrPoK 3axBaTuvi GULLKY COMEPHUKA, ero duliKa (Mnn GalleHKa)
BMECTE C 3axBayeHHOW QUMLILKON NMOKUZAET UFPOBOE MoJie N 6osblue Ha HEro He
BO3BpalLaeTcs.

5.3.1.3. Tpetbs urpa "ckopnuoH" (aj sina’anil).

5.3.1.3.1. OuwkKa (unn 6aweHKa) Urpoka Ana 3axBaTa GULLIKN COMEPHMKA MOXKET
LBUraTbCA Mo NOJII0 Kak Bnepea, Tak 1 Ha3ag.

5.3.1.3.2. OuwKa (unn GaleHkKa), 3axBaTUBLLAA GULLKY COMEPHMKA ABUFAETCA Ha
BbIXOZ K CBOeMy "fomy".

5.3.1.3.3. ®uwka (nnm 6aleHKa) nocne 3axBaTta 1 61aronony4yHOro BbIXofa C Nons
MOXET BO3BpaLlaTbCA Ha CTapTOBYIO MO3MLUMIO AJ1A MOBTOPHOrO BBOAA B MrpYy.
3axBayeHHasA PpuLIKa conepHMKa B Urpe 6osblie He y4acTByeT.

5.3.1.4. YeTBepTtan urpa "apmua mypasbes" (aj sakalil).

5.3.1.4.1. ®uiwka (nnun baweHKa) noce 3axBata GULLKM NPOTUBHUKA, MPOAOIKAET
ABUraTbCA K "OOMy" COMepHMKa M BbigA C MOAA BO3BPALUAETCA Ha CTapTOBYIO
no3unuuio B cBon "gom".

5.3.1.4.2. ToyHOe KONMYEeCTBO OYKOB AN BbIBOAA GULLKN HE HYXKHO, fOCTAaTOYHO,
yTOObI BbIMaBLLEE KOIMYECTBO OYKOB 6ObIN0 60JIblUE, YEM KOIMYECTBO OCTaBLUMXCA
LOPOXEK.

5.3.1.4.3. 3axBauyeHHble OUIIKM COMEPHMKA CUUTAOTCA BbLIOUTHIMA U B UrPY
60JibLUe He BCTYMNAIOT.

5.3.1.5. MaTasa urpa "oroub" (k'aak’il).

5.3.1.5.1. B cepeguHe nonsa yrnem pucyercs Heb6onbLIOW KpyT.

ABTOp, K COXaneHuIo, He yKa3a CKOJIbKO NOJOC (4OPOXKeEK) UTPOBOro MO MOXET
OXBaTbIBaTb "Kpyr orHA". 1 gymato, UTo pa3mep OKPY»KHOCTW 3aBUCUT OT »KeNaHWA 1
LLOrOBOPEHHOCTM UFPOKOB. BrnonHe BepoATHO, YTO "Kpyr OrHA" oxBaTblBaeT OT
OfHOW [0 TPEX CEPEANHHbIX NOSOC (AOPOXKEK).

5.3.1.5.2. Ecin ¢uwkKa (nnm GawweHKa) nrpoka nonagaeT B "Kpyr orHA", To oHa
"cropaet’ BMecTe ¢ 3axBaye€HHbIMM GpULLKaMU 1 6obLLe B TPy HE BO3BPaLLaeTcA.

5.3.1.5.3. Ecnn duwka (unm 6aweHKa) nrpoka 3axesatbiBaeT GULLIKY cOnepHuKa Jo
"Kpyra orHa" oHa HauMHaeT ABUraTbCA Ha3aj K cBoemy "gomy".

5.3.1.5.4. ®uwka (nnm 6awweHkKa) nocne 3axBaTta U 6G1arononyyHoOro Bbixoga ¢ Nons
MOXeT BO3BpalllaTbCA Ha CTAapTOBYIO MO3ULMIO ANA MOBTOPHOIO BBOAA B Urpy.
3axBayeHHas uLLKa conepHMKa B Urpe 6onblue He yyacTBYeT.

5.3.1.5.5. ABTOPOM He yKa3aHO, YTO MPOUCXOAUT ecnu ¢uwkKa (N 6alieHKa)
3axBaTblBaeT QUMLKY conepHuKa mnocne "Kpyra orHA". [lostomy npepnaraio fBa
BapviaHTa AasibHeNLWMX 4eNCTBUI, KOTOPble HEOHXOAUMO OroBOPUTH A0 UTPbI.

5.3.1.5.5.1. lNocne 3axBaTa GULLKM COMEpHMKa, duKa (Mnn GalleHKa) Urpoka
npoJosiKaeT ABUraTbCca K "OOoMy" COMepHMKa 1 BbiAA C NONA BO3BPALLAaeTca Ha
CTapTOBYO NO3ULMIO B CBOW "foM". TOUHOE KONIMUYECTBO OUYKOB A5l BbIBOAA GULLKK
He HY>HO. 3axBaueHHble QULLKM COMepHMKa B Urpy 6osblue He BO3BPALLAOTCA.

5.3.1.5.5.2. lNocne 3axBaTa OUMLIKM coOnepHMKa, ¢oUWKa (Mnn GaleHKa) Nrpoka
HauMHaeT ABMraTbCA Ha3af K CBoeMy "OoMy" M BbIifA C MOMA BO3BPALLAETCA Ha
CTAPTOBYIO MO3ULMI0. TOYHOE KOMMUYECTBO OYKOB AJ1A BbIBOAA GULLKM HE HY>KHO.
3axBayeHHble GpULLIKN cCoNnepHUKa B Urpy bosblue He Bo3BpaLiatotcs. Ecniv purka ¢
3aXBaYeHHON PULIKOW COMepPHMKa Ha 06paTHOM MyTW MoMagaeT B "Kpyr orHA" oHa
TaK)Ke CropaeT BMECTE C 3aXBaUEHHbIMU GULLIKAMMN.

5.3.2. [locne Kaxkpgoro BapunaHTa Urpbl KOMaHAbl NOACYHUTbIBAOT, CKOJIbKO ¢MUJGK

COMNnepHUKoB BblOUAN. XOTA B Utore, NCXOo He TaK YK BaXeH, KaK CaM npouecc Uurpbl.
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Puluc, Boolik, Buul

Family: Running-fight game, ancient, game with incomplete information
Type: Abstract

Category: Abstract Strategy

Mechanism: Dice rolls, moving chips, building chips in towers

Number of players: 2

Age: 6+

Party time: 30 min.

1. The composition of the game.
Field: 11x1 (9x1)

Chips: 5 black, 5 white

Dice: D2 - 4 pcs.

00000
00000

R.1

2. Introduction.

2.1.The rules are presented with my additions, variants and interpretation (in the
text marked as I.L. (Latin ipse legi) - “I collected it myself”), and highlighted with a
green block).

2.2. Puluc, Boolik, Buul is a game played by the Kekchi and Mopan people in
Guatemala and Belize Central America. Since the Kekchi and Mopan people are
descendants of the Maya, many researchers are inclined to assume that Puluc is a
game that has come down to us from the Maya.

Before the conquistadors conquered, gambling using beans or reeds as playing
dice was quite popular and widespread in Mesoamerica. And although, despite the
large number of ethno-historical documents, an exact description of how to play
these games has not yet been found.

In addition to gambling, it was also a ceremonial game, which was played by men
on the night before planting kukruzy, so that the corn grains were fed with joy and
fun and gave a rich harvest before leaving the "dark earth".

Also, this game belongs to the family of combat races, players' chips rushing
across the field towards each other, capturing and knocking out rivals.

At the moment there are several options for the rules of this game. The first
version was published by the researcher of the board games R.C.Bell in 1960 and is
based on the description of K.Sapper, taken from the German 1906 collection of
articles on the anthropologist Franz Boas. The second option is based on the
description of the linguist Lieve Verbeeck, who studies Maya and witnessed the
modern version of this game that is still played by the Mopan and Kekchi ethnic
groups in Southern Belize. Also, in addition to the main version, Lieve Verbeeck

described four additional versions of this game, which can take place sequentially
one after the other and differ in different ways of movement on the playing field
and different attacks, these options symbolize different animals and their habits.

3. The goal of the game.

Capture all the opponent's chips or create a situation in which he can not make
further moves.

4. Gameplay.

4.1.The field usually consists of 11 tracks, each extreme of which is used as a start-
ing point for the chips and is called a house, thus, the working route where the
chips run are 9 tracks. In some embodiments, the field can be extended, but it is not
clear whether it should consist of an odd or even number of tracks. If you rely on
the basic version, consisting of 11 tracks, then the increase in the number of tracks
should be odd. but the number of chips remains unchanged.

4.2.The field is located vertically between the players, however, if you prefer, you
can place it between the players and horizontally, this does not change the
mechanics and dynamics of the game.

4.3. The player’s chips are in the “house” to his left. The initial placement is shown
inR.1.

4.4. Player chips move from left to right (R.1).

4.5. The player who throws the most points starts the game. Then the players take
turns depending on the number of points dropped.

4.6. D2 rolls and score.

4.6.1. One stick with a flat (light) side up - 1 point;

4.6.2. Two sticks with a flat (light) side up - 2 points;
4.6.3. Three sticks with a flat (light) side up - 3 points;
4.6.4. Four sticks with the flat (light) side up - 4 points;
4.6.5. All sticks are semicircular (dark) side up - 5 points.
4.7. Moving chips across the field.

4.7.1.1n one move, the player can either move one of his chips, or introduce a new
one into the game.

4.7.2. You cannot walk on a path that is already occupied by “your” chip, that is,
several of your chips cannot be on the same track (unless they are in the turret, see
below).

4.7.3.You can, without limitation, jump over your own and other people's chips or
turrets.

4.7 4. If a player cannot make another move due to the fact that all suitable tracks
are occupied with their own chips, the move is skipped.



4.7.5. In the game, at the same time can be any number of chips.

4.7.6. A player bringing the chip to the opposite edge of the field (where the oppo-
nent's “house” is located) can make one of the options for withdrawing chips from
the field, which should be agreed at the beginning of the game:

4.7.6.1. A chip reaching the opposite edge of the field comes out of the board and
returns to the start in his “home”. The exact number of points for the withdrawal of
chips is not necessary (as an option - it is necessary), it is enough that the number
of points dropped is more than the number of remaining tracks.

4.7.6.2. Having reached the opponent's “home’, the chip starts moving back across

the field to its “home” and leaves the field on the same principle as in clause 4.7.6.1.

4.7.7. Chips from the field are returned to their “home” for further participation in
the game.

4.8. Capture and release chips.

4.8.1. If the opponent's chip is on the track where your chip has arrived, then you
place your chip on top of the opponent's chip, thereby grabbing it and creating a
turret. Then you move your chip along with the opponent's chip, so the opponent's
chip is blocked and held captive.

4.8.2. It is permissible to consistently capture several chips or turrets of an oppo-
nent. Capture can be carried out as one of your chips, and the turret, which
currently belongs to you.

4.8.3.If in the turret, currently belonging to you, there is your chip captured by an
opponent earlier, then the next move, when you move the turret, you must release
your captured chip. To do this, moving the turret to the dropped number of points,
you move only that part of the turret that is above your captured chip, so you
release your chip. Chips of the opponent that remain under your freed chip remain
captured and blocked.

4.8.4. Your chips or turrets that you have freed are free and can move on on their
own.

4.8.5. When there are several of your chips in the turret, the release should start
from the top one.

4.8.6. In one move, from the turret, you can only release one of his chip.

4.8.7. You can free and capture chips or turrets as many times as you like without
restrictions.

4.8.8. If you remove the turret from the field, the opponent's chips in it are consid-
ered knocked out and they do not enter the game anymore, your turret chips
return to the starting position in their “/home” and continue to participate in the
game.

4.8.9. You cannot capture chips that are in the opponent’s “house”.

4.9. Option rules.

4.9.1. After the opponent's chips are captured, you change the direction of move-
ment and begin to move the turret created back to your“home” (starting position).

4.9.2. Movement on the field occurs in two directions at once, that is, single chips
move to the opponent’s “house”, and turrets move to your “house”. And the oppo-
nent is trying to catch up with your turret, grab it and lead to his "home".

4.9.3.To remove chips from the field, in this case, you need to throw out the exact
number of points, that is, you need to throw one point more than the remaining
tracks for passing.

4.9.4. If you get more points than you need for a withdrawal, then the chip stays in
place, and you must be like another chip.

4.9.5. The remaining rules of the game remain unchanged.

4.9.6. These types of interceptions, reminiscent of "pulling’, make the game more
intense and interesting.

4.10. Win.
4.10.1. The player captured all the opponent's chips.

4.10.2.The player captured and blocked all opponent's chips and the latter cannot
make a turn in turn.

5. A variant of the rules of the game, described by Lieve Verbeeck, played by the
Mopan and Kekchi ethnic groups in South Belize.

5.1.The number of players and tools.
5.1.1. Puluc is played by teams of an even number of players over six years old.

5.1.2.The playing field is marked with twenty grains of corn. The grains are located
on a straight line, at a distance of about 5 cm from each other, the playing space
("tracks", "stripes") is placed between the grains. The playing field is called "road"
(bej), in which players move chips up and down from their starting positions
("houses"). Depending on the number of players, more than 10 or 16 people, the
field length can be increased by five or ten grains.

5.1.3. Each player has five chips. Chips are usually made from scrap materials
(branches, leaves, etc.) and are unique for each player, their size is usually from 4 to
10 cm.

5.1.4. Chips move across the field depending on the number of points dropped on
the dice. D2-shaped dice are four corn kernels with flat sides, so they can fall either
to one side or to the other. For grains used as bones, a core is selected from one side
(this is called k'oyik u pasdk'al a ixi'imi - “to choose the heart of the corn”) and the
excavation is rubbed with charcoal or used soot from a burning branch (these
actions are called jo 'ochtik tel butz' - "rub with charcoal®, or bonik tel butz '- "touch
with charcoal").

5.1.5.The colored side of the bones is called “whose bul” or “face of the bones”, and



the empty side is called “u yit a bul” - the “bottom of the bones”. The value of the
throws is determined by the amount of corn kernels that have fallen black with the
side up ("ka wila 'bon a javaaana -" look how much is on your back ).

5.1.5.1. One grain dark side up - 1 point;

5.1.5.2. Two grains with the dark side up - 2 points;
5.1.5.3. Three grains with the dark side up - 3 points;
5.1.5.4. Four grains with the dark side up - 4 points;
5.1.5.5. All grains fell light side up - 5 points.

5.1.5.6. Bones rush from the hand to the ground.

While the player prepares his throw by squeezing the grains (bul) in his hand, the
others watch his actions with alarm, while whispering “tun kaxal”-“

5.2. Gameplay.

5.2.1. Each player is given two shots in one turn. The player moves his chip after
the second throw, and does so in random order according to the number of points
of each throw. This is an important point, as it provides more opportunities to
capture opponent's chips. For example, if there were two points in the first throw,
five points in the second, and the opponent’s chip is five moves away, then you can
make the first move based on the results of the second throw (on five tracks) and
capture the opponent’s chip, with the results of the first throw, you are moving
with the captured opponent's chip to your home on two lanes with the second
move.

5.2.2. The game field is horizontally between the players, the starting fields
("houses") are on the left side of the player, and the chips move from left to right.
Thus, players' chips enter the field from opposite sides and move towards each
other.

5.2.3. When the chip reaches the opposite edge of the field (the "home" of the
opponent), without entering the opponent's "home", it starts moving back to its
starting position (to its "home").

5.2.4. If the chip reaches its "home", then it is displayed from the board in the
"house", in order to continue the game again. The exact number of points for the
withdrawal of chips is not necessary, it is enough that the number of points

"

dropped is more than the number of remaining tracks (the "house" is not counted).

5.2.5. The first players of both teams make a shot to determine who will start the
game. The team that scored the most points starts the game. After the first player
entered his chip on the field, the rest of the team, starting from left to right and
making two throws, introduce one of their chips on the field. After all of the team
have made their moves, the next team gets the right of the next moves.

5.2.6. Each player on the field can only have one free (having the ability to move
and not captured) chip. If the chip safely bypasses the entire field and returns to its
“home", it is again placed on the starting position.

they are falling”.

5.2.7. If a player with his chip hits the track (strip) occupied by an opponent, he
grabs the opponent's chip by placing his chip on top and begins to move along
with the opponent's chip back to his "home".

5.2.8.The rival who lost his chip as a result of being captured, in turn, with the next
move introduces a new chip to the field, if he has one.

5.2.9. Whenever a player grabs an opponent's chip, he moves back to his “home’,
however, the stacked chips (towers) remain vulnerable to further capture, and
there is no guarantee that the opponent will not intercept the whole pile and start
moving it to his "home" If a stack consisting of its own and captured chips reaches
the final goal (that is, “home”) and is removed from the board, then the opponent's
chips are considered destroyed and are no longer entered into the game, and their
own chips and team member chips are returned to their owners, who can bring
them back into the game.

5.2.10. The number of captures is not limited, stacks (towers) of chips can also be
captured not only by a single chip, but also by other stacks.

5.2.11. On a single track (band), which is occupied by a team member chip, there
may also be chips of other team members, this does not change the game and does
not affect it in any way.

5.2.12.There are no extra dice rolls in the game. Each player, as already mentioned
in one move, rolls the dice twice. And if one of the shots leads to the capture of the
opponent's chips, then another shot, in this case, obliges the player to move with
the captured opponent's chip back to the “house”.

5.2.13.If one of the rolls of the dice allows the player to enter the “house”and leave
the field, then the number of points of the other throw can be used to re-enter the
chips on the playing field.

5.2.14.No player misses a move or loses the results of his throws, even if he has no
chips on the field or in reserve. The player continues to roll the dice while helping
his teammates. However, in the Guatemalan version of the game, the actions are
completely different, if the player captures or blocks all the chips, he cannot roll the
dice and skip his turn until the fate of his blocked chips is decided.

5.2.15. The game ends when the team does not have chips to enter the playing
field. The winner is the team that captures the most chips of the opposing team.

5.3. Variants of the game.

5.3.1. A game can consist of five levels (variants), which are played one after
another in a certain order. These options differ from each other in the way they
move or capture and block chips. The first four levels symbolize the local animals
and their methods of catching prey.

5.3.1.1. The first game "tiny ant" (aj sayil), follows the rules described above,
that s, it is considered the main game.

5.3.1.2. The second game Eagle (aj t'iwil) is the fastest option. After a player has



captured an opponent's chip, his chip (or turret), along with the captured chip,
leaves the playing field and does not return to it.

5.3.1.3. The third scorpion game (aj sina’anil).

5.3.1.3.1. A player’s chip (or turret) to capture an opponent’s chips can move across
the field both forward and backward.

5.3.1.3.2. The chip (or turret) that captured the opponent's chip moves to the exit
to its “home”.

5.3.1.3.3. A chip (or turret) after a capture and a safe exit from the field may return
to the starting position for re-entry into the game. The captured opponent's chip is
no longer involved in the game.

5.3.1.4.The fourth game "army of ants" (aj sakalil).
5.3.1.4.1.The chip (or turret) after the opponent's chips are captured, continues to

move to the opponent’s “home” and after leaving the field returns to the starting
position to his “home”.

5.3.1.4.2. The exact number of points for the withdrawal of chips is not necessary,
itis enough that the number of points dropped is more than the number of remain-
ing tracks.

5.3.1.4.3. Captured opponent's chips are considered knocked out and no longer
enter the game.

5.3.1.5. Fifth game "fire" (k'aak’il).
5.3.1.5.1. In the middle of the field a small circle is drawn with coal.

The author, unfortunately, did not indicate how many lanes (tracks) of the playing
field can cover the "circle of fire". | think that the size of the circle depends on the
willingness and agreement of the players. It is likely that the "circle of fire" covers
from one to three middle lanes (tracks).

5.3.1.5.2.If a player’s chip (or turret) falls into the “circle of fire”, then it “burns”along
with the captured chips and does not return to the game.

5.3.1.5.3. If a player’s chip (or turret) captures the opponent’s chip to the “circle of
fire”, it starts moving back to its “home”.

5.3.1.5.4. A chip (or turret) after a capture and a safe exit from the field may return
to the starting position for re-entry into the game. The captured opponent's chip is
no longer involved in the game.

5.3.1.5.5. The author does not indicate what happens if the token (or turret)
captures the opponent’s token after the “circle of fire”. Therefore, | propose two
options for further actions that need to be agreed upon before the game.

5.3.1.5.5.1. After the opponent’s chips are captured, the player’s chip (or turret)
continues to move to the opponent’s house and returns from the field to its start-
ing position. The exact number of points for the withdrawal of chips is not neces-

sary. Captured opponent chips are no longer returned to the game.

5.3.1.5.5.2. After the opponent's chips are captured, the player’s chip (or turret)
starts moving back to his “home” and returns from the field to the starting position.
The exact number of points for the withdrawal of chips is not necessary. Captured
opponent chips are no longer returned to the game. If a chip with a captured oppo-
nent's chip on the way back enters the "circle of fire", it also burns along with the
captured chips.

5.3.2. After each variation of the game, the teams calculate how many chips the
opponents have knocked out. Although in the end, the outcome is not as impor-
tant as the process of the game.
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