
The Game of Draughts: A Comprehensive 
History and Guide

Slide 1: The Timeless Game of Draughts

• Introduction: Known as Checkers in North America and Draughts in the UK, it is one of 

the world's oldest and most enduring strategy games.

• Scope: This presentation explores the game's ancient origins, its foundational 

literature, and the rules that govern its play.

• Legacy: From the temples of Egypt to modern competitive tournaments, the game 

remains a masterclass in tactical simplicity.

Slide 2: Ancient Origins: The Alquerque Foundation
• The Ancestor: The game's roots lie in Alquerque (or Quirkat), an ancient board game 

played on a 5x5 grid.

• Archaeological Evidence: Boards carved into the roofing slabs of the Kurna Temple in 

Egypt date back to approximately 1400 BC.

• Evolution: Alquerque was brought to Europe by the Moors, where it eventually merged 

with the chessboard to form modern Draughts.

Slide 3: The French Adaptation: Transition to 64 Squares
• The Leap: Around 1100 AD in France, Alquerque was adapted to be played on a 

standard 8x8 chessboard.

• Innovation: The pieces were moved on the squares rather than the lines, and the game 

was initially called Fierges or Ferses.

• Naming: The name "Draughts" is derived from the Old English word for "moving" or 

"drawing" pieces across the board.

Slide 4: Antonio de Torquemada: The First Modern 
Treatise

• Foundational Work: Published in Valencia, Spain, in 1547, El Ingenio o Juego de Marro, 

de Punta o Damas is the earliest known modern book on Draughts.

• Historical Context: Torquemada's work established the game as a subject of serious 



intellectual study and strategic analysis.

• Significance: It bridged the gap between ancient traditions and the formal competitive 

rules of the modern era.

Slide 5: William Payne and the 1756 Laws

• Standardization: Mathematician William Payne published An Introduction to the Game 

of Draughts in 1756, standardizing the English game.

• Literary Support: The book's dedication and preface were written by the famous 

lexicographer Samuel Johnson.

• Legacy: Payne’s work remains the bedrock of modern English Draughts, providing the 

first clear and widely accepted set of laws.

Slide 6: Fundamentals: How to Play
• The Board: Played on an 8x8 grid using only the 32 dark squares. Each player starts 

with 12 pieces (men).

• Movement: Men move diagonally forward one square. Capturing is mandatory; if a 

jump is available, the player must take it.

• Crowning: When a piece reaches the opponent's "Crown Head" (back row), it is 

promoted to a King.

• The King: Kings gain the unique ability to move and capture both forward and 

backward.

Slide 7: Strategic Glossary of Terms
• Huffing: An obsolete rule where a piece could be removed for failing to make a 

mandatory capture.

• Double Corner: The two dark squares on the right-hand side of each player, crucial for 

endgame strategy.

• Crown Head: The row of squares furthest from a player where kings are created.

• The Man: A standard piece that has not yet reached the far row for promotion.

Slide 8: The "Huffing" Rule: A Historical Penalty
• Definition: Historically, if a player missed a mandatory jump, the opponent could 

"huff" (remove) that piece from the board.



• Function: It served as a penalty for oversight and added a layer of psychological 

pressure to the game.

• Modern Status: In contemporary competitive play, the huffing rule has been replaced 

by the "mandatory capture" requirement, where the move must be undone and the 

jump taken.

Slide 9: FAQ: Common Questions Answered

• Are Checkers and Draughts different? No, they are the same game; "Draughts" is the 

British name, and "Checkers" is American.

• Who standardized the rules? William Payne in 1756.

• Is jumping always mandatory? Yes, in the standard English version, you must capture 

if a move allows it.

• What was the first book? Antonio de Torquemada's 1547 publication in Spain.

Slide 10: Conclusion: A Legacy of Strategy
• Endurance: Draughts has survived for millennia because of its simple rules and 

profound depth.

• Accessibility: It remains a game for all ages, requiring no specialized equipment 

beyond a board and 24 pieces.

• Resources: For a detailed glossary, FAQ, and historical timeline, refer to the 

accompanying Draughts Comprehensive Report.


