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TErko has been acclaimed by most game
experts as the grealest creation in games of
skill since the origin of Checkers in the year of
4000 B.C. This game is without a doubt the
most thrilling and fascinating of all skill
games.

TEEKO was created by JOHUN SCARNE,
world’s foremost game authority and author of
the standard reference book on card games—
“Searne on Cards,” and the standard reference
book on dice—*“Scarne on Dice.”

Scarne’s revised rules of play in card and
dice games have made the phrase “According
to Hoyle” ohsolete. - Millions of players now
say: “According to Scarne.”

Featured articles naming JolN SCARNE as
the world’s foremost game ;1ulhf)ril)' have
appeared in all the major magazines: Lile,
Saturday Evening Post. Newsweek, Look,
Time, New Yorker, I'squire, Parade, American
Weekly, Cue and many others.

During World War 1I Jornn ScARNE was
Game Consultant to the United States Armed
Forces. Recently JonN ScaArRNE acted in the
same capacily for the United States Navy
in the making of the Navy motion piclure,
“So You Think It’s Luck.”
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TEEKO is a highly scientific game which
affords the highest type of mental recreation.
The enjoyment derived while playing TEEKO
also constitules a mental training of the great-
est value. It helps develop many faculties
used in every day life such as observation.
concentration, foresight, caution and judg-
ment.

Terko is fast becoming America’s most
popular game not alone as the pastime
for maturity, but as an educational diversion
for children. Countless recreation and play-
oround centers throughout the country, have
installed TEEKO as a regular recreational
activity. Many get-togethers  have formed
their own TeEko clubs and are regularly
holding TEEKO sessions.

TeEKO is a game [or everyone, young and
old. It has the advantage of simplicity. A
child can learn to play it in a few minules,
yel it is impossible to master, due 1o the fact
that there are 1,081,575 different playing
positions on the TEEKO hoard.

There are 44 winning positions in TEEKO,
and rarely does a game start with the same
setup. Due to these conditions, TEEKO can
never become a game of mechanical skill or
memory. TEEKO will undoubtedly go down
in history as one of the greal games of all
Lime.
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RULES FOR PLAYING TEEKO

Requirements:
1. Two players.
2. A TeExo game board.

3. Light TeEKO pieces of which four are
colored black and four are colored red.

OBJECT OF THE GAME

Fach player tries to win the game hy
arranging his four TeEKO picces on  the
Teeko game board in such a manner as to
form one of the 44 winning positions. The
winning posilions are as follows: 10 vertical
positions, 10 horizontal positions. 8 diagonal
positions, and 10 square positions. The fol-
lowing is a description of the winning
positions:

1. A VerticAL Posrrion, four TEEKO pieces
of the same color arranged in a row running

up and down.

9 A Homzonrar Position, four TEEKO
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pieces of the same color arranged in a row
running from left to right.

3. A Duaconar Posrrion, four TEEKO
pieces of the same color arranged in a row
running diagonally right to left or diagonally
left to right.

4. A Square Position, four TEEKo
pieces of the same color arranged in such a
manner as to form a square.

ILLUSTRATIVE WINNING POSITIONS

The following illustrations depict one win-
ning position from each group on the TEEKO
board. The four black circles represent four
TrEKO pieces of the same color that are in a
winning position. The four shaded circles
represent the four opposite colored TeEKO
pieces.

See page 7 for
FLISSTRATIVE
WINNING
POSITIONS
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A Vertical Position

A Horizontal Position

Tereko has 10 of the
above positions.

A Diagonal Position

TeEko has 10 of th:
above positions,

A Square Position

Terko has 8 of the
above positions.

Treko has 16 of the
above positions,



STARTING OF THE GAME

1. Each player selects four Trexo pieces
of the same color.

2. The decision as to which player makes
the opening move is decided by mutual con-
sent or by the toss of a coin. The players
then move alternately.

3. Players take turns in slarting each new
game.

THE PLAY

To make the playing rules easier for a
player to understand, the following explana-
tions are necessary.

One. The player making the opening move
shall be known as “A”, and his opponent as
“.‘37‘?.

Two. A vacant circle is a circle on the
TEERKO game board which does not have a
TEEKO piece resting on it. The playing of
the game is as follows:

1. A places his first TEEKO piece on any
one of the 25 circles.

2. B places his first TEEKo piece on any
one of the 24 vacant circles.

3. A places his second TEEKO piece on any
one of the 23 vacant circles.

4. B places his second TEEKO piece on any
one of the 22 vacant circles.
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5. A places his third TEEKO piece on any
one of the 21 vacant circles,

6. B places his third TEEKO piece on any
one of the 20 vacant circles.

7. A places his fourth and last Terxo
piece on any one of the 19 vacant circles.

8. B places his fourth and last TEEko picce
on any one ol the 18 vacant circles.

9. If a player succeeds in placing his
fourth and last TeEKo picce on the Terko
game board in such a manner as to complete
a winning position, he shouts, “TrEko0”, and
is declared the winner.

10. If a winning position has not been
altained by either of the two players, with
the placing of their four TEEKO pieces on the
TEEKO game board, the game continues to be
played in the following manner.

A player at his turn of play must move
one of his own TEEKO picces forward, hack-
ward, sideways, or diagonally in any direction
from the circle it is resting on lo a vacant
adjacent circle. This is done by merely slid-
ing (moving) a TEEKO piece over one of the
lines connecting hoth circles, In other words
the player merely [ollows a line [rom one
circle to any vacant adjacent circle.

This method of moving is continued alter-
nately until a player shouts, “Trrxo.” which
indicates that he has won the game by form-
ing one of the 44 winning positions.
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ADDITIONAL RULES

1. Once a TrEKO piece has been touched
by a player at his turn of play, that Treko
piece must be moved.

2. A TEEKO piece once moved to a circle
cannot be taken back. It shall be considered
a completed move whether the player still
holds the TEEKO piece or not.

3. If a player (or both players) are mov-
ing their pieces in such a manner as to
indicate a deadlock, either player may call
for a 30 move limit (15 moves for each
player) to be counted from the point at
which notice is given. Failure of either player
to win the game at the end of the 30 move
limit, the game shall be declared a draw.

4. If a player fails to move within 5
minutes, “Time” shall be called, failure to
complete the move upon the expiration of a
minute loses the game for that player.

5. A match between players of equal stand-
ings, wins, losses and draws to count, shall
consist of an even number of games. so that
each player may have the opening move the
same number of times.
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A WORD TO THE BEGINNER

To demonstrate the moving possibilities of a
TEEKRO picce, the following examples are given.
When a TrEko piece is resting on the center
circle of the TeEko game board, that TEEKO
picce can be moved to any one of the eight
vacant adjacent circles, by merely following
the lines. 1f a TEEKO piece is resling on one of
the corner cireles it can only be moved to one
of three vacant adjacent circles,

Although the starting player can put his
opponent on the defense with the placing of
his TEEKO pieces on the game board, it does
not mean that the starting player must win
the game. The beginner must he aware of
the fact that every strategic move made by
the starting player at the beginning of the
game can be blocked by his opponent.

The strategy involved in the playing of
TEEKo can be compared 1o the tactics em-
ployed in Army warfare. A player olten
finds himself on the offense and defense sey-
eral times before the completion of a game.
Therefore, if a player finds himself playing
defensively he should not lose heart because
one move by either player may permit him to
take the offense or better still win the game.

It is of course impossible for any player
to memorize every one of the 1,081,575
different positions on the Terko board.
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Therefore the player must be mentally alert
at all times. The player must have a reason
for every play he makes: he must be building
toward a play that he is familiar with, or he
must be trying to break up his opponent’s
offensive strategy.

Due to the fact that the playing of TEEKO
requires deep concenlralion, many winning
plays are often overlooked. Therefore it is
suggested even though a player knows he is in
a losing position, there is no reason for him to
be certain that his opponent recognizes it also.
In the face of this fact, one should not point
“out winning or losing positions on the TEEKO
board while a game is in progress. Very
often a losing position may be mancuvered
into a winning one on the following play and
bring victory out of defeat.

HOW TO IMPROVE YOUR GAME
To aid the beginner in improving his game
more rapidly and to give him a better under-
standing of the skillful possibilities of TEEKO,
seventeen TEEKO sample plays, and their so-

lutions are given on the lollowing pages.
To simplily the description of these sample
plays, each of the circles on the TEEKO game

board have been given numbers. Therefore,

when the sample plays are described, the
player must visualize these numbers on his
own TEEKO game board.

12

See illustration below:

Sample Play No. 1

Place the black TEEKO pieces on cireles 7.
0,12, and 14. Place the red TEEKO pieces on
circles 10, 13, 17, and 19. Black moves first
and wins the game in two moves.

Solution: Black moves 14 to 8. Red moves
any piece desired. Black moves 12 1o 6 and
wins the game.
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Sample Play No. 2

Place the black TEEKO pieces on circles 13,
15, 18, and 21. Place the red TEEKO pieces
on circles 7, 8, 14, and 19. Black moves first
and wins the game in lwo moves.

Solution: Black moves 15 to 9. Red moves
any piece desired. Black moves 18 to 17 and
wins the game.

Sample Play No. 3

Place the black TEEKO pieces on circles 7,
8, 13, and 14. Place the red TEEKO pieces on
circles 6, 9, 18, and 19. Black moves first
and wins the game in two moves.

Solution: Black moves 8 1o 12. Red
moves 0 to 11, Black moves 14 to & and wins
the game. Had red moved 9 to 8, black moves
7 to 11 and wins the game.

Sample Play No. 4

Place the black TEEKO pieces on circles 8.
12, 13, and 17. Place the red TEEKO pieces on
circles 3, 9, 14, and 18. Black moves first and
wins the game in lwo moves,

Solution: Black moves 13 to 7. Red moves
a piece to 13. Black moves 8 to 2 and wins
the game. Had red moved 3 to 2, black moves
17 to 13 and wins the game. '
Sample Play No. 5

Place the black TEEKo pieces on cireles 19,
20, 22, and 23. DPlace the red TEEKO pieces
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on circles 14, 16, 17, and 18. Black moves
first and wins the game in two moves,

Solution: Black moves 20 to 24. Red
moves any piece desired. Black moves 19 to
25 and wins the game.

Sample Play No. 6

Place the black Trrko pieces on circles 0,
3, 9, and 16. Place the red TEEKO picces on
circles 7, 13, 14, and 19. Black moves first
and wins the game in lwo moves.

Solution: Black moves 6 to 12. Red moves
any piece desired. Black moves 9 to 4 and
wins the game.

Sample Play No. 7

Place the black Trrko pieces on circles 8.
13, 14, and 18. Place the red TEEKO pieces
on circles 9, 12, 17, and 24. Black moves
first and wins the game in lwo moves.

Solution: Black moves 14 to 19. Red moves
a piece to 23. Black moves 8 to 14 and wins
the game. Had red moved 9 to 14, black
moves 19 to 23 and wins the game.

Sample Play No. 8
Place the black TEEKO pieces on circles 11,
12, 21, and 22, Place the red TEEKO picces
on cireles 14, 17, 23, and 25. Red moves firsl.
Black wins the game in two moves.
Solution: Red moves 17 to 10. Black
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moves 21 to 17. Red moves any piece de-
sired. Black moves 11 to 7 and wins the
game. There is another solution to this play.
Try and solve il

Sample Play No. 9

Place the black TEEKO pieces on circles 2,
9, 10, and 13. Place the red TEEKO pieces
on circles 3, 4, 5, and 7. Black moves first
and wins the game in two moves.

Solution: Black moves 13 to 8. Red is
compelled to move 7. Black moves 2 to 7
and wins the game.

Sample Play No. 10

Place the black TrEEKO pieces on circles 3.
8. 9, and 20. Place the red TEEKO pieces on
circles 12, 13, 16, and 19. Black moves first
and wins the game in two moves.

Solution: Black moves 9 to 14. Red moves
any piece desired. Black moves 3 to 2 and
wins the game.

Sample Play No. 11

Place the black Treko pieces on circles 0,
11, 13, and 19. Place the red TEEKO pieces
on circles 8, 12, 15, and 16. Black moves
first and wins the game in lwo moves,

Solution: Black moves 11 to 7. Red moves
any piece desired. DBlack moves 6 to 1 and
wins the game,
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Sample Play No. 12

Place the black TEEKO pieces on circles 8.
9, 13. and 18. Place the red TEEKO pieces on
3,4, 14, and 19. Black moves first and wins
the game in three moves,

Solution: Black moves 13 to 7. Red moves
3 to 2. Black moves 18 to 12, red moves 2
to 6. Black moves 9 to 13 and wins the game.
Had red moved to 13, black moves 12 to 6
and wins the game.

Sample Play No. 13

Place the black TEEko picces on cireles 8,
13, 18. and 22. Place the red TeEKo pieces
on circles 7, 12, 17, and 23. Black moves first
and wins the game in three moves.

Solution: Black moves 13 to 14. Red
moves any piece desired. Black moves 8 to 9.
Red moves any piece desired.  Black moves 9
to 10 and wins the game.

Sample Play No. I

Place the black TeEK0 pieces on cireles 13,
15, 17, and 18. Place the red TEEKO pieces
on cireles 6. 7. 8. and 19. Black moves first
and wins the game in three moves.

Solution: Black moves 15 1o 9. Red
Moves any piece desived.  Black moves 18 1o
22. Red moves any piece desired. Black
moves 22 to 21 algd wins the game.
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Sample Play No. 15

Place the black TEEKo picces on circles 9,
11, 12, and 18. Place the red TEEKO pieces
on cireles 17, 19, 20, and 25. Black moves
first and wins the game in three moves.

Solution: Black moves 18 to 13. Red
moves a piece to 14. Black moves 9 to 8.
Red moves any piece desired. Black moves
11 to 7 and wins the game.

Sample Play No. 10

Place the black TEEKO pieces on circles 4,
9, 14, and 24. Place the red TEEKO pieces on
circles 8, 11, 13, and 19. Black moves first
and wins the game in three moves.

Solution: Black moves 24 to 20. Red
moves one of the lollowing 11, 12, or 13.
Black moves 20 to 15. Red moves any piece
desired. Black moves 4 to 10 and wins game.

Sample Play No. 17

Place the black TEEKO pieces on circles 3,
10, 15, and 18. Place the red TEEKO pieces
on circles 7. 13, 16, and 17. Black moves
first and wins the game in four moves.

Solution: Black moves 3 to 9. Red moves
13 to 14. Black moves 18 1o 19. Red moves
one of the following 7, 16, or 17. Black
moves 19 to 20. Red moves any picee de-
sired. Black moves 9 to 5 and wins the game.
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CONCLUDING ADVICE TO BEGINNIRS

rllhc Ol]ﬁ(‘.r\'illlcﬂ ()I lll(’} r]‘f':l‘:}\‘{) l‘u!l‘."‘ ]]]ﬂkl‘f“!
for a more interesting and enjoyable game.
Therefore, follow the rules of the game
strictly and compel your opponent to do the
same.

Bearing in mind that your opponent has a
motive behind every move he makes, always
attempt to determine the reason behind his
every move. By analyzing the reason for
each of your opponent’s moves against you,
vou will often be in a better position to offset
his sirategy.

The importance of studying the sample
plays in this booklet cannot be stressed too
highly as an important aid to the beginner’s
advancement as a player. Play with better
players whenever possible as this is the quick-
est road lo improving your skill.

If possible join a TeErko CLUB or organi-
zation which has installed TEEKO as one of its
recrealional activities. If there is no TEEKO
CLuB in your town or cily, you might possibly
be able to organize one in your community.
Activities of this type will not only help raise
the standard of the player, and popularize
Trrko, America’s most fascinating game in
your locality, but also provide many enjoyable
evenings for members of the Trexko Crus.

19



