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Ludo junior - 5 /x'(
Perits chevaux : M
DJ05238 Klasiska galda spéle -

Junioru Ludo (Ricu racu)

leteicamais vecums: no 4 - 8 gadiem

Spélétaju skaits: 2-4

Spélé ietilpst: 1 spéles pamatne, 12 spélu figdrinas zirdzinu forma (3 x 4
krasas) un metamais kaulins.

Spéles merkis: Bt pirmajam spélétajam, kur$ ar visam savam figirinam
sasniedz spéles pamatnes centru — laucinu ar zvaigzniti.

SagatavosSanas spélei: katrs spélétajs izvélas savu krasu un novieto visas tris
savas figlrinas atbilsto$aja pamatnes start uz kaku Zokeju zirgiem.
Katram kaku Zokejam atbilst tadas figlirinas, kada krasa ir cipars uz segliem.

Spéles gaita:

Spéle tiek spéléta pulkstenraditaja virziena. Spéli uzsak jaunakais spélétajs.
Katra gajiena sakuma spélétajs met metamo kaulinu.

Lai izliktu figQrinu uz starta laucina, jauzmet 6.

Kad figlrina ir nonakusi uz spéles laukuma, to virza uz priekSu par tik
lauciniem, cik rada metamais kaulins.

Ja spélétajam uz laukuma ir vairakas figdrinas, vins drikst izvéléties, kuru no
tam kustinat.

Ja spélétajs uzmet 6, vins var izvéléties:

e izlikt spéles laukuma jaunu figlrinu;
e vai parvietot kadu no jau laukuma esosajam figlrinam.

Péc tam vins met kaulinu vélreiz.

Figlirinu satikSanas:
Spéles laika vairakas figlrinas var atrasties viena aiz otras.

Figlrinas nedrikst viens otru apdzit. Ja prieksa esosa figurina bloké celu,
gajiens beidzas laucina tiesi pirms tas.

Ja spéletajs uzmet tiesi tik punktu, lai nonaktu uz laucina, kuru aiznem cita
spélétaja figurina, vins ienem So laucinu, bet pretinieka figlrina tiek nosGtita
atpakal uz sakuma poziciju pie sava kaku Zokeja.

Cels uz zvaigzniti:
Kad figlrina ir veikusi pilnu apli apkart spéles laukumam, tai vispirms
jasasniedz ratotais laucin$ pirms trepém uz zvaigzniti.

Svarigi! Lai nok|Gtu uz St laucina, precizi jauzmet nepiecieSamo punktu skaits.
Ja tiek uzmests cits skaitlis, figlrinu parvietot nedrikst.
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Talak seko Cetri numuréti trepju laucini.

e Lai parvietotos uz 1. laucinu, jauzmet 1.
e Lai parvietotos uz 2. laucinu, jauzmet 2.
e Lai parvietotos uz 3. laucinu, jauzmet 3.
e Lai parvietotos uz 4. laucinu, jauzmet 4.
e Laino 4. laucina sasniegtu zvaigzniti, jauzmet 6.

Kad figlrina sasniedz zvaigzniti, ta tiek iznemta no spéles.
Spéles beigas: Uzvar spélétajs, kurs pirmais nogada zvaigznité visas tris

savas zirgu figlrinas. Paréjie spélétaji var turpinat spéli, lai noskaidrotu
paréjas vietas.
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DJ05238 Klasikinis stalo Zaidimas - = LY
Junior Ludo ;
Amzius: nuo 4 iki 8 mety
Zaidéjy skai€ius: nuo 2 iki 4 7aidéjy
Zaidimo sudétis: 1 7aidimo pagrindas, 12 Zaidimo figaréliy arkliuky pavidalu
(3 x 4 spalvy) ir metimo kauliukas.

Zaidimo tikslas: Pirmam su visomis savo figlirélémis pasiekti Zaidimo
pagrindo centrg — langelj su ZvaigZdute.

PasiruosSimas Zaidimui: Kiekvienas Zaidéjas pasirenka savo spalvy ir pastato
visas tris savo figlréles atitinkamame Zaidimo pagrindo kampe ant kaciy
zokéjy arkliy. Kiekvienam kaciy Zokéjui priklauso tos figurélés, kuriy spalva
sutampa su skaiciaus ant balno spalva.

Zaidimo eiga:

ZaidZiama pagal laikrodZio rodykle. Zaidima pradeda jauniausias Zaidéjas.
Kiekvieno éjimo pradZioje zaidéjas meta kauliuka.

Kad figlréle blty galima pastatyti ant starto langelio, reikia iSmesti 6.

Kai figlrélé jau yra Zaidimo lauke, ji perkeliama pirmyn tiek langeliy, kiek rodo
kauliukas. Jei Zaidéjas zaidimo lauke turi kelias figlréles, jis gali pasirinkti,
kurig is jy perkelti.

Jei Zaidéjas iSmeta 6, jis gali:

e iSvestij zaidimo laukg naujg figlréle;
e arba perkelti vieng i$ jau esanciy figareliy.

Po to jis meta kauliukg dar karta.

Figireéliy susitikimas.
Zaidimo metu kelios figirélés gali atsidurti viena paskui kita.

Figarélés negali aplenkti viena kitos. Jei priekyje esanti figurélé uzstoja kelig,
éjimas baigiamas langelyje priesais j3.

Jei zaidéjas iSmeta tiksly tasky skaiciy ir patenka ant langelio, kuriame stovi
kito Zaidéjo figurélé, jis uzima tg langelj, o prieSininko figurélé grazinama j
pradine vietg prie savo katés Zokéjo.

Kelias j ZvaigZzdute.

langelj pries laiptelius j ZvaigZzdute.

Svarbu! Norint patektij §j langelj, reikia iSmesti tiksly reikalingg tasky skaiciy.
Jei iSmetamas kitas skaicius, figlirélés perkelti negalima.
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Toliau seka keturi sunumeruoti laipteliy langeliai.
e Norint pereiti j 1 langelj, reikia iSmesti 1.
e Norint pereiti j 2 langelj, reikia iSmesti 2.
e Norint pereiti j 3 langelj, reikia iSmesti 3.
e Norint pereiti j 4 langelj, reikia iSmesti 4.
e Norintis 4 langelio pasiekti ZvaigZzdute, reikia iSmesti 6.

Zaidimo pabaiga: Laimi Zaidéjas, kuris pirmasis nugabena visas tris savo
arkliuky figaréles j Zvaigzdute.

ISversta naudojant dirbtinj intelektq (ChatGPT).
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DJ05238 Klassikaline lauamang -
Junior Ludo

Vanus alates: 4-8-aastastele
Mangijaid: 2—4
Komplekti kuuluvad: 1 mangualus, 12 hobusekujulist mangunuppu (3 x 4

varvi) ja taring.

Mangu eesmark: Vdidab mangija, kes viib esimesena kdik oma mangunupud
mangulaua keskele — tdhekesega tahistatud valjale.

Mangu ettevalmistus: Iga méangija valib oma varvi ja asetab kdik kolm oma
mangunuppu vastava mangulaua nurga kassist dZzoki hobustele.

Igale kassist dZokile kuuluvad selle varvi mangunupud, mis vastavad hobuse
sadulal oleva numbri varvile.

Mangu kdik: Mang kaib paripdaeva. Mangu alustab noorim mangija.
Iga kdigu alguses veeretab mangija taringut.

Mangunupu stardivaljale toomiseks tuleb veeretada 6.

Kui mangunupp on mangulauale toodud, liigutatakse seda edasi tapselt nii
mitu valja, kui taring naitab.

Kui méngijal on laual mitu mangunuppu, véib ta valida, millist neist liigutada.

Kui mangija veeretab 6, vGib ta:

e tuua mangulauale uue mangunupu;
e v0i liigutada Ghte juba mangulaual olevatest mangunuppudest.

Parast seda veeretab ta taringut uuesti.
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Mangunuppude kohtumine.
Mangu jooksul véivad mitu mangunuppu liikuda liksteise jarel.

Mangunupud ei tohi Uksteisest mdodduda. Kui ees olev mangunupp blokeerib
tee, I6peb kaik selle ees oleval viljal.

Kui mangija veeretab tapselt nii palju silmi, et jduda valjale, kus asub teise
mangija mangunupp, hodivab ta selle vialja ning vastase mangunupp
saadetakse tagasi algasendisse oma kassist dZoki juurde.

Tee tdheni.
Kui mangunupp on teinud taisringi Umber mangulaua, peab ta esmalt
joudma ruudulisele véljale enne téheni viivaid astmeid.

Tahtis! Sellele valjale jdudmiseks tuleb veeretada tapselt vajalik arv silmi. Kui
veeretatakse moni muu arv, ei tohi mangunuppu liigutada.
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Seejarel jargnevad neli nummerdatud astmevilja.
e astmele liikumiseks tuleb veeretada 1.
e astmele liikumiseks tuleb veeretada 2.
e astmele liikumiseks tuleb veeretada 3.
e astmele liikumiseks tuleb veeretada 4.
e astmelt tdheni jdudmiseks tuleb veeretada 6.

Kui mangunupp jéuab tdheni, eemaldatakse see mangust.

Mangu I06pp: VOoidab mangija, kes viib esimesena k&ik kolm oma
hobusekujulist mangunuppu tdheni.

Tolgitud tehisintellekti abil (ChatGPT).
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m Game rules | € ﬁﬁ‘i\ © GB

Contents: 1 game board, 12 playing pieces (3 per colour) and 1 die.

Aim of the game: Be the first player to reach the centre of the board with all 3 of their
playing pieces.

How to play: Each player chooses 1‘cat’ jockey and takes the 3 horse pieces in the colour
associated with that character, then places the pieces on the square for that ‘cat’ jockey.
The game is played in a clockwise direction.
The youngest player goes first and rolls the die.

Moving the pieces:
The player must roll a 6 to enter a playing piece from their stable into play and place it on
their starting square on the game track.

Once a piece is in play, the player can move it forward by the number of squares indicated on
the die.

If several playing pieces are in play, the player may choose which piece to move.

If a player rolls a 6, they can choose to either bring a new piece into play or to move another
piece already in play around the game track. In either of the 2 cases, the player then rolls and
plays again.

Once several playing pieces are in play and moving around the game track, they may end up
following on each other's heels.

Playing pieces cannot overtake each other. If one piece is blocking another piece's path, the
second piece cannot overtake the first and has to stop on the preceding square.

If, however, a player rolls the exact number needed to land on a space already occupied by
another piece, the player can ‘bump’ it, taking its place and sending the piece back to the
character square in the corresponding colour.

Ascending to heaven

After completing a full circuit of the board, each piece must stop on the last square of its
game track - at the foot of the stairway to heaven.

NB: The player must roll the exact number to land on that square. If the number rolled on
the die is greater than the number of squares left to reach the foot of the staircase, the
player cannot move.
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The squares are numbered from 1to 4. To move a piece onto the square marked 1, the player
must roll a 1; to move a piece onto the square marked 2, the player must roll a 2, and so on...
Until the player reaches the square marked 4.

To clear a piece from the board, from the square marked 4, the player must roll a 6.
End of the game:

The first player to ascend to heaven with their 3 horses wins the game.

The other players may continue to play and rank themselves in finishing order.



Mpasuna urpbl 5—12 net 2—4 Mrpoka G 15 muH
1 urposoe none, 12 duwek (no 3 kaxkgoro ugeta), 1 Kybumk
nepBsbiM AOBECTU CBOM 3 GULLKM 40 LeHTpa UrpoBOro noss.

Kakablit UrpoK BblbrpaeT 04HOro HaesAHWKa-KoTa, bepeT 3 GULLKK «noLWwaaKa»

COOTBETCTBYHOLWEro uBeTa 1 nomellaeT UX Ha KBadpaT C I/I306pa)+(EHVIeM CBOero nepcoHaxa.

Virpa BeAeTcA no YacoBOK CTpesike.
MepBbIM XOAWT CaMblit MARALLINIA UTPOK,

KOTOPbIV BpocaeT KyHuMK.

YT06bI MTPOK MOT BbIBECTU d)l/ILUKy M3 KOHIOLWHW 1 PasMeCcTUTb ee Ha nepsoﬁ KneTke csoem
AOPOXKKHM, Ha Ky6MKe [0/KHO BbINACTb YNCO 6.

BbiBeileHHas UTPOKOM ULLKA NepemMeLLaeTca Ha KONMYECTBO KIETOK, PaBHOE YMUC/TY O4KOB
Ha Kyb6uKe.

Ecnm 66110 BbIBEAEHO HECKONBKO QULLIEK, MTPOK MOMKET CaM PELLIUTD, KaKyto 13 HWX OH byaeT
nepemeLLatb.

Korza Ha KybuKke BbiNaaeT Ynco 6, UTPOK MOXKET IMBO BbIBECTU Ha NONE OAHY U3 CBOMX
duwek, Mmbo nepeasunHyTb GULLIKY, KOTOPAn YsKe HaxoamMTCa Ha none. B obowmx cayyasnx
MrPOKy CnefyeT cHoBa BpoCKTb KyOWK.

MNepemelLanch No 04HON JOPOXKKeE, GULLKKM MOTYT C/IeA0BaTh HENOCPEACTBEHHO APYT 3a

LPYrom.

MpyW 3TOM OHU He MOTYT MepenpbIrnBaTh ApYr Yepes Apyra. Ecaun nyTb duLiKe nperpakaaeT
Apyras GULLIKa, OHa He MOXET NPOCTO 060MTY ee. B aTom cayyae dulike npuaercs
OCTaHOBMUTLCA Ha NMPeablayLiei KIeTKe.

OpHaKo ecin Yncso, Bbinasluee Ha KybuKe, MO3BONAET UTPOKY NepeaBUHYTH CBOIO GULLKY
Ha KNeTKY, rae e CTOUT Apyras GuLKa, OH «BbIBMBAET» 3Ty GULLIKY U3 KNETKU U 3aHUMaEeT
ee mecTo. BblbuTas duLKa BO3BpaLLAEeTCA Ha KBaapaT C n30bpaskeHnem nepcoHaka
COOTBETCTBYIOLLETO LIBETA.

Nogvem B He6o
Mocne oKoHYaHWA payHaa GULLIKM Pa3MELLAtoTCA Ha NOCAEAHEN KNETKE CBOMX JOPOMKEK,
Y MOAHOMMA NeCTHWLbI, Beaylei B He6o.

N.B.: BaxHoe ycsi08ue — 8bl 00/MHbI
nonacme fpAMO Ha 3My K/Aemky.
Ecnu 4ucno, svinaswee

Ha KybuKe, >
npesbiwaem Yucio KAemox, p p U‘ ..P %
ocmaswuxca 00 MOOHOHUA %’

1IECMHUYbI, U2POK He Moem -
nepemewamsc.

KneTkn npoHymepoBaHbl oT 1 40 4. [Jna nepemeltenms Ha kneTky No 1 Ha Kybuke AomKHO
BbINACTb YMCNO 1, ANA nepemelleHna Ha kneTky No 2 Ha KybuKe LOMKHO BbINACTb YUCIO
21 TaK ganee oo knetkm No 4.

A uTO6bI BbIBECTU DULLKY, HAXOAALLYIOCA Ha KneTke N2 4, ¢ UrpoBOro Nons, HeOobXoAMMO,
4TObbI Ha KyBMKe BbINaso YMCNo 6.

Mo6exaaeT ToT, UbK 3 OWAAKM NEPBLIMU AOCTUTHYT Heba.
OcTasibHble UFPOKM MOTYT NMPOLO/IKATL UIpy. BTOpoe 1 cieaytouine Mecta pacnpesensaoTcs
N0 TeM e Npasuam.



