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Set of Slingshot and Ludo Game.
CONTENTS (1): 1 wooden game board with 3 rubber
bands, 16 pawns in 4 different colors, 1 dice

HOW TO PLAY:
SLINGSHOT (2-4 players)

At the beginning of the game the players agree on the number
of rounds (we suggest 10 rounds) and they roll the dice. The
player with the highest roll plays first and the others follow
clockwise.

Game 1 _ ‘SHORT SHOT’_ The players take only one pawn of
their color. By taking turns each player throws the pawn by
placing it at the starting point, holding it on the base, pulling
back the rubber band and then releasing it (2.1). Each round
ends when all players have thrown their pawns and following

the below “General Rules” the player that got the most points
gets a win. If there is a tie within a round for the win, then the
players who got the tie, throw their pawns again. If again there
is a tie, the round is invalid. At the end of the agreed rounds,
the player with the most wins is the winner. If there is a tie,
another round is suggested.

Game 2 _ ‘LONG SHOT’ _ The players take the pawns of their
color (for 2 players = all 4 pawns each, 3 players - 3 pawns
each, 4 players — 2 pawns each). By taking turns each player
throws a pawn, until all players have thrown all their pawns. In
the end of the round, they count their total score according to
the below rules and the player with the most points wins the
round! If there is a tie within a round for the win, then the
players who got the tie, throw their pawns again. If again there
is a tie, the round is invalid. At the end of the agreed rounds,
the player with the most wins is the winner. If there is a tie,
another round is suggested.
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General Rules for Games 1&2:

o If the pawn touches the target only slightly (less than half of
it), the player does not get any points (2.2).

*To get the points of a target, more than half a pawn must be
inside the target (2.2).

o |f the entire pawn is inside the target, the points are doubled
(2.2).

*\When the pawn after the shot goes outside the wooden
base or does not cross the purple line (2.3), players can shoot
again up to 2 times.

o |f the pawn goes into the triangles (2.4), the player has the
option to shoot from the rubber band of the particular
triangle.

For a more Challenging Version:

¢ When the pawn after the shot goes outside the wooden
base or does not cross the purple line (2.3), the players lose
their turn.

* When a pawn after the shot goes on a white circle (2.5), the
player can choose to move it to the other white circle, to either
enable their game or make it mor difficult for the other players.
¢ When a pawn after the shot land entirely inside a ‘cage circle’
(2.6), the player gets to throw this pawn again!

e If a player manages to land 2 pawns entirely inside the 2
‘cage circles’ (2.6), 500 points are awarded to this player!

Game 3 _ ‘THE TARGET’ _ The players take only one pawn of
their color. To start the game everyone rolls the dice. The
player with the highest roll plays first in the first round and
going clockwise the second player plays first in the second
round etc. In each round, the first player assigns the “Target”,
a specific area on the board (e.g. the red 300) where all players
will aim their pawns at. Each round ends when all players have
thrown their pawn and the player that got closer to the Target
wins. If there is a tie within a round (for example 2 pawns are
equally inside a target and the winner is between them) then
the players who got the tie, throw their pawns again. If again
there is a tie, the round is invalid. At the end of the agreed
rounds, the player with the most wins is the winner. If there is
a tie, another round is suggested.

LUDO (2-4 players)

To set up the game, the players pick a color and place their
pawns inside their starting nest. To start the game everyone
rolls the dice and going clockwise, the player with the highest
number plays first by rolling the dice and moving a pawn for
the corresponding steps. The aim of the game is to exit the
nest, go round the board and enter the finish nest (3.1). The
player that manages to enter all pawns in the finish nest first
wins! The game follows the below rules:

¢ When a player rolls 6, either a pawn can exit the starting nest
and go on the start circle or an already exited pawn can move
6 steps on the board (if available). Then the player gets to play
again. If it is again a 6, the player follows the previous
instructions, but if a 6 is rolled again third time in a row, then
the player loses their turn.

¢ When a pawn lands on an opponent’s pawn, it “eats it”,
meaning that it forces it to return to its starting nest.

e When a pawn lands on a same color pawn, it creates a
barrier for the other players. That means that an opponent’s
pawn can go up to the previous circle of the barrier (even if the
roll was higher), but not on the same circle or pass it.

¢ When a pawn is on its Start circle (same color as the pawn),
it can be overpass but not “eaten” by the opponents. So, if an
opponent’s roll lands exactly on an occupied Start circle, it can
only move up to the previous circle.

¢ During the game, a player can have multiple pawns on the
board available for moving. But it is always required that the
highest possible move is played. If for example there is a roll 5
that can be played by either a free pawn or a pawn that is close
behind a barrier, then the first pawn with the full 5-steps move
should be played.

e To enter the finish nest, the player must roll the exact number
that will allow the pawn to land on an empty nest circle. If the
roll cannot manage that, then the player should choose
another pawn to move or if no other pawns are available the
player loses the turn.

ZET P TouyvidL Zroxou ko Erudegiotnro ko Mikpuwadpn.
MEPIEXOMENA (1): 1 ZUAwn Bdon pe 3 Adota, 16
Movia 4 SLadopeTIKWV XpwHATWY, 1 Zapt

OAHIIEZ:
SLINGSHOT (2-4 ntatikteg)

3TNV apyn Tou TaviSLoU oL akTeg oupdwvoLv oTtov aplBud
Twv yupwv Tou Ba maiéouv (mpoteivovtat 10 yupot oe kaBe
mavidL). ONot ot maikteg pixvouv To {ApL KL o Taiktng mou Ba
dépel Tov peyahlTtepo aplBud mallel MPWTOG, EVW Ol
urtohoutoL akoAouBouv pe Ty Gopd Tou poloylou.

Mouyvidt 1 _ 'MONHZ BOAHZ' _ Ot maikteg maipvouv pévo
£V0L TUOVL AT TO XPWHA TouG. O KABE MaUKTNG 0TnV OEPA Tou
plxVEL TO TILOVL TOU TOTIOBETWVTAG TO OTO ONUELD EKKivNONG,
TPABWVIOG TO TPOG Ta Tiow, MAVW OTO AAOTXO KL ETElTa
ameAeuBepwvovTdg to (2.1). O yUpog TEAELWVEL dTaV OAOL oL
TaKTEG €XOUV PIEEL TA TILOVLAL TOUG KAl AKOAOLBWVTAG TOUG
mapakdtw «Mevikolg Kavoveg», VIKNTAG Tou yupou eival o
TIAUKTNG IOV TIETUXE TOUG TILO TTOANOUG TIOVTOUG. AV UTIAPXEL
LooTtoA A HETAEY KATIOLWV TIOUKTWV G €vav yUpo (yLa Toug Tio
TIOMOUG TIOVTOUC), TOTE OL TaUKTeG auTol favapixvouv ta
TuoVIA TouG. Av oodapioouv Eavd, TOTE O yUPOG KplveTal
AKUPOG. 2TO TEAOG TWV CUUWVNUEVWY YUPWY, O TIAKTNG UE
TG TIEPLOOOTEPEG VikeG KePSIlel. Av  UTApYeL LoOTAAQ,
TPOTEVETAL AKOHA EVaG YUPOG.

Mouyvidt 2 _ "MOANAMNAHZ BOAHE' _ O IalKTeg maipvouyv ta
TUOVLA TOU XPWHOTOG TOUG (e 2 TaikTeg - 4 midvia o kabévag,
e 3 maikteg = 3 Tovia o kabévag, pe 4 aikteg — 2 oV o
KaBEvag) KL 0 KABe maiktng OTnV GELPA TOU PIXVEL Eva TLOVL.
3T0 TENOG TOU YUpou, Otav OAOL OL TTAUKTEG £XOUV piEeL OAa Ta
TUOVIAL TOUG, UETPAVE TOUG TOVIOUG oUMdWvA HE TOUG
TIOPAKATW KAVOVEG KAl O TAKTNG HE TOUG TIEPLOCOTEPOUG
TOVToUG Talpvel pia vikn. Av UTAPXEL LoOTIaNla HETAEY
KATOLWV TIAUKTWY 0€ évav yupo (KL 0 VIKNTAG Tou yupou Ba
ATav €vag amo Toug 2), TOTe oL alkteg autol favapixvouv ta
mévia Touc. Av oodapicouv &avd, TOTE 0 yUPOG Kpivetal
GKUPOC. 3TO TEAOC TWV CUUDWVNHUEVWY yUPWY, O TOKTNG e
TG TIEPLOOOTEPEG ViKeG Kepdilel. Av umdpyel oomalia,
TIPOTEVETAL QKO Evag YUPOG.

TFevikoi Kavoveg yio to Teouyvidio 1 & 2:

e Av TO TUOVL Elval EAAXLOTAL LECQ OTNV TIEPLOYT EVOG OTOXOU
(Ayotepo amo o pLoo), 1ote dev kepdilovrat movot (2.2).

e [0l VaL LLETPIOOLV OL TIOVTOL EVOG OTOXOU, TIPETIEL TO TUOVL VAL
elvatl TOUAGLOTOV TO HLOO WEDQ OTNV TEPLOXN TOU OTOXOU
(2.2).

¢ Av OAOKANPO TO TUOVL ElVaL LECQ OTNV TIEPLOXT) TOU OTOXOU,
tote oL évrot Suthactalovrat (2.2).

¢ ‘Otav To TOVL HETA TN BOAR Byaivel ekTdg TS EUAWVNG Bdong
1 Sev mepvael TNV pwP ypapun (2.3), o maiktng €xeL v
eukatpia va Eavapiel, péxpt 2 Gopeg. Ztnv Tpltn amotuxnuévn
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e Kui nupp jadb pidama thte kahest kolmnurgast (2.4), vdib
maéngija vastava kolmnurga kummiga nuppu uuesti heita.

PGnevam manguvaimalus:

* Kui nupp lendab pérast heidet puidust aluselt vélja v3i ei jdua
Ule lilla joone (2.3), on kaik mangija jaoks labi.

¢ Kui nupp peatub parast heidet valgel ringil (2.5), vdib mangija
soovi korral liikuda teisele valgele ringile, et muuta olukorda
enda jaoks soodsamaks VGi teiste madngijate jaoks
keerulisemaks.

¢ Kui nupp peatub parast heidet tervenisti ,puuri ringil“ (2.6),
saab méangija sama nuppu uuesti heita.

e Kui mangijal dnnestub heita kaks nuppu tervenisti kahe
Lpuuri ringi“ sisse (2,6), saab ta 500 punkti!

Méng 3 _ 'SIHTMARK' _ Iga mangija votab endale vaid the
oma varvi nupu. Mangu alustamiseks veeretavad k&ik taringut.
Esimeses voorus mangib esimesena parima tulemuse saanud
mangija. Paripdeva edasi likudes mangib teises voorus
esimesena temast jargmine mangija jne. Igas voorus madrab
esimene mangija sihtmargi ehk mangulaual oleva kindla ala (nt
punane 300), kuhu kdik mangijad Uritavad oma nuppu heita.
Iga voor 18peb siis, kui kdik mangijad on oma nuppu heitnud.
Vooru vBidab méangija, kes joudis sihtmargile kdige lahemale.
Kui voorus tekib viik (nditeks kdige ldhemale paasenud
mangijate nupud on vdrdselt sihtmargi kohal), heidavad viiki
jaanud mangijad oma nuppu uuesti. Kui nad jaavad jalle viiki,
on voor kehtetu. Kui kokkulepitud hulk voore on Iabi mangitud,
selgub mangu véitja, kelleks on k&ige rohkem vdite kogunud
mangija. Viigi korral soovitame mangida veel tihe vooru.

REIS UMBER MAAILMA (2-4 mingijat)

Manguks valmistudes valib iga mangija endale varvi ja asetab
oma nupud vastavale alustamise alale. Mangu alustamiseks
heidavad koik taringut. Alustab parima tulemuse saanud
mangija, kes heidab taringut ja liigub paripdeva edasi saadud
silmade arvu vorra samme. Mangu eesmark on liikuda
alustamise alalt valja, teha tiir imber mangulaua ja jduda finisi
alale (3.1). V&idab mangija, kes viib kdik oma nupud esimesena
finisi alale! Mangus kehtivad jargmised reeglid:

* Kui mangija heidab 6, saab ta nupu tdsta alustamise alalt valja
stardiringile vai liikuda juba valjas oleva nupuga (kui tal on
moni selline nupp) laual 6 sammu. Seejarel saab mangija
uuesti taringut heita. Kui tulemus on jélle 6, jargib ta eelmisi
juhiseid; kui ta saab 6 juba kolmandat korda jarjest, on kaik
tema jaoks Iabi.

¢ Kui nupp maandub vastase nupule, ,s66b ta selle dra“, mis
tahendab, et vastase nupp tOstetakse tagasi alustamise alale.
* Kui nupp satub sama varvi nupule, moodustub sellest teiste
mangijate jaoks takistus. See tdhendab, et vastase nupp vGib
likuda maksimaalselt takistuse ees olevale ringile (isegi kui
heite tulemus oli suurem), kuid ei saa peatuda samal ringil ega
sellest ule likuda.

e Kui nupp asub oma stardiringil (ring ja nupp on sama varvi),
voivad vastased sellest Ule liikuda, kuid ei saa seda ara slla.
Seega, kui vastase heite tulemusena jduaks nupp tdpselt
hoivatud stardiringile, peab vastane jadma pidama selle ees
olevale ringile.

* Mangu ajal vdib mangijal olla laual liigutamiseks mitu nuppu.
Kuid alati tuleb edasi liikuda nupuga, millega on vdimalik kaia
kdige rohkem samme. Naiteks, kui mangija heidab 5 ja liikuda
saab kas vaba nupuga vai sellise nupuga, mis asub takistuse
taga ja selle Idhedal, siis tuleb ligutada esimest nuppu, millega
saab kaia kdik 5 sammu.

e Finisi alale minemiseks peab maéngija taringul heitma Gige
numbri, et peatuda nupuga tapselt tihjal ringil. Kui ta saab

mdne muu tulemuse, peab mangija ligutamiseks valima mdne
teise nupu voi kui teisi nuppe pole, on kdik mangija jaoks labi.
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