Othello

A minute to learn...
a lifetime to master!

Ages 8 and up
2 players

CONTENTS
64 reversible discs
Playing board
6 ‘rubber’ feet

Please remove all components from package and compare them to the components list.

If any items are missing, please call 1-800-524-TOYS.

PREPARATION
Insert the 6 feet provided info the holes in the base of the playing board

OBJECT OF THE GAME
The object of the game is fo have the majority of your color discs face up on

the board at the end of the game.



A MINUTE TO LEARN
Each player takes 32 discs and chooses one
color to use throughout the game.

Black places two black discs and White
places two white discs as shown in Figure 1.
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FIGURE 1
The game always begins with this set-up.

A move consists of ‘outflanking’ your
opponent’s disc(s), then flipping the
outflanked disc(s) to your color.

To outflank means to place a disc on the
board so that your opponent’s row (or rows)
of discs is bordered at each end by a disc of
your color. A row may be made up of one or
more discs.

Here’s one example: White disc A was
already in place on the board. The
placement of white disc B outflanks the row
of three black discs.
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White flips the outflanked discs and the row
now looks like this:
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OTHELLO RULES

1. Black always moves first.

2. If a player cannot outflank and flip at
least one opposing disc, they forfeit their
turn and their opponent moves again.
However, if a move is available a player

may not forfeit their turn.

3. A disc may outflank any number of discs
in one or more rows in any number of
directions at the same time -
horizontally, vertically or diagonally. A
row is defined as one or more discs in a
continuous straight line.

(See Figures 2 and 3).
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FIGURE 3

4. Players may not skip over their own

color disc(s) to outflank an opposing
disc. (See Figure 4.)
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5. Disc(s) may only be outflanked as a as may times as the player needs and can
direct result of a move and must fall in use a disc.
the direct line of the disc placed down.

: 10.When it is no longer possible for either
{See Figure 5 and 6).

player to move, the game is over. Discs

are counted and the player with the
Disc v majority of their color showing is the
placed * @ winner.
here O
OOO ‘ ) Note: It is possible for a game to end
] before all 64 squares are filled.
SAMPLE GAME
J‘ Black moves first. A black disc can be
FIGURE 5 placed on square C4, D3, E6 or F5 to
‘ outflank a white disc. Black decides to
‘. place o disc on square C4. (See Figure 7).
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6. All discs outflanked in dny one move must 8
" s , ‘
be flipped, even if it is to the player’s FIGURE 7

advantage not to flip them at all.
The outflanked white disc between the two
7. A player who flips a disc which should not black discs is flipped over.

have been turned may correct the mistake (See Figure 8.)
as long as the opponent has not made « ABCDETFGH

subsequent move. If the opponent has
already moved, it is too late for change

and the disc(s) remain as is.

8. Once a disc is placed on a square, it can

never be moved to another square later C‘)

in the game.

9. If a player runs out of discs, but still has
the opportunity to outflank an opposing
disc on their turn, the opponent must give
the player a disc fo use. This can happen FIGURE 8
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It is now White's furn. A white disc can be
placed on square C3, E3 or C5 to outflank
a black disc. White decides to place disc
on C3. (See Figure 9).
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The outflanked black disc between the
two white discs is flipped over
(See Figure 10.)
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FIGURE 10

The game continues in this way until
neither player can move. The player with
the most discs ot this point is the winner.

SCORING

Players desiring to score their games
may do so by determining the margin by
which a player won a game. The smaller
number of discs are simply subtracted

from the larger number of discs.

Players may also set up their own methods of
scoring. For example, establishing a
predetermined number of games or points o

win by a series of games.

OTHELLO STRATEGY
Before reading any further we suggest thot
you play a few games first to familiarize

yourself with how the game works.

The rules for Othello are very simple and
the final goal is clear enough, but what
exactly do you do in the early and middle
stages of the game? Hopefully, the
following ideas will help you develop

winning strategies and improve your game.

The corners are special. Corner discs can
never be outflanked and, often, can profect
whole collections of discs from enemy
capture. in Diagram 1 the black disc at
H8 protects the entire black group - no
matter what happens during the rest of the
game, there is no way White will ever be
able to capture any of the black discs
already on the board.

A BCDETFGH

1

2

3 1 1000

4 100000

5| | 100000 ®
6 @00 @ ) J
7 00000
8 00000
DIAGRAM 1

At times, it might be a bad idea to place a
disc next to an empty corner - you may be
giving your opponent a chance to fake that
corner. For instance, in Diagram 2 White



zan now move to corner H8 because of the
slack disc at G7.
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DIAGRAM 2

yometimes it can be difficult or impossible
o find a way to capture a corner even
hough your opponent has moved into one
>f the ‘dangerous’ squares right next to it.
n Diagram 3 although White has o disc
wext to corner A1, Black cannot take the
orner immediately. However, if Black plays
it A3, White will have no way fo stop Black

rom taking the corner on Black’s next turn.
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DIAGRAM 3

ometimes it is possible to develop o plan
or capturing a corner even though your
pponent does not yet have a disc on «
Jangerous’ square.

or example, Diagrams 4 and 5 illustrate
‘hat will happen if Black moves to E8.

On White's turn, the only place White can
go is B2 - the only square from which White
can outflank a black disc as the rules
require. After this move, Black can move to
corner Al.
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PUZZLES

Each of the following five puzzles (#1 to
#5) illustrates how Black can make o move
that will guarantee them the chance to
capture a corner on their next move. In
each case it is now Black’s turn. Look at all
the places Black can go (including the
‘dangerous’ squares) and try to find the
move that will force White into offering
Black a corner.
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0006 PUZZLE SOLUTIONS

| 906e PUZZLE #1 - Black should play at H2.

o0oo /o0oe e White will have only one place to go - H7 -

00ee ‘OOO and Black will then be able to take corner

00086 O H8.

O 0000

Q OO0 PUZZLE #2 - Black should play at B6. This

O will leave White with only two alternatives -
PUZZLE #2 B7 and G1. If White goes to B7, Black can
move to corner A8. If White should move

A B 655; FGH to G1 instead, Black would be able to take

' the corner at H1.

008888 PUZZLE #3 - Black should move to F8.
90 |00e White will have only two possible moves -
OO0 @O0 B7 and B8, both of which make it possible

O@®@OOOO for Black to move to corner A8.

a: :90 PUZZLE #4 - Black should play at G1. This
] offers White only four possible choices -
PUZZLE #3 B8, F1, G2 and G8. Each of these moves

ABCDETFGH opens up a corner o Black.

: 08880 PUZZLE #5 - Black should play at G7.
000D White is left with two possible moves - G8
o 0ee and H7. Either move will make it possible

00800 for Black to capture corner H8 because

008000 White’s move will change the color of

00066 Black’s original disc at G7.

0000 With careful play Black can go on fo win all
PUZZLE #4 five of the games depicted in the puzzles.



etting the first corner in each game will be
slpful to Black, but that’s nof the main
ason Black should win {even if you get all
ur corners it is still possible fo lose the
ime). Black should win because White has
st control. In each game, there are not a
t of places White can go on their turn,
though there are plenty of empty squares
1 the board. In contrast, each time it is
ack’s turn, Black has many possible

oves to choose from. Black can proceed
gradually accumulate discs that White will
wve no access to without ever opening up
lot of new choices for White. In fact, Black
wld win the game shown in Puzzle #1
ithout ever offering White a chance to

ake a decision - at each turn White would
ave only one possible move. You can see
is for yourself by setting up the board as it
spears in Puzzle #1 and playing the game
rough the following sequence of moves.

ack’s moves are in bold: H2, H7, H8,

2, A5, A6, H1, G1, €1, C2, G7, F7, GS8,
3, E8, D8, B7, B8, A8, A7, A2, B2, BT,
1. Black wins 54 to 10.

aining control of game is so important
at players deliberately allow their
sponents fo capture corners when they
ink this will eventually give them control.
your games, try to anticipate how your
ioves will affect your opponent’s moves.
y to leave them with as few choices as
ossible. It is usually a good idea not to
apture foo many squares in the early
ages. Remember that your opponent must
utflank one or more of your discs on each
iwn. If you have only a few discs on the
oard, you can minimise your opponent’s

ptions.

HANDICAPS

There is a slight advantage in going first.
Therefore, the more experienced player
may give this advantage to the less
experienced player. After one game, the
winner may wish to let the loser go first.
These rules should be established before
starting a series of games.

When a skilled player is playing against an
unskilled player, the skilled player may take
on a handicap by setting up the board o
give their opponent a four corner
advantage, as White (the skilled player) is
doing in Figure 11. If the difference in skill
is not so great, the more skilled player may
give only one, two or three corner

advantages.
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CONSUMER INFORMATION

YOU CAN TELL IT'S MATTEL!

CALL us toll-free or write with any comments
or guestions about our products or service.
Monday through Friday 8:00 a.m. - 5:00
p.m. PST, 11:00 a.m. - 8:00 p.m. EST.
Outside U.S.A., see telephone directory for
Mattel listing.

1 (800) 524-TOYS

Consumer Affairs, Mattel, Inc.

333 Continental Blvd., El Segundo, CA
90245 US.A.

{CE MARK/ LION MARK} CONFORMS TO
THE SAFETY REQUIREMENTS OF ASTM F963
We are dedicated to quality products.
MATTY MATTEL(im) toys

2 YEAR LIMITED WARRANTY

Mattel, Inc. warrants to the original consumer
purchaser that this product will be free of
defects in material or workmanship for two
years {unless specified in alternate warranties)
from the date of purchase. If defective, return
the product along with proof of the date of
purchase, postage prepaid, to Consumer
Adjustment Center, 15930 E. Vdlley
Boulevard, City of Industry, California 91744
for replacement or refund of our option. This
warranty does not cover damage resulting
from accident, misuse, or abuse. Valid only in
U.S.A. This warranty gives you specific legal
rights and you may also have other rights
which vary from state to state.

Send only the product to the address above.
Send all correspondence to Consumer
Affairs, Mattel, Inc., 333 Continental Blvd., E!l
Segundo, California 90245-5012, US.A. Or
you may phone us toll-free at 1-800-524-
TOYS, Monday - Friday, 8:00 a.m. - 5:00
p.m. PST; 11:00 a.m. - 8:00 p.m. EST.

Othello USOA
7 Peter Cooper Rd. #10G
New York, NY 10010
parson@panix.com
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