Backgammon Basic Rules

2 players.

Equipment
· Backgammon board 

· 15 checkers for each player 
· Two or four 6-sided dice  

· Optional: a doubling cube

Goal - To be the first player to move all 15 of your checkers from their starting position off the board to the finishing position.

Setup – Set the board on a level playing surface between the two players.

1. Count the playing discs to confirm that you have the correct amount. There should be 15 each of two colors, for a total of 30.
2. Each player will select a color.

3. The 24 triangular areas on which the discs are initially placed and across which they move are called Points.

4. The Home Board is the half which includes both players' home areas, the other half is the Outer Board. While the Bar separates the Home Board from the Outer Board.

5. Place five discs of your color on the Point closest to the Bar, yet within the Home Board on your side. Your opponent should do the same on his side.
6. Place two discs of your color on the Point farthest from the Bar, and within the Home Board on your opponent's side. Your opponent should do the same on your side.
7. Place three discs of your color on the second Point from the Bar, and within the Outer Board on your side. Your opponent should do the same on his side.
8. Place five discs of your color on the Point farthest from the Bar, and within the Outer Board on your opponent's side. Your opponent should do the same on your side.
9. Alternatively, use a method based on a system of numbering the Points. Points are numbered for each player (from 1 to 24) starting in that player's Home Board.
10. Discs are placed as follows: five on each 6 Point, three on each 8 Point, five on each 13 Point, and two on each 24 Point.
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Choosing the First Player - Each player rolls a single die. The player with the higher roll goes first. (If there is a tie, the players roll again.) The first player has the option to use the result of this roll or reroll for themselves. 

Moving Checkers - On each turn, you first roll both dice. After rolling the dice, you move one or more checkers (if a legal move is available). The number rolled on each die determines how many points you can move. Your checker can only be moved to an open point. (An open point is one which is not occupied by two or more of your opponent’s checkers). Each die constitutes a separate move. EXAMPLE: If you roll a 4 and a 1, you can move one checker 4 spaces to an open point and a different checker 1 space to an open point, or you can move one checker 5 spaces to an open point. You must always use as many of your die rolls as possible, even when doing so is not to your advantage. If only one legal move is available, you must take that move. If either move would be legal, but not both moves, you must use the higher number. If no legal move is available, you lose your turn.

Rolling Doubles - If you roll doubles, you have a total of four moves to make. In other words, if you roll double 5s, you can take four moves of 5 spaces using any combination of checkers (subject to the restrictions under “Moving Checkers” above).

Hitting Your Opponent’s Blot - If a single checker of either color is located on a point, that is known as a blot. If your checker lands on an opponent’s blot, the opponent’s checker is removed from the board and placed on the bar (the wooden area dividing the game board in half). This is known as “hitting” your opponent’s blot.

Checkers on the Bar - If one or more of your checkers is on the bar, you must get those checkers back on the board before moving any others. This is done by moving the checker from the bar to an open point on your opponent’s home board, corresponding to one of the numbers you roll. If both numbers rolled correspond to points which are not open, then you lose your turn. If you can enter one or more of your checkers from the bar, but not all of them, you must do so. You then lose any remaining moves. After your last checker has been returned to the board, any remaining numbers on the dice must be played. You may move any checker, including one that was just returned to the board.

Bearing Off - Once all of your checkers are on your home board, you may start bearing off. This is the process by which you remove your checkers from the board. NOTE: It is important to remember that you cannot bear off any checkers unless all of your checkers are on your home board. EXAMPLE: If one or more of your checkers is on the bar, you cannot bear off any checkers, even if all of your other checkers are on your home board. You may bear off a checker by rolling the number that corresponds to the point on which that checker resides. EXAMPLE: If you roll a 4, you may remove a checker from the fourth point. If you roll a number for which there is no checker on the related point, you must make a legal move using a checker on a higher-numbered point. EXAMPLE: If you roll a 3 and all of your checkers are on the fourth point or higher, you must move one of them forward three points. If no such move is possible, you must remove a checker from the highest possible point. EXAMPLE: If you roll a 5 and all of your checkers are on the fourth point or lower, you must remove one them from the board.
You are never required to bear off if another legal move is available.

Doubling Cube - Backgammon can be played as a series of games, with players competing to reach a certain number of points to win. Once you learn how, it is easy to use a Backgammon doubling cube.

Winning -The first player to move all 15 checkers from their starting position to off the board wins the game.

