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(GR) MATNHTIKO ®IAAKI — OAHTIEZ

ZKOTOG TOU Ttauyvidlov
0 maiktng rov Ba TormoBEeTrOEL TO TILOVL TOU O0TO TETPAYWVO pe Tov apldud 100 sivat o
vikntng!

Nposctopaoia
KaBe maiktng SLaAéyel Eva TiovL Kol To TOmoBETEL 0TO TETPAYWVO HE Tov aplBud 1 mou eivat
n adetnpia.

Nwg raieto to mayvidt

Ot malikteg pe th ogpa pixvouv to Lapt. Mpwtog kiva o maiktng mou Ba pEépet to
peyoaAUtepo aptduo oto {apt. Ot urtdloumot maikteg ailouv akoAouBwvtog T popd Twv
SElKTWV TOU pooytou.

KaBe maiktng pixvet to {apt kat EEKVWVTOC Ao TO TETPAYWVO HE TOV apLBUO 1 HETAKLVEL TO
TILOVL TOU oTa apLlBpnuéva TETpaywva cUpdwva e Tov aplBpo mou Edepe oto apL.

ZKAAEG
Av TO TILOVL eVOG TIAlKTN KOTAAREEL OTO KATW PEPOG TNS OKAAQG, Uropel va «okapdaAwaoeL»
Kol va pBACEL 0TO TETPAYWVO ToU PploKeTAL 0TV KOPUPI TNG OKAAAC.

Zwnpa pLéaxio
Av T0 TILOVL eVOG TaiikTn KataAnEeL oTo KePAAL Tou PLdLov, tote yAotpa Kot dBavel otnv
oupda Tou.

TéNog mauyvidiov
0 naiktng mov Ba GTACEL TIPWTOG OTO TETPAYWVO e Tov aptBpo 100 eival o vikntig!

(BG) 3MUU U CTb/IBU -MATHUTHA HACTO/THA UTPA - UHCTPYKLIUK

Llen Ha urpaTa
MrpaybT, KOMTO NPBB AOCTUIHE C NMOHKaTa cv KBagpatye 100, e nobeauten!

MoarotoBKa
Bceku urpay nsbupa NMoHKa v A NOCTaBA Ha cTapTa (KBagpatye 1).

Kak ce urpae?

MrpaunTe no pesia c1 XBbp/AT 3apa. [bpBM 3aMoyBa TO3M Urpauy, KOMTO XBBbPAW HA-roNAMO
uncno. OCTaHaIMTE Urpaym ce U3PeRAaT Cef Hero B MOCOKA MO YaCOBHMKOBATA CTPE/IKA.
Bceku urpay xBbp/is 3apa v 3anoyBaiiki OT KBagpaTye Homep 1, NpUABMKBa NMOHKATA CU MO
HOMepPUpPaHUTE KBagpaTyeTa, CbOTBETHO Ha HOMEpPa, KOWTO € XBbPAWA CbC 3apa.

CTbnbu
AKO NMOHKaTa Ha HAKOM Urpay nonagHe BbpXy A0/HATa YacT Ha CTbAba, Toi MoXe Ja ,ce
nokaTtepu“ Ao KBagpaTyeTo, HAMMPALLLO Ce Ha APYrva U Kpail.

3muun
AKO NMOHKaTa Ha HAKOM Mrpay nonagHe BbpXy r1aBaTa Ha 3Mus, TOi ,ce NoAXAb3Ba“ U ce
BPbLUA 40 KBaApaTYETO, HAMMPALLO Ce Ha OMallKaTa u.

Kpait Ha urpara
MUrpausbT, KOWTO NbPBM AOCTUIHE ro KBagpaTtye 100 e nobeaunten!

(RO) JOC MAGNETIC SERPI §I SCARI - INSTRUCTIUNI

Scopul jocului
Jucdtorul care va aduce pionul sau primul pe pozitia numarul 100, este castigator!

Pregatirea jocului
Fiecare jucator isi alege un pion si il pune pe pozitia numarul 1 care este punctul de pornire.

Cum jucati

Fiecare jucator pe rand va arunca zarul. Jucatorul cu numarul cel mai mare aruncat va incepe
jocul iar ceilalti jucdtori vor urma in sens orar.

Fiecare jucator va arunca cu zarul si incepe de la pozitia nr. 1 mutand pionul atatea pozitii
cate sunt indicate de zarul aruncat.

Scarile
Daca pionul jucatorului cade pe capatul inferior al unei scari atunci el se poate “catara” pana
la pozitia din capatul superior al scarii.

Serpi
Daca pionul unui jucator pica pe capul unui sarpe atunci el trebuie sa alunece pana pe
pozitia de la coada sarpelui.

Sfarsitul jocului
Jucdtorul care ajunge primul pe pozitia 100, castiga!

(GB) MAGNETIC SNAKES & LADDERS - INSTRUCTIONS

Aim of the game
The player who will get his pawn first to the space with number 100, is the winner!

Game Set up
Every player picks up a pawn and places it on the space number 1, which is the
starting point.

How to play the Game

Each player in turns, throw the die. The player with the highest number thrown starts
the game and the rest players play following a clockwise direction.

Every player throws the die and starts from space No 1, moving his pawn as many
numbered spaces as indicated by the number thrown in the die.

Ladders
If a player’s pawn lands on a space at the bottom of a ladder, then he can
“climb up” at the space being the top of the ladder.

Snakes
If a player’s pawn lands on a space featuring the head of a snake, then, he must
slide down to the space featuring his tail.

End of the Game
The player who will get first to space No 100, is the winner!




