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BOARD GAMES - HOWTO P

1. Zéci soutézi mezi sebou ve dvojicich -
jeden zdk hraje s kartou A, druhy zak
s kartou B.

2. Hrddi si pFipravi zetony (napt. bonbo-
ny, lentilky, kaminky apod.).

3. Cilem kazdého hrace je na své hraci
karté s obrazky vytvofit nepferusenou
fadu péti Zetonl v jakémkoli sméru.

4. Pti hie vyvolava rozhod¢i (ucitel nebo
nesoutézici zak) anglicka slovicka ze
slovnicku v tomto pracovnim sesi-
té. Pfitom si musi ohlidat, aby tato
slovi¢ka byla rovnomérné zastoupena
na hracim listku A i B.

5. Ukolem hraéd je hledat odpovidajici
obrazky na svych hracich kartéach.

e Pokud hrac vidi obrazek na své
hraci karté, rekne ,I've got it!" a polozi
na obrézek Zeton.

@ Pokud hrac slovi¢cku nerozumi,
zadny Zeton na svou hraci kartu
nepoklada.

e Pozor! Néktera slovicka jsou

na obou hracich kartach. V téchto
pfipadech obrazek Zetonem obsadi
ten zak, ktery jako prvni na své hraci
karté najde spravny obrazek.

6. Hrag, ktery ma jako prvni obsazenou
bud jednu vodorovnou, svislou
nebo diagonalni fadu obrazkd, zvola
,Bingo!”a vyhrava.
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1. The game is played by two players
having two different scorecards -
A and B.

2. Players prepare their marks (stones,
smarties etc.)

3. These marks will be placed on the
scorecard with pictures, in an attempt
to have 5 markers in a row.

4.The Caller (the teacher or any other
third party) reads an English word
from the vocabulary section of this
book.

5. Players then look for the correspon-
ding image on their cards.

e If the image appears on a player’s
card, the player says: “I've got it!”
and they placed their marker on
that image.

e If the image appears on a player’s
card, but the player doesn’t know
the word, they don't place any mar-
ker on the card.

€ Some images appear on cards of
both players. In those cases the quic-
ker player places their marker

on the image.

6. When a player has placed 5 markers
in a row, either horizontally, vertically
or diagonally, the player calls
out,Bingo!” and becomes the
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winner. P
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Hra je urcena pro dva hrace i vice.
Kazdy z hraca si ptipravi svou figurku
¢i hraci kamen (kaminek, lentilku
apod.) a hraci kostku.
VSichni hraci umisti své figurky ci
hraci kameny na policko START.
Cilem hry je dostat figurku do cile
(policko FINISH) jako prvni.
Nejdfive si vsichni hraci nardz hodi
kostkou. Ten, kterému padne nejvys-
Si pocet bodu, zacina hru.
Hra¢ opét hodi kostkou a posu-
ne svUj hraci kdmen ¢i figurku na
hernim planu o pfislusny pocet
poli.

Pokud hrac postoupi na policko
s obrazkem, fekne:,Thisis a...”,
a pouzije anglické slovi¢ko pro
dany obrézek.

Pokud hrac anglické slovi¢ko
pro dany obrazek nezng, zlstava
na své pavodni pozici.

Pokud hrac postoupi na policko
s instrukcemi, nasleduje je (hazi jesté
jednou, vynecha jedno kolo apod.)

Pokud hrac postoupi na pole se
Sipkou, posune svij hraci zeton ¢i
figurku podle sméru 3ipky.
Ten hrég, ktery jako prvni dorazi
do cile (poli¢ko FINISH) je vitéz.

The game is played by two or more
players.

Each player prepares their counter
or mark (stones, smarties, etc.) and
adie.

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

The object of the game is to be the
first player to reach the ‘FINISH' space.
Each player rolls one die to see
who gets the highest number. That
player starts first.

The player rolls a die again and
moves their game piece forward
that number of spaces.

If the player lands on a space
with a picture on it, they say:

‘This is a... using the correct noun
for the picture.

If the player doesn’t know the
English word for the picture, they
move the game piece back to their
previous space.

If the player lands on a space
with an instruction on it, they follow
the instruction (roll again, miss
aturnetc)

If the player lands on a space with
an arrow, they move their game
piece in the arrow’s direction.

The first player to reach the ‘FINISH’
space is the winner.
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Ke hrani piskvorek zaci potrebuji
vzdy jednu hraci kartu v podobé o
mfizky se stranami o velikosti

7x7 poli.

Hrddi si pfipravi Zetony (napf. bon-
bony, lentilky, kaminky apod.)
Kazdy zak-hra¢ ma za ukol vytvofit
neprerusenou fadu tii poli svych
Zeton( v jakémkoli sméru.

O tom, kdo jako prvni zacne,
rozhoduji hrac¢i sami mezi sebou
losem (napfiklad si hodi minci).

PFi hie Cte ucitel (pfipadné ne-

v tomto pracovnim sesité.

Ukolem hrace, ktery je na fadg,

je prekladat diktovand slovicka

do anglictiny

Pokud hrac zna slovicko zn3,
obsadi vybrané policko svym
Zzetonem.

Pokud hrac slovicko nezna, vy-
brané poli¢cko necha prazdné.

Pokud ale slovi¢ko zna soupet,
obsadi své libovolné zvolené polic-
ko svym Zetonem.

Pokud ani jeden ze soutézicich
slovi¢ko nezna, nikdo zadné pole
neobsazuje.

Vyhrava hrag, ktery dfive vytvofi
nepferusenou fadu tfi poli své bar-
vy v jakémkoli sméru (vodorovné,
svisle, diagonalou)

The game is played by two
players on a grid that’s 7 squares
by 7 squares.

Players prepare their marks (stones,
smarties etc.)

These marks will be placed on the
grid, in an attempt to have three of
them in a row.

Then they do rock, paper, scissors or
flip a coin to decide who starts first.
The Caller (the teacher or any other
third party) reads a word from the
vocabulary section of this book.
Player 1 has to translate the word
in English.

If the translation is correct, they
can add their mark on the desired
square.

If the translation is wrong, they
do not add their mark

If Player 2 knows the correct
answer, they can add their mark
on their desired square

If nobody knows the answer,
Player 2 gets a turn.

The first player to get 3 of their

marks in a row (horizontally, verti- *
cally, or diagonally) is the winner

of the round. #
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