
Rules to the game of backgammon 
 

Basic rules 

Backgammon Equipment 

 A Backgammon board or layout.  

 Thirty round stones, or checkers, 15 each of two different colours,  

 A Backgammon board or layout.  

 Thirty round stones, pr checkers, 15 each of two different colours, generally referred to as `men'.  

 A pair of regular dice, numbered from 1 to 6. (For convenience, two pairs of dice, one for each player, are 

generally used.)  

 A dice cup, used to shake and cast the dice. (Again, it is more convenient to have two dice cups.)  

 A doubling cube---A six-faced die, marked with the numerals 2,4,8,16,32 & 64. This is used to keep track 

of the number of units at stake in each game, as well as to mark the player who last doubled.  

The backgammon board 

Backgammon is an obstacle race between two armies of 15 men each, moving around a track divided into 24 

dagger-like divisions known as ``points''. The Backgammon layout is divided down the centre by a partition, known 

as the ``bar'' (See Diagram 1), into an outer and inner (or home) board or table. The side nearest you is your outer 

and home tables; the side farther away is your opponents outer and home boards. The arrows indicate the direction 

of play. For purposes of convenience we have numbered the points in the diagram. Though the points are not 

numbered on the actual board, they are frequently referred to during play to describe a move or a position. Your 

(X's) 4-point or 8-point will always be on your side of the board; your opponent's (O's) will always be on his side of 

the board. A move from your 9-point to your 5-point is four spaces (the bar does not count as a space). A move from 

White's 12-point to your 12-point, though it crosses from his board to yours, is but one space, for these two points 

are really next to each other. Diagram 2 shows the board set up ready for play. Each side has five men on his 6-

point, three men on his 8-point, five men on his opponent's 12-point, and two men, known as ``runners'', on his 

opponents' 1-point. The runners will have to travel the full length of the track, the other men have shorter distances 

to go. Note that play proceeds in opposite directions, so that the men can be set up in two ways. Turn the diagram 

upside down to see the layout if play were proceeding in the other direction.  
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Diagram #2  (Numbered from X's point of view) 
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Object of the game 

The object of Backgammon is for each player to bring all his men into his home board, and then to bear them off the 

board. The first player to get all his men off the board is the winner.  

Starting the game  

Each player casts one die. The player with the higher number makes the first move, using the two numbers cast by 

his die and his opponent's. In the event that both players roll the same number, it is a "stand off" and each rolls 

another die to determine the first move. In the event of subsequent ties, this process is repeated until the dice turn up 

different numbers. (In some games, players double the unit stake automatically every time they cast the same 

number; others limit the automatic doubles to one. In tournament play, there is no such thing as an automatic 

double.)  

Moving your men  

Each player's turn consists of the roll of two dice. He then moves one or more men in accordance with the numbers 

cast. Assume he rolls 4-2. He may move one man six spaces, or one man four spaces and another man two spaces. 

Bear in mind that, when moving a single man for the total shown by the two dice, you are actually making two 

moves with the one man---each move according to the number shown on one of the dice.  

Doublets 

If the same number appears on both dice, for example, 2-2 or 3-3 (known as doublets), the caster is entitled to four 

moves instead of two. Thus, if he rolls 3-3, he can move up to four men, but each move must consist of three spaces. 

The players throw and play alternately throughout the game, except in the case where a player cannot make a legal 

move and therefore forfeits his turn.  

Making points 

A player makes a point by positioning two or more of his men on it. He then "owns'' that point, and his opponent can 

neither come to rest on that point nor touch down on it when taking the combined total of his dice with one man.  

Prime 

A player who has made six consecutive points has completed a prime. An opposing man trapped behind a prime 

cannot move past, for it cannot be moved more than six spaces at a time-the largest number on a die.  

Blots 

A single man on a point is called a blot. If you move a man onto an opponent's blot, or touch down on it in the 

process of moving the combined total of your cast, the blot is hit, removed from the board and placed on the bar. A 

man that has been hit must re-enter in the opposing home table. A player may not make any move until such time as 

he has brought the man on the bar back into play. Re-entry is made on a point equivalent to the number of one of the 

dice cast, providing that point is not owned by the opponent.  

Closed board 

A Player who has made all six points in his home board is said to have a closed board. If the opponent has any men 

on the bar, he will not be able to re-enter it since there is no vacant point in his adversary's home board. Therefore, 

he forfeits his rolls, and continues to do so until such time as the player has to open up a point in his home board, 

thus providing a point of re-entry. It should be noted, the he doesn't loses his turn, as he still retains the ability to 

double his opponent before any of his opponents rolls, assuming the cube is centred or on his side.  



Compulsory move  

A player is compelled to take his complete move if there is any way for him to do so. If he can take either of the 

numbers but not both, he must take the higher number if possible, the lower if not. [Another way of saying this...]  

1. If both parts of the roll can be played legally, then this must be done. Note that you may play the roll in 

such a way as to move fewer pips than the larger die indicates by playing the smaller die first --- this is 

common in bear off situations, and legal as long as each part of the roll is played legally at the moment you 

play it.  

2. If only one part of the roll can be played legally, then you must play the higher die if possible; if not, play 

the lower die.  

Bearing off 

Once a player has brought all his men into his home board, he can commence bearing off. Men borne off the board 

are not re-entered into play. The player who bears off all his men first is the winner. A player may not bear off men 

while he has a man on the bar, or outside his home board. Thus if, in the process of bearing off, a player leaves a 

blot and it is hit by his opponent, he must first re-enter the man in his opponents home board, and bring it round the 

board into his own home board before he can continue the bearing off process. In bearing off, you remove men from 

the points corresponding to the numbers on the dice cast. However, you are not compelled to remove a man. You 

may, if you can, move a man inside your home board a number of spaces equivalent to the number of a die. If you 

roll a number higher than the highest point on which you have a man, you may apply that number to your highest 

occupied point. Thus, if you roll 6-3 and your 6-point has already been cleared but you have men on your 5-point, 

you may use your 6 to remove a man from your 5-point. In some cases it may be advantageous to play the smaller 

die first before applying the higher die to your highest point (See Compulsory Move). For example, suppose you 

have one checker on your 5 point, and two checkers on your 2 point. Your opponent has a checker on the ace (one 

point) and on the bar. You roll 6-3. You may play the 3 to the 2 point then the 6 to bear a checker off the 2 point 

leaving your opponent no shots (no blots for the opponent to hit). The alternative, using the 6-3 to bear checkers off 

both the 5 and 2 points, would leave your opponent 20 out of 36 ways to hit your remaining blot.  

Gammon and Backgammon 

If you bear off all 15 of your men before your opponent has borne off a single man, you win a gammon, or double 

game. If you bear off all 15 of your men before your opponent has borne off a single man, and he still has one or 

more men in your home board or on the bar, you win a backgammon, or a triple game.  

Cocked dice 

It is customary to cast your dice in your right-hand board. Both dice must come to rest completely flat in that board. 

If one die crosses the bar into the other table, or jumps off the board, or does not come to rest flat, or ends up resting 

on one of the men, the dice are ``cocked'' and the whole throw, using both dice, must be retaken.  

 

What is the doubling cube for? 

The introduction of the doubling cube into the game is largely responsible for the leap in popularity of modern 

backgammon. Each face of the doubling cube bears a number to record progressive doubles and redoubles, starting 

with 2 and going on to 4, 8, 16, 32 &; 64. At the commencement of play, the doubling cube rests on the bar, between 

the two players, or at the side of the board. At any point during the game, a player who thinks he is sufficiently 

ahead may, when it is his turn to play and before he casts his dice, propose to double the stake by turning the cube to 

2. His opponent may decline to accept the double, in which case he forfeits the game and loses 1 unit, or accept the 

double, in which case the game continues with the stake at 2 units. The player who accepts the double now ``owns'' 

the cube---which means that he has the option t redouble at any point during the rest of the game, but his opponent 

(the original doubler) may not. If, at a later stage he exercises this option, his opponent is now faced with a similar 

choice. He may either decline the redouble and so lose 2 units, or accept and play for 4, and he now ``owns'' the 

cube. A player may double when he is on the bar even if his opponent has a closed board and he cannot enter. 

Though he does not roll the dice, for he cannot make a move, he still has the right to double. Note that gammon 

doubles or backgammon triples the stake of the cube.  

 



 Jacquet / Backgammon 
Le matériel 

Un tableau avec 24 pointes (flèches), 30 dames (pions pour jouer - 15 de deux couleurs contrastées), 2 paires de dés 

(une pour chaque joueur). 

 

Objectif  
Déplacer les 15 dames dans le tableau intérieur et ensuite commencer à emporter (enlever les dames du tableau 

intérieur et les sortir du tableau). Le premier joueur qui a emporté ses 15 dames a gagné. (Le plateau intérieur est 

composé des six dernières flèches du parcours d'un joueur) 

 

Pour commencer à jouer 

Installer le jeu tel qu'indiqué par le diagramme. Lancer les dés, le 

joueur ayant obtenu le total le plus élevé joue en premier. Le 

joueur joue les chiffres obtenus ou, il peut choisir de jeter les dés 

à nouveau et d'utiliser le nouveau total. Si des chiffres égaux sont 

jetés, les deux joueurs doivent jeter les dés à nouveau.  

 

Pour se déplacer  

Le joueur lance les dés. Il déplace ensuite ses dames en fonction 

des chiffres obtenus selon deux possibilités: déplacer 2 dames 

(une pour chaque dé) ou 1 seule dame en additionnant les chiffres 

des 2 dés. Le joueur peut arrêter sa dame sur n'importe quelle 

case ouverte ou déjà occupée par des dames de sa couleur ou 

également sur un case occupée d'une seule dame de son 

adversaire (voir la rubrique FRAPPE). Un joueur peut sauter des 

cases occupées par des dames adversaires. Toutefois, au cas où 

un joueur désire déplacer qu'une seule dame, il ne peut le faire que si la dame ne s'arrête pas sur une case fermée 

(occupée par deux dames ou plus de la couleur adverse) à chaque chiffre utilisé . Un joueur doit utiliser le chiffre 

des 2 dés si possible. S'il peut utiliser l'un ou l'autre, mais pas les 2, il doit employer le chiffre le plus élevé. Si ceci 

n'est pas possible, ou qu'aucun des chiffres ne peut être utilisé, le joueur passe son tour. 

 

Doubles 

Les doubles ou doublets sont traités comme si 4 chiffres apparaissaient. Par exemple, si les dés indiquent 5-5 le 

joueur peut déplacer quatre dames de 5 cases chacune, ou deux dames de10 cases chacune. Un joueur doit utiliser 

autant de chiffres du jet de dés double que possible. Si il ne peut en utiliser aucun, le joueur passe son tour. 

 

Frappe 

Une seule dame sur une case s'appelle une tache. Lorsqu'un joueur est en mesure de déplacer une dame dans une 

case occupée par une tache, ou de la sauter lorsqu'il déplace une dame du total des 2 dés, c'est une victoire, qui force 

la tache à quitter le tableau vers la barre (la barre entre le tableau intérieur et extérieur). 

Le joueur avec une dame sur la barre ne peut déplacer aucune autre dame jusqu'à ce que la dame "frappée" pénètre à 

nouveau sur le tableau. Une dame entre dans le tableau intérieur adverse sur une case ouverte qui est du même 

chiffre que celui obtenu sur l'un des 2 dés pendant une tentative de ré-entrer en jetant les dés. Il est possible de faire 

entrer une dame et de sortir du tableau intérieur de l'adversaire sur le même coup de dé. Si une dame entre dans une 

case où l'adversaire à une tache, la tache de l'adversaire est frappée. 

 

Faire sortir 

Aussitôt qu'un joueur a déplacé l'ensemble des 15 dames dans son propre tableau intérieur, il peut commencer à les 

faire sortir. Un joueur ne peut pas faire sortir ses dames tant qu'il en reste sur le tableau extérieur, le tableau intérieur 

de l'adversaire ou la barre. Une dame peut être enlevée d'une case du même chiffre que celui qui apparaît sur un dé. 

Par exemple, sur un jet de dés de 5-3 un joueur peut faire sortir une dame de sa case 5 et une de sa case 3. Si le jet de 

dés est plus élevé que n'importe quelle case occupée on peut faire sortir une dame de la case occupée la plus élevée 

qui suit immédiatement. Par exemple, un joueur a trois dames sur sa case 5 et deux sur sa case 4, le joueur jette les 

dés qui indiquent 3-3; le joueur pourra faire sortir deux dames de la case 5 (parce que les doublets comptent 

quadruple) ou en faire sortir une et en déplacer deux de la case 6 à la case3, ou en déplacer trois de sa case 6 à sa 

case 3 et une de sa case 4 à sa case 1.  

 



L'enjeu ou la mise 
 

Une mise de départ est décidée : $0.25, $1.00,  etc. Attention n'oubliez pas que durant la partie, cette mise va 

sûrement être doublée ou redoublée. Le doublet - le dé backgammon - est placé au centre, face 2. 

 

Doubler 

Un joueur peut doubler à tout moment pendant le jeu, mais seulement à son tour avant de jeter les dés, et seulement 

si le double précédent (le cas échéant) a été fait par son adversaire. Un joueur double en menant le doublet devant 

son adversaire habituellement lorsque le joueur a l'avantage sur son adversaire. Celui-ci a alors deux options, 

accepter le double et continuer à jouer sur la mise plus élevée ou perdre le jeu à la mise précédente. Si il accepte le 

doublet, il pourra décider au cours de la partie de redoubler en offrant le doublet face 4 à son adversaire. 

 

Super et super-duper 
Si le perdant d'un jeu a fait sortir au moins une dame au moment de perdre, il perd la valeur simple du jeu (l'enjeu de 

base est augmenté en doublant, le cas échéant). Mais si le perdant n'a pas fait sortir une ou plusieurs dames il est 

dupé et il perd double (l'enjeu de base est augmenté en doublant, le cas échéant). Si en plus de n'avoir fait sortir 

aucune dame le perdant a une dame sur la barre ou dans le tableau intérieur de l'adversaire il est "super-dupé" et perd 

triple (l'enjeu de base ainsi augmenté par doublage, le cas échéant). 

 


