Maikteg: 2-4 :
HAwia: 5+ U

FKPINIAPHZ

Mepiexdpeva

1 TapmAS og dUo TPruarTa

16 mévia oe 4 HLlaPOpPETIKA Xpwpara

1 Lapl oe Bldpavn MePLOTPEPOUEVT UMAia
DUNGSL0 OBNYLWV

ZKOTIOG Tou TaIvidiou
Na eioal o mpwtog naikmmg nou Ba odnyrioelg ypnyopdtepa Ta TE0oapa rovia gou
0TOUG 4 KUKAOUG TEPMATIOUOU TOU QVTIOTOLXOU XPWHATOGC.

Mpoeroipacia Tou maiXvidiou
KdBe naikng SiaAéyel TEcoepa rmévia Tou (Slou xpwUaTog Kat Ta TomoBeTel oty avtioTowyn
Bdom ue o Xpwua rou €xel eAEEEL

Nwg maileTal To mayvidi

Ou naikteg pe ™ oelpd pixvouv To Zdpl. Mpwitog Eekvé o Talkmg ou 6a GEPEL TO PEYOAITEPO
apBus oo {apt. H oeipd Twy atktdv eival autr Tng popdg Tou poloylou. KaBe naikmg rpénet
va PEpel oto {apL Tov aplepo 6 yia va BydAel éva TiLovL Tou and Bacrn 21 ouvéxela Eavapiyvel
TO {apt Kal HETAKWVEL TO TGVL TOU AV 0ToUG KUKAOUG TOU TAUMAG, GUH(pWVA LE TOV aplBps Tou
£pepe 010 (A1, EEKWVAVTAG ard ToV MPWTo KUKAO Tou Seixvel To BEAOG TIoU EXEL TO XpWHA TG
Bdomng mou Exet eméget. Ot maikteg Tou £X0UV MEPLOCGTEPA M6 £va Tiévia e KivnaT, Jmopouv
va eMAEEOLV TO TOVL TToU Ba ua‘rcmvncouv Ze onotoﬁr]nors onueio ms 6laﬁpopnq av o naiktng
rpspst oto (upl 6, Eavaraifel. Me o 6 o malking ur[opsl 1 va BydAel éva miévi Tou and m Baon TOU,
EQGOOV 0 TIPWTOG KUKAOG TNV apx] Trg Sladpoprig elval eEAeUBEPOG 1) va LETAKIVIOEL Eva Tuov,
Ttou eivat 1jdn eKTog NG BAoTg, 6 kukAoug. O nalkmng npoxwpd kaBe TidVL Tou TOoOUG KUKAOUG
égoug cvncrrmxouv aTov apleuo mou Epepe oto {dpl. Ta mévia unopouv va nepdoouv TIavw anod
GA\a TovIg, yia va KiwvnBolv oUNp®Va Le Tov aplbud Tou £gepe o malktng oto fdpl. Av o maikmg
ua‘ramvmvraq TO TLOVL TOU KaTaAn&el otov (510 KUKAO Tou BplOKBTCll 13N To TévL evog AAAoU maikm,
101 «utxua)\mnCm» TO TLOVL TOU avTIMAAOU TOU KaL TO OTEAVEL Tiiow otn Baon Tou. O avrinahog
naucrnq TIPEEL Va tpspel oto {Gpt Tov aptBpé 6, yia va Bydel autd to Tuévi Tou and ) Bdon. Kabe
ncuKan oev unopal va BdAet oTov B0 KUKAO SUo Tiidvia Tou iSlou Xpwpatog. Kabe KUKAOG TIpETEL
va Exel H6vo 1 Tuévi. Otav To révi OAOKANPWOEL £va YUPpOo MAvw 0TO TAUTAS, uraivel atny TSMKT]
eubeia e Toug 4 uplBunuavouq Kux?\ouq Tspucrncuou KaBe mov unopeu va Tonoesmea a gvav
KUKAO TEQUATIONOU, Qv 0 Talkmg lpSpSl TOV aKplBr] apleuo ato Capt Edv o naikmg 3ev pEpeL oTO
{apL Tov apleuo mou xpela(s:rcu UMOpPE( va PETAKIVIOEL Eva AANO TILOVL TOU TIpOG Hia eAeUBepn Béan,
BLAPOPETIKA XAVEL TN OELPA TOU.

Téhog maixvidiol
O naiktng rou Ba TonoBeTHOEL IPWTOG KAl TA 4 MbVIA TOU OTouG KUKAOUG TEPUATIOHOU
kepBIZeL TO TIaLKVISL

Wrpaun: 2-4
Bb3pact:5+

HE CE CbPON

CbabpxaHue:

1 Tabno ot gBe yacTn

16 NWOHKK B 4 pasnuyHK LBATa

1 3ap ¢ Npo3payHa BbPTALLA Ce ToMnKa
YnbTBaHe

Uen Ha urpata
MobeauTen e T03M Urpady, KOMTO MbPBY ycnee Aa NPUABMAKA 4-Te MUOHKKN B 4-Te KpaWHWU Kpbra
OT CbLYMA LBAT.

Monrotoeka
Bceku urpay cu u3bupa Yetmpm NUOHKK OT €AMH W CbLUM LIBAT U M1 cnara Ha 6a3ata CbC Cblymn
LBAT KaTto n3bpaHuTe NUOHKM.

Kak ce urpae

Wrpayute no pefa cv xBbpnAT 3apa. [MbpBK 3anoyBa Urpaysbt, KOWMTO XBbPNW Hall-ronaMo Y1cio
cbe 3apa. Cnep ToBa UrpaunTe ce pefyBaT Mo YacOBHUKOBaTa cTpenka. Bceku urpay tpabsa aa
XBbpAK Yyncnoto 6 cbe 3apa, 3a Aa M3kapa nuoHka ot 6asara.

Cnep, TOBa OTHOBO XBbP/A 3apa U NPemMecTsa NMOHKaTa BbpXy KPbrosete Ha TabnoTo, cbrnacHo
YMCNOTO XBbPNEHO OT 3apa. 3ano4yBa OT MbPBWA KPbl, KOMTO NOKa3Ba CTpenkarta ¢ eflHakbB LBAT
KaTo To3n Ha 6azata. MrpaumnTte, KOUTO MMaT NOBEYE OT efiHa NMOHKa B ABUXEHWE MOXeE fAa
n3bepar KoA NMOHKa fla NPeMecTAT.

Mo Bpeme Ha ABUXEHME aKO HAKOW 1rpay XBbpan Yncnoto 6 CbC 3apa MOXe fja U3kapa efHa
nuoHKa oT 6a3aTta, ako MbPBOTO KPbrye B HaYanoTo e cBobogHO MNK a NPUABMXKK efHa NMUOHKa,
KOATO Beye e B Urpa, 6 Kpbryera.

WrpaubT NnpyvaBKKBa CBOATA NUOHKa TONKOBA KpbryeTa, KONKOTO MOKa3Ba YAC/OTO OT XBbpleHuA
3ap. MMMOHKWTE MoraT Aa NpemuHaT Haj ApyruTe NUoHKK, 3a fa ce NPUABMMKAT CbINAacHO YACNOTO
XBbpPNeHo OT 3apa.

AKO UrpaubT NpeMecTBaikKu CBOATA MUOHKa Ce 030Be Ha Kpbrye, Ha KOeTo ce Hamupa apyra
NMOHKa, TOW A 3aB3eMa 1 BPbLUa NMOHKaTa Ha NPOTMBHKKa obpaTHo B 6a3aTta. HeroemAT
NPOTMBHMK TPAGBa Aa XBbp/M yncnoTo B cbe 3apa, 3a Ja U3BagM NMOHKaTa OTHOBO OT Ga3ara.
Wrpaunte He morar fa cnoar Ha eiHO Kpbrye [Be NMUOHKW OT EAUH W CblumM LBAT. BbB BCAKO
Kpbrye TpaAbea Aa uma camo 1 nuoHka.

KoraTo nuoHKaTta Hanpaew eavH Kpbr Ha TabnoTto, NPeMMHaBa B KpaeH CTagnid ¢ 4 HoMepupaHu
KpaiHu Kpbryera. 3a ga BnA3art NMOHKMTE B KPaHWTE Kpbryeta urpayst TpAGBea fa xebpnau
TOYHO YMCNIO OT 3apa, KONKOTO Ca Kpbryetata. AKO UrpaybT He YNy4n CbC 3apa YMCNoTo, KOeTo
Ce HyXAae, MOoXe fla NPeMecTI Apyra NUOHKa Ha efjHo cBOBOAHO Kpbrye unu fa n3rybu pepa cu.

Kpait Ha urpaTa
WrpaybT, KOMTO MbPBU CAOXKM W 4-Te CU MUOHKMW Ha KpalHUTe KpbryeTa e nobeauTen Ha mrparal

Jucatori: 2-4
Varsta:5+
SERPI SI SCARI
& LUDO calatoreste!
LUDO INSTRUCTIUNI
Contine:

1 placa in 2 sectii
16 pioni de 4 culori diferite

1 zar inclus intr-o minge transparenta ce se invarte
Instructiuni

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, invart mingea transparenta pentru a “arunca zarul”. Jucatorul care
arunca zarul cel mai mare incepe jocul. Ceilal{i 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 sdgeata 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 jucétorul
arunca un 6 el poate alege fie sa scoata 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. Jucatorul muta pionul sau atatea pozitii cate indica
zarul aruncat. Pionii pot “trece peste” alti pioni astfel incat sa se mute atatea pozitji
cate indica zarul. Daca un pion pica pe o pozi’;ie unde deja este pionul unui adversar
atunci el “captureaza” pionul adversarului si 1l trimite inapoi in baza. Atunci,
adversarul trebuie sa arunce un 6 pentru a putea sa scoata pionul din baza inapoi 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 n jurul placii atunci
el intra n 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.
Sfargitul jocului

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

Players: 2-4

Age:5+
SNAKES & LADDERS
& LUDO travel!
LUDO INSTRUCTIONS
Contents

1 board in 2 sections

16 pawns in 4 different colors

1 die included in a transparent spinning ball
Instructions

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.

Players: 2-6
Age:5+
SNAKES & LADDERS
& LUDO travel!
INSTRUCTIONS
SNAKES & LADDERS
Contents

1 board in 2 sections

6 different color pawns

1 die included in a transparent spinning ball
Instructions

Aim of the game
The player who will get his pawn first to the space with number 96, 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, spins the ball, in order to “throw the die” and see the number that will be
indicated. The player with the highest number thrown starts the game and the rest players
play following a clockwise direction.

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

Wooden 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 96, is the winner!

Jucatori: 2-6
Varsta: 5+

SERPI SI SCARI
& LUDO calatoreste!

INSTRUCTIUNI
SERPI S| SCARI

Contine:

1 placa in 2 sectii

6 pioni de culori diferite

1 zar inclus intr-o minge de plastic transparenta acre se roteste
Instructiuni

Scopul jocului
Jucatorul care va aduce pionul sau primul pe pozitia numarul 96, este castigator!

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

Cum jucati

Fiecare jucator pe rand va invarti mingea de plastic transparenta pentru a “arunca
zarul’si va vedea numarul indicat de zar. Juc&torul cu numarul cel mai mare
aruncat va incepe jocul iar ceilalti jucatori vor urma in sens orar.

Fiecare jucator va invarti mingea pentru a “arunca cu zarul” si incepe de la pozitia
nr. 1 mutand pionul atatea pozitii cate sunt indicate de zarul aruncat.

Scarile de lemn
Daca pionul jucétorului pica pe capatul inferior al unei scari de lemn atunci el se

w uy

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 96, castiga!

Wrpaun: 2-6
Bb3pact: 5+

3MUM N CTBNOK

CoabpiaHue

1 1abno ot gBe yacTn

6 NUOHKM C pasnuyeH LBAT

1 3ap B npo3payHa BbPTALA Ce ToNnKa
YnbTBaHe

Llen Ha wrparta:
WrpaysT, KOWTO MbpBYK yCnee Aa CNoXW CBOATa NUOHKa Ha keaapatuye 96 e nobepguren!

lMoprotoBKa
Bcekun vrpay cvn n3bupa no egHa NMOHKa M A Cnara Ha KBagpaTtyeTo ¢ uncno 1 oT Kbaero
3anousa urpara.

Kak ce urpae:

Mrpaunte no peaa cv 3asbpTat TOMKarta, 3a fla Nonyyar Yucno ot 3apa. [Tbpeu 3anousa
TO3U Urpay, KOWTO XBbPAW Ha-roNaMo YMCno ot 3apa. OcTaHanuTe urpayuun urpaat
crefBanKku Nocokarta Ha YaCOBHWMKOBaTa CTperka.

Bceku urpauy 3asbpTa Tonkata, 3a fia XBbpnKM 3apa W 3ano4dsaikn oT KBagpartye ¢ YACnoTo
1 npuasn}ea CBOATa NUOHKa NO HOMEPUPAHMTE KBafpaTyeTa CbracHO YncnoTo ot
XBbp/eHWA 3ap.

[bpeeHn cTbnbm
AKO NMWOHKaTa Ha €AWH OT UrpaynTe Ce 030BE B [JONTHaTa YacT Ha AibpBeHaTa cTbnba, Moxe
fa ce ,nokatepu” N Aa AOCTUIHE Ha KBafpaTYeTo, KOeTo Ce HamMpa Ha Bbpxa Ha cTbnbara.

3mun
AKO NMWOHKaTa Ha eQUH Urpay ce 030BE Ha rfaBaTta Ha 3MUsA, TOI ce NoAXTb3Ba Mo HeA U ce
030BaBa Ha onawkaral

Kpait Ha urpata
MrpaybT, KOATO MbpBKW AOCTUIHE 00 KBagpat ¢ uucno 96 e nobeguren!

Maikteg: 2-6 @) 3.
HAwia: 5+ O A
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®IAAKI

Mepieydpeva

1 TaumAd gg dUo TPRpara

6 mévia SlaPoPETIKOU XPWHATOG

1 Zdpt oe dragpavn neplotpePdpevn undia
GUANGSLI0 OBnyLwY

ZKOoT6g TOU MaiXvidio
O maiktng nou Ba TOMOBETOEL TIPWTOG TO TOVL TOU OTO TETPAYWVO e ToV apldpé
96 eival o vikntrg!

Mpoeroipacia
KdBe maiktng Sialeyel €va moévi kal To TornoBeTel oTo TeTpdywvo pe Tov aplipd 1,
nou eival n agempia.

MNwg naiZeral To maiyvidi

O naikteg pe M oeipd NepIOTPEPOUY TNV UNAAA yia va gépouv pia Zapid.
MpwTtog Eekivd o nalkmg mnou Ba gépel To peyailtepo apiBud oto {ApL.

O1 undhotnot naikteq nailouv akoAouBwvTag Tn Gopd Twv JEIKTWY Tou poAoyLol.
KdBe naikmng neplotpépet v pndia yia va pigel to Zapt kat Eekvavrag and to
TETPAYWVO HE Tov apBud 1 petakivel To mévi Tou oTa aplBunuéva TETpaywva
oUppwva Ue Tov aplBud mou épepe ato IApl.

SUMiveg OKGAEG

Av To TuéwL avoc; naikT KO.TC!)\T]E,E[ ato Kcrrw pépog g EUMvNG OKAAag, pnopa va
«OKAPPaAWOEL Kal va PBACEL OTO TETPAYWVO TOU BPIOKETAL OTNV KOPUPT TNG
OoKAAQG.

Zwnpa ®1d3dkia
Av To TiévL evog taikmg kataArigel oTo KepdAl Tou gidloy, TOTe YMOTPA Kat pBdvel
omv oupd Tou.

Téhog naixvidiol
O naiktng rou Ba BAcEL MPWTOC OTO TETPAYWVO LE Tov aplBud 96 eival o vikntAg!




