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Neplexopeva:
1 tanntoac mayvidov, 1 neplotpedopevo BEAoG, odnyieg

Tpomnog Nawyvidiov

1. TomoBeTrOTE TOV TATNTA TTAVW OE Lo eTNedn emdAvela, PE T OXESLA TTPOG T EMAVW.

2. BydAte ta manoutola oag pLv apxioete To matyvidt kal mapte 0€oelc. KABe maiktng MPEMEL val OTEKETAL ATTEVOVTL
QIO TOV QVTUTAAOS ToU, e KABE OSL eMAvw 0’ £va ox€SL0 oTOV TATNTA.

3. Ataé€te omolodrmote mpdowro/Slattntr ou Ba avaAdBeL va epLoTpEDEL TO BEAOC KOL VO VALKOLVWVEL

- TIOLO X£€pL ] TTOSL VOl KLV |OOUV OL TIOLKTEG.

- TO XpWHA Tou oXeSlOU OTOV TATNTA TTOU TMPETIEL VA TOTIOOETHCOUV TO TOSL ) TO XEPL TOUG.

(Aev éxel onpaoio €dv To oxESL0 lval TOSL A XEPL. AUTO TTOU £XEL oNUACLO ELVOL TO XPWHLOL).

4. MO To Tteplotpedopevo BEAog tpoadlopioel TNV Kivnon o TPETEL VA YIVEL, O TTAKTNG TIPEMEL VAL TNV KAVEL 000
TiLo ypriyopa yivetat. Mo mopddsiypa, dv to neplotpedopevo BEAog deifel: Asgl xEp/mpdotvo xpwpa, Tdte dAot ot
TAKTEG TPETEL VO LETAKLVAOOUV TO A€l XEPL TOUG TTAVW O” £va «eAeUBOepO» TIPpACLVO OXESLO (glte MOSL elte XEPL).

5. Eav 1o mayvidL mailetal pe SUo maikteg, T0Te KaOEvaC e T oslpd avorapBavel va Aésl cuvSuaoUOoUG KIVAOEWVY
(xpwpaTog + xepLol ) modLov), XweLg va XpnoLUOoToLEL To teploTpedOpevo BEAOC. Mpoomabriote va SUGKOAEPETE
000 YlVETOL TIEPLOOOTEPO TOV AVTIMAAO oag va PTACEL TO EMOUEVO OXESLO.

Kavaveg

1. OLTMaiKTEG UITOpoUV Va £XOUV LOVO Eval XEPL 1) TTOSL og KABe ox£S1o. O MPpwTOG Taiktng mou Ba ¢tacel o’ Eva
oX£€610, £Xel SIKalwua va Pelvel Tavw o’ auto. Edv ol maikteg Stapwvouv we tpog To molog EHTACE TTPWTOG,
TOTE 0 SLaUTNTAG B €XEL TOV TEALKO AOYO.

2. MOALS kaveTe TtV Kivnon oag, Sev umopeite va kwvnBeite Eava eKTOG Kal av o SLaltnTAg oag emTpePeL va
KOUVNOETE TO X£PL I TO TTOSL 0OC YLO VO UTOPETEL KATIOLOC AANOG TTallkTNG va pTAoEL oTto oxESLo.

3. Edv kol ta 6 ox£6La Tou 18Lou XpwHaTOoG ival KATEIANUUEVA, 0 SLaLTNTAC UIMopEel va teplotpeP et Eava to
BéMog.

4. EA&v o SLatnThg avaKowwaoeL vav ouvbuaopd XeploU/modlol & xpwHatog mGvw oto onoio Rén elote, tote
Dol TIPETEL VAL LETAKLVAOETE TO XEPL/TIOSL 0” éval a0 Sitdotnuo/oxedLo tou Wiou xpwpatoc. (Eav 6Aa ta
ox£6La ival KatelAnuuéva, Tote Ba nipenel va meplotpéPete Eava to BENOC).

5. Edv kamoto AAAo HEAOC TOU CWHATOC 0aG, EKTOC Ao To MOSL 1 XEPL, (TT.X, 0 OYKWVOC I TO yOVaTO 0ag),
ayyileL Tov Tamnnta r MEoeTe, TOTE elote EKTOZ mayvidiou!

ZKOTOG TOU TayvidLol
Na giote 0 TeAeutaiog maiktng mou Ba mapapeivel otov tannta, ya vo NIKHZETE!

AA\oi Tpomot Matyvidiov

NEPIZTPO®H — KaBe maiktng He Tn O£lpd TOU €KTEAEL TIC KLV OELG TTOU UTtodeLkvUoVTaL amd Tov Stattntr. Auth n
HEBO0SOC MmaXvISLoU HEPVEL OTOUC TIOUKTEG QKON TIEPLOCOTEPO K UTTAEEILOTAY.

OMAAIKO — EAv 0 aplOUOG Twy TTALKTWY £lval 4+, TOTE UMOPELTE VA XWPLOTEITE 0 opadEeC (Ta {evydpla AELToupyouV
KOAUTEPQ). ITIGC OUASEC ETUTPEMETAL VO HotpalovTal To (610 oxESLo. Edv kamolo péAog tn opadag ayyiéel tov tannta
LLE TPOTTO TtoU SeV €lval CUUPWVOC LIE TOUC KOVOVEC TOU TTaxVidLoU, TOTeE OANn n opdada Byaivel ktog matyvidiou.
Yuveyiote va nailete HéExpL va Helvel Hovo pa opdada 0pbila mavw otov tamnta. Autr n opdda KEPAIZEI!
NPOKAHZH — KaBe opado avtlpueTwrtilel OAEC TIC GANEG OUASEC OTO TAULXVIOL. INUELWVETE TIG VIKEG KOlL TLG RTTEC YL
va Seite mola opdda eival n kaAvtepn.

MAXH - KaBe opdda avtipetwriiletl pia-pia TG umtoAoLneg, otov Lo yUpo HEXPL TG VIKAOEL H vikATpla opdda
TIOPOLLEVEL OTOV TATINTA KOL TIEPLUEVEL TNV EMOUEVN OUASA K.ATL., HEXPL va Ttaiéouv OAeC oL opadeq. H tedeutaia
opada nou Ba mapapeivel otov tannta KEPAIZEI!



TANGLE N TUMBLE

INSTRUCTIONS

Contents:
1 play mat, 1 cardboard spinner, instructions.

How to Play

1. Place the mat on a flat surface, face up.

2. Remove all footwear before starting. Take your place on the mat to begin the game. Each player should
stand on opposite sides of the mat with each foot on a box/pattern.

3. Choose a designated person/umpire that will work the spinner and call out

- which hand or foot players should move

- the box/pattern color on the play mat players should move their hand or foot.

(It does not matter whether the pattern on the play mat is hand or foot. The point that matters is the color).
4. Once the spinner determines the move, the player must make the move as quickly as possible. For
instance, if the spinner points: Right hand/green color, then all players must move their Right Hand over a
“free” green box/pattern (either foot or hand).

5. If playing with 2 players, take turns calling out moves without using the spinner. Try to make it as difficult
as possible for your opponent to reach the next box/pattern.

Rules
1. Players are allowed to have only one hand or foot on each box/pattern. The first person to reach a box is
allowed to occupy that area. If the players can’t agree who reached the box first, the umpire has the final
decision.
2. Once you have made your move you cannot move again unless the umpire allows you to move your hand or
foot to let another player reach the box.
If all 6 boxes of one color are occupied the umpire can spin again.
4. If the umpire calls a combination of a hand/foot and color you are already doing, you must move your
hand/foot to a different box/pattern of the same color. (If all boxes are taken, spin again).
5. If any part of your body other than your hand/foot touch the mat (eg: elbow, knee) or you fall, you are OUT!
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Object of the game
Be the last player on the mat and you WIN!

Other Ways to Play

ROTATION — Take turns performing the moves that the umpire calls out. This method of play makes the players even
more tangled!

TEAM - If playing with 4+ players then you can split into teams (pairs work best). Teams are allowed to share the
same box. If either member of a team touches the mat in a way that is not according to the rules of the game, the
whole team is out. Keep playing until only one team is left standing. That team, WINS!

CHALLENGE — Each team confronts every other team in the game. Keep score of all victories and defeats to see
which team is the best.

BATTLE — Each team confronts the others in a one round elimination. The winning team stays on the mat and takes
on the next contender until all teams have played. The last team left in the game is the WINNER!



INCURCA Sl... DESCURCA

Continut:
1 tabla de joc, 1 sageata rotativa, instructiuni

Mod de joc

1. Asezati tabla de joc pe o suprafata plana, cu fata in sus.

2. Inaine de a v& aseza pentru inceperea jocul, scoateti -va pantofii. Fiecare jucitor trebuie si se aseze in fata
adversarului sau, cu picioarele asezate pe tabla de joc.

3. Alegeti o persoana-arbitru care va avea rolul de a invarti sdgeata si care va anunta:

- Ce picior sau mana vor misca jucatorii.

- Culoarea de pe tabla de joc pe care trebuie sd aseze piciorul sau mana lor. (Nu are importanta daca este desenata
0 Mana sau un picior. Ceea ce are importanta este culoarea).

4. Dupa ce sageata rotativa a stabilit miscarea ce trebuie efectuata, jucatorul trebuie sa o faca cat se poate de
repede. De exemplu, daca sageata rotativa indica: mana dreapta/culoarea verde, atunci toti jucdtorii vor trebui sa
miste mana lor dreapta pe un desen ,liber”, verde (fie mana, fie picior).

5. Daca jocul este jucat de doi jucatori, atunci fiecare, pe rand, va avea rolul de a spune combinatia de miscari
(culoare + mana sau picior), fara si se utilizeze sdgeata rotativa. incercati si va puneti in dificultate adversarul in a
ajunge la urmatorul desen.

Regulament
1. Jucatorii pot avea numai o0 mana sau un picior pe fiecare desen. Primul jucator care ajunge pe un desen are
dreptul de a ramane pe acesta. Daca jucatorii intrd in conflict pentru stabilirea celui care a ajuns primul,
atunci arbitrul este cel care va avea decizia finala.
2. Dupa ce ati facut o miscare, nu puteti sa va miscati din nou decat daca arbitul va va permite sa miscati
piciorul sau mana pentru ca un alt jucator sa poata ajunge la desen.
Daca toate cele 6 desene de aceeasi culoare sunt ocupate, arbitrul are dreptul sa invarta din nou sageata.
4. Daca arbitrul anuntd o combinatie de mana/picior & culoare peste care sunteti deja asezat, atunci va trebui
sa va miscati mana/ piciorul pe un alt desen/spatiu de aceeasi culoare. (Dacd toate spatiile sunt ocupate, va
trebui sa se Tnvarta din nou sageata).
5. Daca o alta parte a corpului dvs., cu exceptia piciorului sau a mainii (de ex. cotul sau genunchiul), atinge tabla
de joc sau Tn cazul in care cadeti, atunci veti IESI din joc!
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Scopul jocului
Sa ramaneti ultimul pe tabla de joc, pentru a INVINGE!

Alte moduri de joc

ROTATIE — Fiecare jucator, pe rand, executd miscarile indicate de arbitru. Aceasta metoda de joc ofera jucatorilor
mai multe ,,incurcaturi”.

IN ECHIPA — Daca numarul de jucitori este mai mare de 4, puteti forma echipe (perechile functioneaza mai bine). in
jocul in echipa este permis sa se imparta acelasi desen. Daca unul din membrii unei echipe atinge tabla de joc intr-un
mod care nu este permis prin regulamentul jocului, echipa respectiva iese din joc. Continuati sa jucati pana cand
ramane o singura echipi pe tabla de joc. Aceasta echipd este CASTIGATOARE!

PROVOCARE — Fiecare echipa se confrunta cu toate celelalte echipe de joc. Pastrati un scor pentru a vedea care
echipa este cea mai buna.

LUPTA - Fiecare echipa se confrunta cu celelalte, in runde de eliminare. Echipa invingdtoare rdmane pe tabla de joc
si asteapta urmatoarea echipa etc., pana cand joaca toate echipele. Ultima echipa care ramane pe tabla de joc este
declaratd CASTIGATOARE!



TYUCTBP — NAETEHULA

CbabprKaHue:
1 nnatHoO 3a Urpa, 1 cTpenKka, MHCTPYKLUMK

HauuH Ha urpa

1. MocTaBeTe NNAaTHOTO BbPXY PaBHA NOBbLPXHOCT, C UrypuUTe Harope.

2. MNpean HayanoTo Ha urpata, cbbyinTe 06yBKUTE CU. 3aemeTe NO3ULMA BbPXY NJaTHOTO, 3a Aa 3aMoYHe urpara.
Bceku urpau TpsbBa 4a CTOM TOYHO CpeLLy OMOHEHTa CU1, KaTo BCEKU KpaK TpAabBa Aa CTbMBa BbpXy eaHa ¢urypa Ha
naaTHoOTO.

3. U3bepeTe eanH pedep, KOMTO L ce 3aeMe C BbPTEHETO Ha CTpesikaTta U We obsaBsABa

- KOAl pbKa WM KPaK ga 3a4BMXKaT urpavunte

- uBeTa Ha ¢urypara, BbpXy KoATo Te TpA6Ba Aa NOCTABAT CbOTBETHUA KPaNHUK.

(HAma 3HayeHune ganu ¢urypata BbpXy NAAaTHOTO € KpaK UM pbKa. BaKHOTO e LBeTbT).

4. LLlom cTpenkaTa onpegenu xona, UrpaybT TpAGBa Aa ro Hanpasy Bb3MOXKHO Hali-6bp30. Hanpumep, ako cTpesikaTa
noKkase: [lAcHa pbKa/3eneH LBAT, ToraBa BCUUYKKM Urpaum Tpabea Aa 3aasukar [lacHaTta cv pbKa BbpXy eaHa
,CBOBOAHA" 3eneHa durypa (Mn Kpak Uam pbka).

5. AKo urpata ce urpae oT gBamMa AyLuu, Torasa Te ce peayBaT B 06aBABaHETO Ha KOMBUHaLMKTe OT ABMXKeHUA (UBAT
+ pbKa UM KpaK), 6e3 ga u3nonissar cTpenkarta. OnuTaiTe ce Aa 3aTPyAHUTE MaKCMMAaJTHO OMOHEHTa CU A3 AOCTUTHE
cneaalata ¢purypa.

Mpasuna

1. Wrpaumte morat ga NocTaBAT CaMo eAHa PbKa UK KpaK BbpXy BcAKa ¢urypa. MbpBUsT nrpad, KOWTO Lie
[OCTUIHE egHa durypa, Ma nNpaBo Aa OCTaHe BbpPXy HeA. AKO UrpayunTe CnopAT 3a TOBA KOW € CTUTHA/ MbpBuU
efHa ¢urypa, Torasa pedepsbT We MMa nocieaHaTa Ayma.

2. Cnep KaTo CTe HanpaBW/IM CBOA X0, HE MOMKETe Aa ce 3a4BUXKUTE OTHOBO, OCBEH ako pedepbT Bu nossosaun

[, 3a4BUMKETE PbKaTa UM KpaKa CU1, 3@ 4a MOXKe HAKOM Apyr urpay aa fAocturHe durypara.

AKO BCMYKMTE 6 PUIypM OT CbLLMA UBAT ca 3aeTu, pepepbT MOXKEe A3 3aBbPTU OTHOBO CTPE/IKATA.

4. Ako pedepbT 06sBM egHa KOMBMHALMA OT pbKa/KpaK U UBAT, BbPXY KOATO Beye CTe, Torasa Lie Tpabsa Aa
3a4BUXeTe pbKaTa/Kpaka Bbpxy Apyra ¢urypa ot cbluma uBAT. (AKO BCUUKM GUTypM ca 3aeTu, Torasa Lie
TpsabBa Aa 3aBbPTUTE OTHOBO CTPE/IKaTa).

5. AKO HAKOS Apyra 4acT OT TAN0TO BuY, pa3fivyHa OT KpaKa UM pbKaTa (Hanpumep NakbT UAK KONSHO), OKOCHE
NnAaTHOTO UM nagHeTe, To Torasa cte M3BbH urpartal
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LlenTta Ha urpara
[a 6baete nocseaHMAT Urpayd, KOMTO e OCTaHe Ha NJ1aTHoTo, 3a Aa NMOBEAUTE!

Apyr1 HauuHU 3a Urpa

PEAYBAHE — BceKku urpay ot CBOsi CTpaHa U3Nb/iHABA X040BeTe, 06sBeHun oT pedepa. To3mn meTos Ha urpa Boan 4o
oule noseye ,,naeteHnum”.

OTBOPHA UIPA — Ako 6poAT Ha UrpaunTe e 4+, MOXKeTe Aa ce pasaenute Ha oTbopu (ABONKKTe AelicTBaT
no-ao6pe). MNpu oTbopHa Urpa e paspelleHo CNoAeNAHETO Ha eaHa U cblia ¢purypa. AKO HAKOM urpad Ha otbopa
[O0KOCHE NIaTHOTO MO HaYyMH, KOWTO He e B CbOTBETCTBME C MPaBM/IaTa Ha urpaTa, Toraea LeanaT otbop usamsa ot
urpaTa. MpoabaxeTe Aa urpaeTte, 4OKATO camo eanH oTbop ocTaHe Ha naaTtHoTo. To3m otbop, MEYE/IN!
NPEAU3BUKATENICTBO — Bcekn oTOOp ce nanpasa cpeLly BCUYKKM OCTaHanu. 3anMcBaTte BCMUYKM nobeaum v 3arybu, 3a
Aa BMauTe Kok oTbop e Hali-gob6puArt.

KOHPPOHTALUA — Bcekn oTbOp ce n3npasa cpelly OCTaHa/IUTe B eAMH KPbr Ha eIMMUHUpaHe. OToopbT
nobepmTen octaBa Ha NJIATHOTO M Ce U3MPaBA CpeLLy CnesBallinsa ONOHEHT, A0KATO BCUYKM OTHOPU ca urpanu.
OT6opbT OCcTaHan nocseaeH Ha naatHoTto, NMEYENTN!



