Senet ¢i Hra o pruchodu

podsvétim

Zacatek hry:
Kazdy hra¢ ma pét kamenu. Hradi rozestavi své

kameny na stfidaCku na prvnich deset poli hraci desky.

Konec hry:
Vitézem se stava hrac, ktery zvladne vyvést vsechny
své kameny ze hry.

Pribéh hry:

Hrac hazi vrhacimi dfivky, ktera slouzi podobné jako
kostka a urcuji, o kolik policek mlize posunout jeden
ze svych hracich kamend.

Pokud hrac¢ hodi 1 svétlé a 3 tmava dfivka, smi
posunout jeden svllj kAmen o 1 policko dopredu

a hazi znovu.

Pokud hrac¢ hodi 2 svétla a 2 tmava drivka, smi
posunout jeden svilj kAmen o 2 policka dopredu.
Hazi protihrac.

Pokud hrac¢ hodi 3 svétla a 1 tmavé drivko, smi
posunout jeden svilj kAmen o 3 policka dopredu.
Hazi protihrac.

Pokud hrac¢ hodi 4 svétla drivka, smi posunout jeden
svUj kdmen o 4 policka dopredu a hazi znovu.

Pokud hrac¢ hodi 4 tmava dfivka, smi posunout jeden
svUj kdmen o 5 policek dopfedu a hazi znovu.

Na kazdém policku mize stat pouze jeden kamen.
Pokud kadmen vstoupi na pole, kde jiz lezi kdmen
protihrace, kameny se prohodi. Hra¢ nesmi vstoupit
na pole, kde jiz lezi jeho vlastni kdmen.

Pokud na dvou a vice po sobé nasledujicich polich
lezi kameny stejného hrace, jsou tyto chranény proti
prohozeni protihraCem.

Hrac se vzdy musi snazit pohybovat dopredu. Pokud
neni mozné hnout zadnym kamenem dopredu, musi
hnout jednim ze svych kamen o pfislusny pocet poli
dozadu a ztraci moznost hazet znovu. Pokud neni
mozné hnout zadnym kamenem ani dopredu, ani
dozadu, hraje protihrac.

Specialni pole:

Kameny stojici na poslednich ¢tyrech polich hraci
desky nejsou chranény proti prohozeni. Pokud kdmen
vstoupi na jedno z téchto poli a jiz zde lezi kdAmen
protihnrace, kdmen protihraée se presune na pole ,Dim
vody”, pokud je toto pole volné, ¢i se oba kameny
prohodi, pokud je pole ,Dim vody" obsazené.
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Pole ,Dum znovuzrozeni®”.

Pole ,Dim dobra": VSechny kameny se
musi zastavit na tomto poli, nez mohou byt
vyvedeny ze hry. Pokud hrag, jehoz kamen
se nachazi na tomto poli, hodi 4 tmava
drivka, jeho kdmen je vyveden ze hry.

Pole ,Dum vody": Pokud hra¢ vstoupi na
toto pole, ztraci moznost hazet znovu a
hazi protihrac. V dalsim tahu se hra¢ musi
rozhodnout, zda sviij kdmen stojici na

poli ,.DUm vody" presune na pole ,Dim
znovuzrozeni”, nebo se pokusi hodit

4 svétla drivka.

Pokud se hrac¢ rozhodne presunout svij
kdmen na pole ,Dim znovuzrozeni”, hraje
protihraé. Pokud je pole ,Dim znovuzrozeni”
obsazeno, Ize kamen presunout na nejblizsi
pole za nim.

Pokud se hrac rozhodne hazet drivky

a uspéje, vyvede svlij kdmen ze hry a hazi
znovu. Pokud neuspéje, hraje protihrac.

Pole ,Dam tFi soudcd”: Kdmen, ktery
vstoupi na toto pole, Ize pouze vyvést ze hry,
a to hodem 3 svétlych a 1 tmavého dfivka.

Pole ,Dim dvou soudci”: Kamen, ktery
vstoupi na toto pole, Ize pouze vyvést ze hry,
a to hodem 2 svétlych a 2 tmavych dfivek.

Pole ,DUm boha Hora": Kdmen, ktery
vstoupi na toto pole, Ize vyvést ze hry
jakymkoli hodem.



Senet or the Game of Passing
Through the Netherworld

Initial set-up:

Each player has five playing stones. Players set
their stones on the first ten fields of the board in an
alternating fashion.

Goal of the game:
The player who gets all his playing stones off the
board wins.

Game rules:

Players throw casting sticks which serve as a dice
and determine the number of steps that one of their
stones can do.

If a player casts 1 light side and 3 dark sides up, he
can do 1 step with his stone and gets an extra turn.
If a player casts 2 light sides and 2 dark sides up,

he can do 2 steps with his stone and his turn is over.
If a player casts 3 light sides and 1 dark side up, he
can do 3 steps with his stone and his turn is over.

If a player casts 4 light sides up, he can do 4 steps
with his stone and gets an extra turn.

If a player casts 4 dark sides up, he can do 5 steps
with his stone and gets an extra turn.

At any time, there can be only one stone per field.

If player's stone lands on his opponent’s lone stone,
the two stones swap places. A player is not allowed
to land on a stone of his own colour.

Two or more adjacent stones of the same colour
protect each other and cannot be attacked by
opponent's stone.

A player always has to try to move his stones
forwards. If none of his stones can be moved
forwards, he has to move one of his stones
backwards accordingly and his turn is over. If there

are no valid moves to make, the player loses his turn.

Special fields:

Stones standing on the last four fields of the board
do not protect each other. If player's stone lands

on his opponent's stone on one of these fields, the
opponent's stone is dropped into “The House of
Waters", provided that the field is empty; or returned
on the original field of the attacking stone.

\ /( Field “The House of Resurrection”.
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4 | Field “"The House of Good": All stones
must stop here on an exact throw, before

N ~\ theycango further. A stone standing on

the field can be borne off the board on the
throw of 4 dark sides up.

MMM Field "The House of Waters”: If a stone lands

on this field, the player loses his turn. In the
next turn, the player, whose stone stands on

MYV the field has two options: he can return his

stone to field "The House of Resurrection”,
or he can try to cast 4 light sides up.

If the player decides to return his stone to
field "The House of Resurrection”, his turn

is over. If there is already another stone on
field “The House of Resurrection”, the stone
returns to the first empty field behind.

If the player decides and throws 4 light sides
up successfully, the stone is borne off the
board and the player gets an extra turn. If the
player fails, he loses his turn.

Field “"The House of Three Judges": A stone
standing on the field cannot be moved forwards,
nor backwards. It can be borne off the board on
a throw of 3 light sides and 1 dark side up.

Field “The House of Two Judges”: A stone
standing on the field cannot be moved forwards,
nor backwards. It can be borne off the board on
a throw of 2 light sides and 2 dark sides up.

DF Field “The House of Horus": A stone
standing on the field can be borne off the
board on any throw.



