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The system of transcription used in all the words in italics conforms as much as posaible
to the recommendations of the Copenhagen Conference of Phoneticians (1923) and of the Intar-

national Phonetic Assomation :

A = Arabie — (Lepsius’ ).
iy = Arabic E:{Iﬂj:ﬁluﬂ' ) B

¢ = Sansknt § (Lepsins’ ).

d5 = English j (Lepsius’ z).

J = English A (Lepsius 3).

q 15 not quite Armabic ., but is the vowed corresponding sound, at least among the
Da-ro-d : the [ssa'q usually pronounce it a3 an uvular fricative or affricate.

g = middle a as in Halian.

z = Hnglish a in man,
+ lengthens the preceding vowel.

d has a falling tone (stressed).

a hns a low lavel tone.
d has a high leve] tone,
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(JaMEs OF PRETENOCE,

Tux boys play at reanng camels, horses, ete., using soft stones roughly hewn out to represent
these animals ; they pretend to be looking for fresh pastures and to be busy migrating, They
also play at war with wooden spears, lie in ambush and spy on the enemy. Or again they
pretend to spesk before the pasembly.

The girls simulate household work ; alongated stones are their dolls, which they wrap
in old rags; they build their little huts with branches and use big leaves as mata; for goats
and sheep they use two kinds of mountain shells.

SPORTS.

(Chiefly found in groups of horse or vamel rearers.]

legdan.
Wrestling. The object of the gnme is to make the opponent touch the ground with any
part of his body besides his feet : this must be accomplished four times in order to win.

la < mao - lan.,

Two children (aged 4 upwards) are given a little stick each, and are told to hit each other
anywhere, except on the head. The fight goes on until one runs away.

dabartan.

This is more in the nature of a little fight than of a game. When indulged in—which s
seldom—a piece of ground is chosen, at some distance from the animals. Youths up to the
age of 22 take part in it, and form two teams which always represent two different groups.  The

oppocents hit each other with dabar (ropes used to tether the camels), until one team is driven
away to its settlement.

datartan.

Throwing aloe-reots or dry camel dung at each other, and endeavouring to ward off these
projectiles with little shields which the children make themselves with palm leaves

fartan,
Foot-racing.
riddan.,
Spear-throwing for distance
nifa - ban, Jugtan.
Throwing at s mark.
he- go.

A kind of hockey. The players are divided into two teams ; ecach team has its goal, which
usually consists of a bush. In the centre, i.e.at an equal distance from each goal, they place either

s bone or a pece of wood roughly hewn in the shape of s ball. The players hit this object with
aticks, and endeavour to drive it into the opponenta’ goal
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T f { Bssan e i)

A game of quoits. Two teams are formed. Rach player in turn stands on a line drawn on
the ground and endeavoum to throw a stone i a hole dug at some little distance (should a boy
hit the stone of one of his opponents both start again). The one who gets nearest to the pit
wins the game for his team. All then go to the hole and those who belong to the winning sule
jump on the backs of the others who become their ** donkeys,” apd must imitate the ory of that
animal. Each donkey has to pick up both his own stone and that of his rider : the latter then
throws his stone wherever he likes : the donkey can either try to hit it with his own or he can
whallenge his nder to do so himself,  This 18 repeated twice agan, and each time the donkev
has the same option. As soon as the donkey succeeds—or his rider fails—he is relieved of hus
burden. But if neither has happened after the third throw, the donkey is compelled to carry
hia rider to the pit, then back where he wna, and back to the pit onee more : this threefold journey
18 called lu'f.

qu-d (lasa-q), also Kaxrd jal,

This game 15 played like tipeat with a stick which serves as a bat, and a shorter one, the
length of a hand, and bevelled at one end. which serves as a missile. The boy who begins has
to hit the short piece six times with the bat before letting it fall on the ground. If he fails to
o <o, the other boy endeavours to hit it similarly, but onlv five times ; if he also 13 unsuceessful,
« complete replay 1 necessary. This preliminary is called Jagadagewn.

As soon s one of the players has succeeded, he starts the game proper. A small groowve 14
eratched in the ground and the missile is laid in it slanting, in such a way that the bevell=l
ond stanids out, the bevel being turned downwanls. This end the boy strikes with the bat,
\nd as the missile bounces up in the air, he hita it again 30 a3 1o send it as far away aa he can
His opponents piek it up. and. without leaving the place where it fell. he hurls it a: the bat which
has in the meantime been laid across the groove. (This throw ia callsl so:-lagon) 1f be hits
the bat, the first plaver is out, and the second takes his turn - but if he misses, the first player
replaces the missile in the groove, makes it bounce up as before. and hits it agam with all his
might. The distance between the place where it falls and the groove is measured by means of
the bat. This 1s done three times in succession, the distances attained in each case being added
up. The object is to reach the sum of 101 in bat-lengths. If this is not accomplished in three
throws, the plaver must repeat the so--dagén (and thus mve his opponent an opportunity to
put him out) before he can go on and try to complete his score of 101,

(JAMES OF NIMBLENESS.

dyaq (lssa-q).
Plaved by two children.  One of them takes 8 or 12 stones in his nght fist, throws them up
o the air and endeavours to catch as many of them as possible on the back of his hand ; he
throws them up agnin and catches them back into his fist. The stones which have fallen on
the ground during the process have 1o be picked up, one by one, in the interval between the
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throwing up of the stones and their being re-caught.  As soon as four stones are in the nght hand,
they are transferred to the lofr, which keeps them while the right hand goes on eatching the next
four.

If one stone falls over two others on the back of the hand, it s called kegge ;. the opponent
takes it, and places it on the ground where it has to ba pioked up again durnng play as above,

Keéadan (Da-m-d)

This game 15 plaved wn several manners : the most popular vanety s called fan capar
|=am 'aygear], 1., the © rame of five stones. ©  Two eluldren take part in 1t, cach having to accom-
pplish the following six feats - —

(1) Throw the five stones on the ground.  Pick up one. throw 1t up in the air, and before
catching it, pick up a second stone . throw one up again and pick up o third, and =0 on until
all five stones are i the hand.

(2) Throw up one stone, and before catching it, pick up two stones ;. throw one up again
and. before it returns. pick up the other two,

(3) During the first throw pick up three stones ; dunng the =econd pick up the last one:

(4) Unly one throw, dunng which the four remaining stones must e picked up together.
(This feat is dons four times 0 suocession. |

(5) Keep the five stones i the hand : throw one up; and before eatching it back, touch
the ground twice with the ferefinger. (This s done twice.)

(6) Place the left hand in such o wavthar the tip of the {oretinger touches the ground, while
the thumb and the middle finger are jomned to form a ring, the palm facing npwards,  Throw
the stones on the ground with the nght hand by passing it underneath the left one.  The opponent
then points to a stone which will have to b handlad fourth in the order of succession. Throw
& stane up, and before catching it back, pass o second stone through the ring from right to left.
Dunng the subsequent throws pass the remaining stones through.

When a player misses s stroke, or when he sccidentally disturbs & stone not in play at the
moment, his turn ends and his opponent takes play.  If the latter makes a mistaks the former
player resumes the game at the point whare Lie himself has left off. The one who finishes the
whole game first 13 the winner.

When the stones are cast on the ground, should one of them remain on the top of another
the thrower wins 3 strokes ; if it rests on two stones (dabé-r — donkey ') he wins 2 strokes ;
and if it rests on 3 stones (Kerga-r = placed on top ") he wins one stroke.

GAMES OF ATTENTION AND (CELERITY.
d jascico (Lssa - ).

| Played by two boys, or better, by two equal teams Squatting un two rows facing each other.
Four fanciful stakes are chosen, two by cach team, alternately ; c.g. one side may deem itself
the owner of all the camels of the country, and of all its sheep and goats, while the other may
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assume possesaion of all the cagtle and of all the horses and asses. or of all the girls and of all
the weapons, ete. At the same time, one team chooses gu-d (" above ") and the other Ao s
(" below "), The playera then divide into groups of four—comprising twe partners squatting
side by mde with their two opponents facing them.

All move therr hands in quick succession and rhythm, but neither systematically nor always
symmetrically ; sometimes they will slap their knees, or their chests, will clap bands or extend
one arm towands their opponent.  Now. it often oceurs that two opponents extend o hand at
the same time . if it happens to be two right, or two left hands, the boy on the sule which has
chosen Ko s (* below.” i.e. " palm veraus palm ") scores o rawwo ; 1f 1t 18 cne right hand and one
left, the plaver on the gu-d side scores a rawws. The winner of the rawwo then plays with his

Er

second opponent, if he wins again, hia side acorea ” two | if he loses. his rowws counts for
nothing. The plaving Letween twa children who have a raswwo each is called gaura’,  Points
are scared eollectively by sach team, in even numbers © ' two, four, ix . . " up to ™ sixteen ”
which constitutes n gasnecn (° blunt areow 7). It 18 then deemed to have won from the other
side one half of the camels. or of the cattle, as the case may b= Then a new count 3 started

which must run up to  twenty-one. ce. " twenty  and an odd rawws. This constitutes a

*agpar by, big game. and secures © all the eamels 7 or ** all the cattle ” from the enemy.  After

that, the game is repeated until one team finds itself owner of all four stakes, when it generously
grants ta the losers ** all the dies ™ or " all the rabbish of the country.

SEARCHING (raMES,

la ! (Da-ro-d) = yaddo-gaddeia ([sia-q),

A team game plaved by children on bright meonheht nights. A cirele s drawn some 10 feet
in diameter called o hera, © pen, enclosure * (Da-ro-d), or four white maro.” clothing sheets. '
are placed on the ground to mark the four corners of a gola, * stable  ([ssa-q) - this serves as
a home base. A charred piece of wood, | to § feot long and about 2 inches thick, is thrown
wome distance while evervone keeps his eves closed. Az soon as the sound of the falling log 13
heard, a general search for it bemns.  When one of the plavers has found it, he must try and
resch home by sped or wile before any one of the opposite team can toueh him on the hair and
shout se-man. L he suceeeds, Lis team soores o number of strokes on their side of a main line

drawn on the ground.  Each team leaves o few = goal keepers ” near the base,

The bulk of thelollowing information was provided for me by my two frends [brd-hin
Loma Gil, of the Re-r-hd-ds1 (hinterland of qadqdddo). Warsangéli tribe, speaking for the Da-rd-d
So-ma-li, and cismd- i Dabbad, of the Re: r-cumar (Ada - dlej), Habargérhad iis tribe, speaking for
the Tssd g So-wadd,

LhaMEs OF CALCULATION,
1. jah.
This game is related to the old Englsh * Nine Men's Morris © which was introdaced into

Eurape by the Moors,
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Jak might be termed the national game of the Smah ; men as well aa children are passion-
ately fond of it

Three concentne squarcs are drawn on the ground. their sides being connected at their
middle pont by perpendicular (transversal) lines. Two distinctive sets of twelve stones are
used nstead of two sets of nine, as in the Earopean varety, They are placed, one ot a time,
by the two plavers alternately. During this intreductory stage there 13 no taking of pieces,
bt the one who is first able to place three of his stones in a straight connected line—=this 1a ealled
a dydra (Isaa-q) or dydre (Da-rd-d), " halter of a horse "—seenrea the pnvilege of starting the
game proper, If neither player manages to do this, it 15 the one who has placed the last stone
who begma.

He first removes ane of his opponsnt's stones at hia chotee, and the opponent doea hkewise.
After this, the game becomes very similar to the old English game : the stones are shifted along

‘ '

?_(

L

Fiial |

the lines from one angie or intersection to a neighbounng one which is vacant, and svery time
a o pare is formed. it gives the nght to remove any one of the opponent's stones,

Should ona of the players make it impossible for his opponent to move—which is called 4
Addhg (I=s4-q) or bdng (Da-ro-d). “mpe "—he must make an extra move to provide an opening,
and eannot avail himself of anv ddre he might be making by this second move.

Jumping is unknown.

The one who draws the lines on the ground has the pnvilege of placing the first stone.  Each
subsequent game is started by the winner of the previous one.

Scores are kept in the following way : the winner of o gnme places i the central square
a small stone, the size of & pea ora hazelnut, but of the same celour as his own pieees ; should he
win the next game, he places a second similar stone by the side of the first, and s0 on; but as
200 s he loses a pame, all hus scoring stones are removed, and his opponent starts scoring.
Four stones—i_e. four games won in unbroken snccesion—conatitute a gal, * poal 5 live stones

make a gabag, * girl." !

' The prize is unually o fictitions one, nowadays at any rate ; but o man often * wina ' his wife from a
consnting {ather in this way—which doss not mean that ho omits to pravids the costomary presents [¢r his

bride.
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Here are & few names given to advantageous positions :—
irmd -n, ' milk-mving female * ([s2a-q) = weddin (Di - -d), position which secures a dydre
at every move, by shunting a stone to and fro |

L Oee
afdrre; ownerof four " @O ®: qa-r @ i
L ®

e (this position secures a dydre at the

in placing the stones, o jara galléy -, ** crooked halter ™

next move).
2. dyara-baddy (lssd-q).

A simple form of fdh, played by children. Each of the two players has three stones of
distinctive colour or kind. These are placed alternately by them on the angles formed by thres

vertical and three honzontal lines.
.—I:

ma. 2

When the six stones are placed, they are moved slong the lines. The first who geta his
stones in o straight connected line wins the game.

3. [antd-rad ([2sd-q) = bd-b (D - ro-d).

Helated to the Arablan si-ga and to the Japapese go.

It is played on a checker of B x 5 squares drawn on the ground. Rach of the two players
provides bimself with a set of 12 stones of distinctive colour, and places two stones at a time
on whichever free square he chooses, with the exception of the centre one (called 26, ** centre 7).

When the twenty-four stones are placed, the person who put the last couple has the first
move. The stones are shifted to any adjacent square, but never diagonally. If by eo moving
a player can place one of his opponent's stones between two of his own, he removes it from the
game, and can go on playing as long as he sees the possibility of taking preces by zingle moves.
The accompanving figure shows how three stonss can be taken by a single move (by shifting

Fia. 3
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white stone as indicated by the arrow).  On the other hand, a plaver can safely place one of his
own stones between two of his opponent’s. A stone in the ¢éh cannot be taken.

When a player 12 unable to move, his opponent must give him an opening by making an
cXira move.,

4. korubodde, * high jump = (Issa-q) = Lorkabo-d, * jump over " (DA -d).

Related to the Arabian da-meh, and to the European draughts.

It is played with two sets of twelve stones on a checker similar to that of fania -rad. At the
beginning of the game. the stones are disposed as shown in the accompanyving figure.

The stones move as in fasdd rad, but they take an opponent’s piece by jumping over it

(not diagonally). A= in our own draughts they can take several pieces in succession.  There
are no ' kings.”" Takang s not compulsery,

ololo o]0 ]
| a 9 p &
a @ o |o |
@ N Fol el el fl2,
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3. lea-gibale

Relatesd to the Araluan mtagals, and to similar game- found over the greater part of Africa

and India,

Two parallel rows of 6. & or 12 holes are dug o the ground. and four balls of dry camel
inng are dropped in cach hole,

Each of the two plavers takes possession of one row, The first one to playtakes the contents
of the hole at the right cnd of his own row (A) and distributes one ball in each of the following
pits: B, C, D, K| then he picks np the contents of the hole in which he Las dropped his last
ball (E), and distnbutes themin F, G, H, I, J: he distributes the contentsof Jin K, L, A, B, C:
those of Cn D E, F, G, H. L. those of Lin J, K, L, A,B,C. As his last ball drops in an empty
hole (), his turn of playing comes to an end © he takes as his winuings the last ball he has dropped
(in U}, together with the one which lies opposite (in J), and his opponent starts playing.

olojolelole
OOOOO®

1
]

|
.
}

i
|
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Both players are henceforth free to start their turn at whichever hole they like, providing
it belongs to their own row. When a player ends his turn in one of his opponent s holes he takes
nothing ‘lr!fﬂ_ cr. " famine "),  When he ends it in one of his own holes, he looks at the opponent s
hale which liea directly opposite | if the latter 18 empty he geta nothing (aba-r) ; if 1t containa 1,
9 4 or more balls, he takes these, together with the one he has dropped last ; but if it containa
3 balls. one of these is removed into the hole where his last ball dropped, so that each contains
two balls - these two holes are now his g+ r, and uny ball that drops into either of them cannot
i touched until the end of the game, when they are taken by the owner of the Gi-r.

When » plaver is unable to play, owing to the fact that all his holes are empty—mwith the
possible exception of some 4ii- 7 which cannot be touched —his apponent can take all that remains
in his own row. always «xcepting the contents of any Gu-r which may belong to the first

The object of the game 18 to secore the larger number of balls,

G, b (Da-ru-d).

This game belongs to the same olass as the preceding one. (Some of the details given below
need confirmation.)

Ten holes arranged in two rows are dug in the ground. At the outsst of the game, «ach
of the two plavers 5 provided with 20 stones. and places four of them in cach of the five haoles
which are on his side. The first player lifts up the four stones from any one of his own holes.
e.q. K, and distobutes them. one in each of the following pits, F. G, H, I. then he takes the contents

olololole
OOOEG

of the hole which follows next. J, and distnbutes them hkewse m A, B. C, . The following
lole, E. being empty he finishes his turn, and takes as his winnings the contents of the nexy
put, F.  Then the other player starts, by ph"lﬁihg up the cantents of one of the h“FH on his oumn
ide, and proceeds in o similar way.  When the pit where a player has dropped his last stone 15
followsd by two empt v ones. he nnlumil:.' gets nothing (o).

As i legls g bale, when a person, whose turm it 1s 1o play, finds that all the pits on hi- O
dre empry, l:w forfeits all the pemaining stones to his opponent _

\s =cou a3 all the holes are cleared, cach playver must replenish from his winnings ol el
o his own side,  The one who is unable to pay the full amount of {our stones m:f.u each of =
hve pits, must vlose down with sand or earth those holes which he cannot keep going : they are
considered as non-existent for the time being, but can bwe re-opened later, should the owmer iIncrease
his wealth, _

The sim of the gawe s to reduce one's opponent » provision to less than four steaes. i which

case he 15 unable to continue the game, all his pits having to be closed.
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GAMES OoF UHANCE AND CALOULATION,

7. déleh (DA - o).
Related to the Ambian ta- b,

The Lots.—Billets are used in the manner of dice.  They are made from a stick about 35 em,

long and nearly 1 cm. aercss, which is cut longitudinally and transversely into four equal sections

each of which has a convex side covered with * black ™ bark, and a fiat one showing the * white
wood. One pair of them being held in cach hand. they are bnakly knecked agamst cach other,
and left to fall on the pround with a gyratory motien.  The Ave posa hle sombimationa which
may occur are calle] -

alte = no white side nppermost,
déleh — | white side appermost.
e 2 white sides nppermast

tala-dx = 3 white sides nppermost

cdsse = 4 white sides nppermost,

A ballet lving on its side 1@ called 5 gasr ;118 eounted as whire if the game 2 playved dunng
the day time. as Black if it = mght time

After throwing o sitle, a défed, or a Casse, the same person gees on plaving, bat after a dug
or a talx-dx ke must hand over the stioks to the next plaver.

The Field —Four parallel lines are drawn on the ground. and are intersected by others as

shiosn below ' —

I L 5 & § £ 7 8 9 o on o2 13 lg 15 K OJ7 )8 19 2o

Fi

T“’*‘BFF' cross-lines are a eonvenient number, but there mav be fewer or more—even four or
five times a5 many. The two middle longitudinal lines (B and C) are called fad, * sea.”
Thke Men.—The peanta of junetion of the cross-lines with the linea A and D gpe coversd with
twi sets of stones of distinetive coloum or kinds,
Tﬁ o i i s ; i
s ;H‘;E-‘"-?- The players may be 2,4, 6. 8, or more, and divide 10to two equal teams,  Each
h akea his turn after his left-hand neight I
cighhour, so that partners (who all squat '
N quat on the kame aide)
i ey ¥ E} ' ahpm ' Al ke
h The Start.—One side chooses *“ déleh * and the other * d . A member of cach team
tErows two b : atad, | il ith - .
s ln;:;f the billets | this s repeated, i necessary, until either a défeh (3 black 4+ 1 white)
o 3 — s - | . I
a dug (2 black = 2 white) turn up to decide which team will be the first to trv its luck
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Entering the game.—No player 18 admitted into the game proper until he has succesafully
passedd through the three following introductory stages :—

(1) He plays with the four billets : if ke throws & dug or & talx da, his turn s ended, and
Wit hunds over the billets to hia neighbour ; if a sitfe or a Gdsse turna up, he goes on throwing :
as s00n as a déleb appears he counts * one deleb ~ and immediately passes on to the second stage.

(2) He plays with three billets : if he casts cither thre: bluck or two black and one white,
be adids i déleb to his score, and goes on playing ; if three white turn up, he counts a Gdese and
wes an playing | bit as soon as ons black and two white appear hes passes mto the third atage.

(3) He now plays with two billets : if he has the misfortune of getting two black (kab),
Al the déleb and gdsse he may have scored are lost, and he will have to start the whole procesa
over again when his next turn comes ; if he gets two white, he counts a gdsse and reverts imme-
dintely into the second stage, but if he casts one white and one black (fag). e enters definitely
inta the same by making pood whatever délet and cdsse he may have summed up, and he hands
the billets to his nowghbour. Henceforth he will always play with the whole set of four aticks.

Moee of the Mer.—The men progress along the longitudinal lines, in boustrophedon.  Une

team moves its first piece A 1 successively to B 1, B2. B3 ...B20,030,. .. ClylEl;. ..
L %0, when the man becomes & hadmi-}, ** sea-iarer.” and comes back through CZ0, . . . Gl
Bl,... B2, &2k ate. The other team advances D20 t0 020 . . C1, B 1, and =0
fearth:

The number of points to move 15 determined by the throws : a deleb counts as 1, a dug as 2.
A talecida as 3. o cdaze ns 4, and o sitle as 6. The boys do not count these points by means of the
Yomali numerals, but use special words : to count 3 they say hiK. tah talz-da ;| to count 4.
edsse (" reddish ), b0 [ Tobaceo ), dyemana (- coffec-pot "'}, simkor (" sugar 7). to count b:
inner, s+ ra, waka, drab, qdmma, gebse) (' he canght ™). A player usually waits antil a dusg or a
txla +da has brought his turn to an end, before he movez anv stene | m this way. he can dispose
of lus throws with greater diseriminstion.  The number of points given by each throw cannot
be distributed among different pieces ; it must be axecuted in full or not at all : but the order
in which the throws ecourred does not matter.

Liberating tha Men.—As long as 0 man ecoupies its ojgmal position, it 18 & “slave ' (Aorw-l)
[t is not allowed to travel until it kas been freed, e before it has been moved one single step
(AltaB L A2toA |l ote, D% ioC20, D19 to D2, ete.). Thiscan only be done by means of
a dédeh, nnd each team 15 obliged to nse all theiwr déled for this purpose until all their men have
been thus liberated.

Taking Men.—A 1nan can pass over other men of its own kind, but not over an enamy.
1f & throw of the billets brings it to the exact place occupied by o man of the other team,
he * eata ' it, t.e. removes it from the game and takes his place. The aim of the game 1 to eat
up every one of the opponent a' men.

Storing the id#leh.—When one team has liberated all its men, it is free to turn its déleb to
any use it likes | it can even store them up for use at some critical moment. e.g. for putting out
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of danger a man which is actually preyed upon by the opponents,  Only déleb can be stored up
in this way ; but one can always forgo any ot her gains if it s found safer to do so.

Double Men.—A man can be left by the side of another of its own kind ; henceforth the
two companions move together as if they were a smgle man ; but they also run the nsk of heing
* eaten together.”" Only a déldb can separate them again if desired,

Handicapped Players.—1f a boy has been unable to enter the game proper, and all the pawms
on his own side have been liberated, he is saved any further endeavour to pass through the three
introductory stages ; but for the whole duration of the game, no attention will be paid to any
of his throws with the exception of the délsh he may happen to cast.

8 tamma-n (coast),

Related to the Hindu pacis,

A rough checker of O < 5 squares i« drawn on the yround-—usunlly on a firm stretch of
cand on the beach. The middle rows are somewhat broader than the others. and their squares
bear distinetive names : A ==¢dym, in Arabis, *' spring.” or “eye B = dafonda- [, C = hdbart -
** the mother.”

Each player has four men of a distinetive kind (stones. shells, preces of wood, ete.), whieh
he places on one of the cayn. If only two people are playing they choose two ajn opposite each
other. but if there are four plavers all four fayn are ocoupled.

Instead of dice, four cownia-ahells are thrown, and the way they fall determines the numbsr
of equares ench is entitled to move.  The five possible combinations are called by corrupted forni
of Arabic numerals —

famy i n, no wperture upwards—counts us 8 pomnte.
ws -#id, | aperture upwards—counts as | point.
timtéyn. 2 apertures upwarnds—oounts as 1 points.
tily -d, 3 apertures upwards—oounts as 3 points.
wdrbag, | apertures upwands—ecounts as 4 ponts.
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Each person throws the cowries once, i1 turn, but if a wdrbag turns up, be is entitled to an extra

throw - if & tamma-n, he makes two extra throws (raddatem = Arabic o0, | but should

these bring two more tamma - n, the total of his pointsis brought down to 0. A second warbag or
tamma -n docs not entitle to any extra throw.

[f o man passes over other men which are of 4 different colour from his own, sad which
are not in one of the cajm, it is called suldd-n (" sultan ") and each overtaken stone is a Gdbsd
(Arabic, * slaye ') : the slave has to go back to his qam of ongin, and the owner of the suldd-n
can make an extra throw for every slave he has made.

Each man must travel anti-cleckwise round the outer row of squares, then clockwise round
the inner one before it reaches Adbirts-, (The route followed by the men of one of the playem
is indicated by a dotted line in the accompanying figure.) The one whose four men get to
hiibdirts - first wins the game.,
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