Senet, the Game of Passage

What is the aim of the game? 

The aim of the game is to get all the five pieces across the thirty squares, houses - pr, of the board, that is, to lead them to their goal by leading them over the last square. 

How to begin the game? 

The turns should be decided by throwing the sticks. The one who throws lesser value chooses his own set of pieces, dancers - jba, and starts the game by throwing. 

How to play the game? 

Both players have four pieces of the same kind and a special one which symbolizes the Soul, BA. 

The players throw in turns. The player can put his piece on the board when he throws 1. After this, it is his turn again, as he needs to move his piece from the first square. 

It is always the four basic pieces which enter the game first, BA enters last. 

The pieces can move only forward on the board, in a snake-shape fashion. 

After throwing, the players must move one of their pieces. 

Only one piece can occupy one house. 

What happens when two pieces land on the same square? 

- If our piece lands on a square which is already occupied by a piece of the other player, then the two pieces swap places – that is, the piece of the opponent moves back to the house where our piece was before. 

- If two pieces of the opponent are next to each other, they protect each other and cannot be turned back. We can only skip them if the throw permits.

- If three opponent’s pieces are next to each other, they form a unit and block our way. We cannot send any of them back and we cannot skip them either. 
Special squares or houses:

Square 1: This is the House of Thoth. All the pieces enter the board here, and they need to move on immediately. The piece that lands in this house is protected, that is, no newly entering piece can take its place. 

Square 10: The player looses a turn. He is ensnared, slowed down in his progress by his passions. 

Square 15: This is the House of Repeating Life. The player can throw once again. He can move only the piece in this house. If the piece in the house cannot move on, the extra throw is lost. 

Square 16: This is the House of Netting, the Oblivion. The piece sinks into the swamp and forgets to move on. Such is the oblivion of his goal that he does not wake of itself. Only when another piece, regardless whose it is passes by, he remembers his original objective. 

Square 20: The player looses a turn. He is ensnared, slowed down in his progress by his adherence to comfort and material possessions. 

Square 26: This is the House of Good, nfr. The player can throw once again. This throw can only be used for moving the piece in this house. If the piece in the house cannot move on, the extra throw is lost. The piece moving from this house is protected from the House of Bad (next square). That is, if the player throws 1, the piece can skip the House of Bad, and lands on to square 28. 

The piece in this house is protected, it cannot be sent back. However, other pieces can pass by. 

Square 27: This is the House of Bad, or the House of Water, the pitfall. The piece that lands on it must leave the board. It can enter the game anew only upon throwing 1 again. If it is BA that steps onto this square, all the other pieces of the same player are removed from board. 

Squares 28, 29 and 30: These squares are protected, that is, pieces in these houses cannot be taken back. However, other pieces can pass by. 

Important: The pieces in the protected houses (1, 15, 26, 28, 29, 30) cannot settle there. As soon as they are movable, they must move on. 

Leaving the board

- No piece can leave the board until BA has not entered. 

- BA can leave the board only if four pieces are all on board. 

- In order to leave the board, the exact value should be thrown. (For example, if the piece is on square 30, we must throw 1; if it is on square 29, then 2 should be thrown.)

- If the player throws more than the value needed for a piece to leave the board, the value of the throw is lost – unless he has other pieces to move. 

- The winner is the player whose all five pieces leave the board first. 

The values of different throws: 

One white stick
- 
move one square forward

Two white sticks
-
move two squares forward

Three white sticks
-
move three squares forward

Four white sticks
-
move four squares forward

No white sticks
-
move five squares forward

