BOARD GAMES - HOW TO PLAY / STOLOVE HRY - AKO HRAT

,POVEDZ ..." (PISKVORKY)

1.

2

Na hranie poskvoriek potrebuju ziaci
vzdy jednu hraciu kartu.

. Hrddi si pripravia svoje zetény (napr.

cukriky, lentilky, kamienky a pod.)

. Ulohou kazdého ziaka - hraca je

vytvorit nepreruseny rad troch poli
svojich zeténov v akomkolvek smere.

. O tom, kto zac¢ne ako prvy, rozhoduju

hraci medzi sebou zrebom (napr. hrou
kamen, papier, noznice alebo hodom
mincou).

. Ulohou hré¢a, ktory je na rade, je pove-

dat jedno lubovolné slovicko z kategé-
rie uvedenej na policku, ktoré si zvolil
(napr. druh hracky, ¢ast tela a pod.).

& Ak hra¢ vie aspon jedno slovicko, ob-
sadi vybrané policko svojim zetbnom.
& Ak hrac slovicko nevie, vybrané
poli¢ko nechd prazdne.

& Ak ale slovicko vie super a ma

o poli¢ko zaujem, obsadi ho svojim
Zetébnom.

e Ak ani jeden zo sutaziacich slovicko
nevie, nikto Ziadne pole neobsadzuje.

. Vyhrava hrag, ktory skoér vytvori ne-

preruseny rad troch poli svojej farby
v akomkolvek smere (vodorovne,
zvisle, diagonalne).

. Ak nikto nevytvori nepreruseny rad

troch poli, vyhrava hrac, ktory celkovo
obsadil viac poli.

“NAME A..." (TIC-TAC-TOE)

. The game is played by two players on

one of the grids.

. Players prepare their game pieces

(stones, smarties etc.)

. These game pieces will be placed on

the grid, in an attempt to have three
of them in arow.

. Then they play ‘Rock, Paper, Scissors’ or

flip a coin to decide who starts first.

. Player 1 has to name at least one word

of the category mentioned in the
chosen square.

e If Player 1 knows at least one word of
the category, they can add their game
piece on the desired square.

¢ If they don't know it, they do not
add their game piece.

¢ If Player 2 knows the correct answer
and wants to take the square, they can
add their game piece on the square.

¢ If nobody knows the answer, Player
2 getsaturn.

. The first player to get 3 of their game

pieces in arow (horizontally, vertically,
or diagonally) is the winner of the
round.

PRECHADZKA ZABAVNYM PARKOM

1. Hra je uréend pre dvoch a viacerych
hracov.

2. Kazdy hrac si pripravi svoju figurku
alebo hraci kameri (kamienok, lentil-
ku a pod.) a hraciu kocku.

3. Vsetci hraci umiestnia svoje figurky
¢i hracie kamene na poli¢ko START.
4., Cielom hry je dostat figurku do ciela

(policko FINISH) ako prvy.

5. Najskor vsetci hraci naraz hodia koc-
kou. Ten, ktory hodi najvy3si pocet
bodov, zacina hru.

6. Hrac opét hodi kockou a posunie svoj
hraci kamen alebo figurku na hernom
pléne o prislusny pocet poli.

e Ak hrac postupi na policko

s vetou, nahlas ju precita a dopl-

ni do medzery vhodné/spravne
slovicko.

e Ak hrac¢ vhodné/spravne slovicko
nevie, zostava na svojej pévodnej
pozicii.

e Ak hrac postupi na farebné polic-
ko s pokynmi, riadi sa nimi (hodi este
raz, vynecha jedno kolo a pod.)

e Ak hrac postupi na pole so sipkou,
posunie svoj hraci zetdn ¢i figurku

v smere Sipky.

7. Hra¢, ktory ako prvy dorazi do ciela
(policko FINISH), je vitazom.

WALK ROUND THE FUNPARK

1. The game is played by two or more
players.

2. Each player prepares their counter
or a game piece (stones, smarties,
etc.) and a die.

3. First, all players place their game
pieces on the START space.

4. The first player to reach the FINISH
space is the winner.

5. Each player rolls a die to see who
gets the highest number. That player
starts first.

6. The player rolls a die again and mo-
ves their game piece forward that
number of spaces.

e If the player lands on a space with
a sentence on it, they read it out
loud and add the correct/suitable
word in the gap.

e If the player doesn’t know the co-
rrect/suitable word, they move the
game piece back to their previous
space.

e If the player lands on a space with
an instruction on it, they follow the
instruction (roll again, miss a turn
etc.)

AZ NAVRCHOL!"

1. Hra je ur¢end pre dvoch hracov.

2. Kazdy hrac¢ umiestni svoj hraci
kamen (figurku, zetén a pod.) na po-
licko START a pripravi si dve kocky.

3. Kazdy hrac si vyberie trasu, kto-
rou bude postupovat na vrchol
(jeden pojde po cervenej, druhy
po modrej trase).

4. Cielom je dosiahnut vrchol ako
prvy.

5. 0 tom, kto za¢ne ako prvy, rozho-
duju hrac¢i medzi sebou zrebom
(kamen, papier, noznice).

6. Hra¢, ktory je na rade, hodi oboma
svojimi kockami. Podla suctu bo-
dov na oboch kockach (2-12) musi
hrac povedat slovo z danej katego-
rie zacinajuce na pismeno uvedené
v tabulke (napr. sucet 6 — hrac
povie ndzov dopravného prostried-
ku zacinajuci na pismeno B).

& Ak hrac slovicko vie, posunie
svoj hraci zetén o policko nahor.
e Ak hrac slovi¢ko nevie, zostava
na svojom mieste.

7. Hraci sa automaticky nestriedaju.
O tom, kto bude moct hodit koc-
kou a postupit dalej, rozhoduje
zreb (kamen, papier, noznice).

8. Hrdci hraju tak dlho, dokial jeden
z nich nedosiahne vrchol hory.

“JP TO THE MOUNTAIN!"

1. The game is played by two players.

2. Each player places their game piece
(a piece, a stone etc.) on START and
prepares two dice.

3. The players choose a path to start
their climb on the top of the moun-
tain (one player chooses the red
path, the other one the blue path.)

4. The goal is to reach the top of the
mountain first.

5. Then they do ‘Rock, Paper, Scissors’
to decide who starts first.

6. The first player rolls their dice.
Depending on the total number of
points on the dice (2-12) the player
has to name a one word of the
category beginning with the letter
mentioned in the chart (example:
the total is 6 — they name a means
of transport beginning with B.)

e If the player knows the word, they
can move their game piece to the
next space of their path.

e If they don't know it, they stay on
the spot.

7. For each turn, the players will play
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