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(GR) MATNHTIKO ®IAAKI &KPINIAPHZ - OAHTIEZ

DIAAKI

JKOTIOG TOU T VISLou

O naiktng rov Ba TomoOEeTrOEL TO TILOVL TOU OTO TETPAYWVO HE Tov apltBud 100 sivat o
vikntAg!

MNMpostopacia
KaBe maiktng StaAéyel éva midvL KoL To TOToBEeTel 0TO TETPAywWVO pe Tov aptBud 1 mou eival
n adetnpia.

Mg naifetat to mayvidt

O matikteg pe T oelpd pixvouv to fapL. NMpwtog EeKvd o maiktng ou Ba dépet To
peyaAUtepo aplBuod oto Lapt. Ot urtdAouroL maikteg maifouv akoAouBwvtag th dopd Twv
SELKTWV TOU poAoyloU.

KdaBe maiktng pixvel o Zdpt kat Eekvivtag amnd To TETpAywvo pe Tov apdpo 1 petakivei to
TIOVL TOU oTa aplBunuéva tetpaywva clpudwva e tov aplBuo nou £€depe oto (apt.

IKAAEG
Av TO TTILOVL €VOG TTAUKTN KATAANEEL OTO KATW HEPOG TNG OKAAAG, UITOPEL va «oKAPDAAWOEL»
Kal va $OAcEL 0TO TETPAYWVO TIoU BpilokeTal otnv kKopudn tng oKAAAG.

Zwnpad PpLéakia
Av TO TLLOVL EVOG TtaikTn KataAnEeL oto ked AL Tou $LbLou, tote yAotpd kat $BdveL otnv
oupa Tou.

T£€Aog rmaxvidio
O naiktng ov Ba GTACEL TPWTOG OTO TETPAYWVO UE ToVv aptBud 100 sival o vikntAg!

FKPINIAPHZ

ZKOTIOG TOU Tt VISLoU
Na gloot 0 MPWTOG TaKTNG TTou Bat 08NYNOELG yPNYopPOTEPA TA TEGOEPA TILOVLA COU OTOUG 4
KUKAOUG TEPUATLOMOU TOU QVTLOTOLXOU XPWUATOG.

Mpostopacia Tov nawvido
KaBe maiktng SLaAéyel TEcoepa TILOVLA TOU (6LOU XPWHATOG KoL Ta TOTtOBETEL oTNV
avtiotolxn BAon E TO XPWLA TIOU €XEL ETUAEEEL.

Mg nailetat To mayvidt

OL TTAUKTEG UE TN OELPA pixvouv To LaptL. Mpwtog Eekvd o Ttaiktng rtou Ba dpépeL to

peyaAUuTepo aptBpo6 oto fapt. H oepd Twv nouktwy eivat autr tng Gopdg Tou poAoyLou.

E@Be TIalKTNG TPETEL va dEpPeL oTo {ApL ToV aplBuo 6 yia va ByAaAeL £éva TiLovL Tou amo Tt
aon.

Ztn ouvéxela §avapixvel To ZApL KAl LETOKLVEL TO TILOVL TOU TIAVW OTOUG KUKAOUG TOU TAUTAG,

oUupwva pe Tov aplBud rou edepe oTo {ApL, EKLVWVTAG OO TOV TIPWTO KUKAO Ttou Selxvel

T0 BEAOG IOV €XEL TO XPWHA TG BAONG TTou £XEL ETUAEEEL. OL TTAUKTEG TTIOU £XOUV TIEPLOCOTEPA

arno éva rovia o€ Kivnon, Uropouv va erttAEE0UV TO TILOVL TTOU Ba LETAKLVAOOUV.

Se omnolodnAmnote onueio tng Stadpopung av o raiktng p€pel oto {apL 6, Eavarmnailel. Me to 6 o
raiktng Urtopel ) va BydAeL éva movL Tou ano tn Bdon tou, epOcoV 0 TTPWTOG KUKAOG oTnV
apxn thg Stadpoung eival eAeVBEPOG 1 VoL LETAKLVAOEL £Val TILOVL TTOU €ival 8N eKTOG TNG
Baong, 6 KUKAOUG.

O maikTng MpoxwpPa KABE TILOVL TOU TOCOUG KUKAOUG OCOUG QVTLOTOLXOUV OTOV aplBuod mou
€depe oto Japt. Ta rmovLa UItopouV va ITEPACOUV TIAVW artd GAAA riLovia yla va
peTakvnBoUv cUpdwva e Tov aplBuod nou Edepe o maiktng oto Japt.

Av 0 TtaiKTNG HETAKLVWVTAG TO TILOVL TOU KaTaAneL otov i6lo kUkAo rou Bpioketaw ndN to
TILOVL EVOC AAAOU TTAUKTH, TOTE «ALXHOAWTIZEL» TO TLOVL TOU AVTLITAAOU TOU KOlL TO OTEAVEL
mniiow otn Bdon tou. O avtinalog naiktng MpEmneL va pEpetl oto {AapL Ttov aplbuod 6, yla va
BydAeL autd to oV tou ano tn Baon. Kabe maiktng dev punopet va BaAeL otov idLo kKUKAo
SUo movia tou 8lou xpwpatog. KaBes KUKAOG TIpEMEL va €XeL LOVO 1 TILOVL.

Otav To mLoVL OAOKANPWOEL £va YUPO TIAVW GTO TAUTAS, praivel otnv TeAkn evbeia pe toug
4 apBunpévoug kKUKAOUG Tepuatiopol. KaBe move punopel va tornoBetnBel o’ €évav KUKAO
TEPUATLOMOU, av O Ttaiktng dEpeL Tov akpLBr apltbud oto Lapt. Eav o naiktng v pépelL oto
ZapL Tov aplBud ou XPELAETAL, MTTOPEL VOL LETOKLVHOEL £€val GAAO TILOVL TOU TIPOG pLa
eAelBepn B€on, SLadopPETIKA XAVEL TN CELPA TOU.

T£Aog oy vidiov

O raiktng mou Ba ToMoBETHOEL TPWTOG KAL TA 4 TILOVLA TOU OTOUG KUKAOUG TEPLATLOHOU
KkepSileL To mayvibL.

(BG) 3MWUU U CTb/IBU &HE CE CbPAM, YOBEYE - YITLTBAHE
3MWU U CTB/IBU

Llen Ha urparta
UrpaybT, KOUTO NPBB AOCTUTHE C NMOHKaTa cu KBagpatye 100, e nobeanten!

MoaroTtoBka
Bceku urpay nsbupa nmoHKa 1 A nocrass Ha ctapTa (KkBagpatye 1).

Kak ce urpae?

UrpaunTte no peaa cv XxBbpAaAT 3apa. [bpBM 3anoysa TO3M Urpay, KOMTO XBbPAM HAN-FOAMO
yncno. OCTaHaINTE UTPaYM ce U3PeXKaaT Caes Hero B MOCOKa No YacOBHMKOBATa CTPesKa.
BceKu urpay xBbp/ia 3apa M 3ano4yBailiku OT KBagpaTtye Homep 1, npuaBuKBa NMOHKaTa Cu Mo
HOMepUpaHUTe KBaapaTyeTa, CbOTBETHO HA HOMEPA, KOMTO e XBbP/IMA CbC 3apa.

Cronbu
AKO NMMOHKaTa Ha HAKOW Urpay nonagHe Bbpxy AO/HATA YacT Ha cTbaba, Tol MoXKe aa ,ce
nokaTepu“ [0 KBagpatyeTo, HAMUPALLO Ce Ha APYrva U Kpa.

3mun
AKO NMOHKaTa Ha HAKOM urpay nonagHe BbpXy rnasarta Ha 3Musi, TOM ,,ce Noaxab3ea“ u ce
BPbLLA 40 KBaApaT4yeTo, HAMMPALLO Ce Ha onalukaTta u.

Kpait Ha urpara
MrpayubT, KOMTO NbPBM AOCTUTHE ro KBagpaTtye 100 e nobegurten!

HE CE CbPAW, YHOBEYE!
Lien

Nobeanten e TO3M Urpay, KOMTO NbPBU ycnee Aa npubepe 4-Te CU NMUOHKU B 4-Te KpanHU
Kpbra OT CbOTBETHUA LBAT.

MoarortoBka
Bceku urpay nsbmpa 4 NnMOHKU OT e4MH U CbLuM LBAT U MM NOCTaBA Ha 6a3aTa CbC CbLLUA LBAT.

Kak ce urpae?

BcuYKM Urpaum nogpes XsbpaaT 3apa. MNpbB 3anoyBa UrpaybT, KOMTO XBbP/IM HAM-roNAMO
yncno. OcTaHaINTE UTPaYM Ce U3PEeXKAaT Ces Hero rno NnocoKa Ha YacoBHUKOBATa CTpesiKa.
Bceku urpay Tpabsa ga XBbpau 4UCIOTO 6, 3a A4a U3BagM NMOHKa oT 6asara.

Cne,u, TOBa OTHOBO XBbp/1A 3apa U npemecTtBa NMMOHKATa NO KpbroeeTte Ha Ta6nOT0, Cbrs1acHo
4YMCNOTO, KOETO e MU3Kapasl CbC 3apa. 3anoysa OT MbPBUA LBETEH KPbl, 03HAYeH CbC CTPesiKa.
UrpaunTte, KOUTO MMAT NoBeYe OT e4Ha NMMOHKA B ABUXKEHME, MoraT ga nsbepaT, Koa NMOoHKa
Aa npuasuKar.

Mo Bpeme Ha ABUKEHME, aKO HAKOM Urpay XBbp/in 6 CbC 3apyeTo, urpae oTHoBo. Lectuuara
My [aBa NpaBo 43 M3Kapa oue eaHa NMoHKa oT 6a3aTa, ako MbPBOTO Kpbrye CbC CTpesikaTa
[0 cboTBeTHaTa 6asa e cBO604HO, WK Aa NPUABUMKK C 6 NoJsieTa Hanpes NMOHKa, KOATO
Beye e B Urpa.

MrpaybT npuaBUIKBaA CBOATA MMOHKA TO/IKOBA Kpbryeta, KOJIKOTO NOKa3Ba YNC/IOTO OT
XBbpaeHusa 3ap. Npun npuasuKBaHe NMOHKUTE MMAT NPABO Aa NpecKavaT Apyrute NMOHKM, 3a
Ae ce npunasunXxKart 40 CbOTBETHOTO none.

AKO UrpaybT, NpemMecTBanku CBOA MMOHKA Ce 030Be Ha Kpbrye, Ha KOeTo ce Hamupa Apyra
NMUOHKa, TOW ro Npes3ema 1 BpbLla NMOHKATa Ha NPOTUBHUKa obpaTHO B 6asaTa. HerosuaT
NPOTUBHUK TPAGBa Aa XBbP/IM LLECTMLA CbC 3ap4yeTo, 3a Aa U3BagM OTHOBO NMUOHKaTa OT
6asaTa. rpaunTte He moraT Aa caaraTt Ha e4HO Kpbrye ABe NMUOHKKU OT e4MH U CbluM UBAT. Ha
BCAKO Kpbrye Tpabsa ga ma camo no egHa NUOHKa.

KoraTo nuMoHKaTa HanpaBu egHa uana o6MKoKa Ha TabnoTo, MpemuHaBa B KpalHuAa ctaguii
C 4 HoMepupaHu KpbryeTta. 3a 4a BAA3aT NMUOHKUTE B KpalHUTE Kpbryeta, urpaysT Tpabea
[, XBbP/IM TOYHO HYMC/IO CbC 3apa. AKO UrpaybT He XBbP/IM HEOBXOAMMOTO YMCI0, MOKe Aa
NPUABUMKN ApYra CBOA NMUOHKa UK A4a NPOnycHe peaa cu.

Kpait Ha urpara
MrpaybT, KOUTO NPBB yCcree Aa C/I0XKN YeTUPUTE CU NMUOHKM Ha KpamHUTEe KpbryeTa, e
nobeauten.

(RO) JOC MAGNETIC SERPI SI SCARI & LUDO - INSTRUCTIUNI
SERPI SI SCARI

Scopul jocului
Jucatorul 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 jucatori 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
Jucatorul care ajunge primul pe pozitia 100, castiga!

LUDO

Scopul jocului

Scopul este acela de a aduce 4 pioni de aceeasi culoare pe cele 4 pozitii de aceeasi culoare
de la punctul de sfarsit.

Pregatirea jocului
Fiecare jucator isi alege 4 pioni de aceeasi culoare si ii pune pe baza cu culoarea
corespunzatoare.

Cum jucati

Jucatorii, pe rand, arunca zarul. Jucatorul care arunca zarul cel mai mare incepe jocul. Ceilalti
jucatori urmeaza in sens orar. Jucatorul trebuie sa arunce cu zarul numarul 6 pentru a putea
iesi cu pionul din baza.

Apoi, arunca zarul din nou si muta pionul pe placa atatea pozitii cate indica zarul aruncat
incepand de pe pozitia marcata cu o sageata de aceeasi culoare cu baza pe care a ales-o.
Jucatorul care are mai mult de un pion pe placa are dreptul de a alege care pion sa 1l mute.

Daca arunca 6 cu zarul, mai arunca o data. Cand jucatorul arunca un 6 el poate alege fie sa
scoatd un alt pion din baza daca prima pozitie marcata cu sageata de aceeasi culoare cu baza
este goala, fie sa mute un pion care este deja pe placa cu 6 pozitii.

Jucdtorul muta pionul sau atatea pozitii cate indica zarul aruncat. Pionii pot “trece peste” alti
pioni astfel incat sa se mute atatea pozitii cate indica zarul.

Daca un pion pica pe o pozitie unde deja este pionul unui adversar atunci el “captureaza”
pionul adversarului si il trimite Tnapoi in baza. Atunci, adversarul trebuie sa arunce un 6
pentru a putea sa scoata pionul din baza Thapoi pe placa. Jucatorii nu pot pune doi pioni de
aceeasi culoare pe aceeasi pozitie. Fiecare pozitie poate tine doar un pion.

Cand un pion isi completeaza tura in jurul placii atunci el intra in linia cu cele 4 pozitii de la
punctul de sfarsit. Fiecare pion trebuie sa pice pe o singura pozitie din cele 4 ale punctului de
sfarsit aruncand cu zarul numarul exact pentru a ajunge pe pozitia respectiva. Daca jucatorul
nu arunca cu zarul numarul dorit, atunci el poate ori sa mute alt pion pe o pozitie libera sau
sa sara randul.

Sfarsitul jocului

Jucatorul care ajunge primul cu cei 4 pioni ai sai de aceeasi culoare pe cele 4 pozitii de
aceeasi culoare ale punctului de sfarsit, castiga jocul.

(GB) MAGNETIC SNAKES & LADDERS GAME & LUDO GAME - INSTRUCTIONS

LUDO

Aim of the game

To be the first player to get your 4 color pawns to the 4 numbered spaces of the
same color, at the end point.

Game Set Up
Every player chooses four pawns of the same color and places them at the
respective color base.

How to play the Game

The players, in turns, throw the die. The player with the highest number thrown,
starts first. The rest players play following a clockwise direction. A player must throw
a 6 on the die, so that he is able get a pawn off his base.

Then, he throws the die again and moves his pawn on the board as many spaces
as indicated in the die, starting from the space marked with an arrow of the same
color with the base he has chosen. The players who have more than one pawns
moving around the board, have the right to choose which pawn to move.

If a player throws a 6 on the die, he plays again. When player throws a 6, he can
either get a pawn off his base, provided that the first space with the same color
arrow is empty, or move a pawn already being around the board, 6 spaces.

The player moves his pawns as many spaces as indicated in the die. The pawns
can “move over” other pawns, so that they move the exact number of spaces
indicated by the die.

If a player’s pawn lands on a space on which an opponent’s pawn is already there,
then he “captures” the opponent’s pawn and sends it back to base. Then, the
opponent must throw a 6, in order to get this pawn off the base again. Players
cannot land 2 pawns of the same color, on the same space. Each space must have
only one pawn.

When a pawn completes its round around the board, then it enters the line with the
4 ending numbered spaces. Every pawn must land on one space only at the ending
line, provided that the player has thrown the exact number on the die. If the player
does not throw the desired number on the die, then he may either move another
pawn towards a free space or lose his turn.

End of the Game
The player who will place first his 4 pawns at the ending line with the 4 numbered
spaces, wins the game.

SNAKES & LADDERS

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 wooden 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!




