


7Z POHADKY DO POHADY

Hra pro: 2-6 hracd, Vék: od 5 let, Délka hry: 45 minut
Hra obsahuje: 1 herni plan, 6 kartonovych figurek, 6 plastovych stojank(, 1 hraci kostku, pravidla

Vitejte ve svété pohddek a vydejte se hledat zlaty poklad. Cekd vds cesta plnd ndstrah
a prekvapeni. Ale nemdte se ceho bdt, v pohddkdch vZdy zvitézi dobro nad zlem.

CiL HRY

Figurky postupuji po hernim plénu od po-
le se Sipkou az do hradu, kde je ukryty zlaty
poklad. Vyhrava hrac, ktery dojde k cili jako
prvni.

ZACATEK HRY

Pfed prvni hrou opatrné vyjméte z karto-
nové miizky predseknuté figurky a umis-
téte je do stojankl. Rozlozeny herni plan
umistéte pred za¢atkem hry doprostied
stolu. Kazdy hrac si vybere jednu figurku.

PRAVIDLA HRY

Hru zacina hrag, ktery hodi na kostce nej-
ru hodinovych rucicek a postupuji se svoji
figurkou po hernim planu podle hodu
bodové kostky. Na policku mize stat vice
figurek. Na ¢ervenych polich hraci pIni pre-
depsané ukoly.

VYZNAM POLI

Divotvorny me¢

Dostane-li se hra¢ na policko s mecem,
posune ihned svoji figurku na prvni zluté
policko za sani.

San

Zastavi-li hra¢ na nékterém policku, které
hlida san, je uvéznén. Pokracovat muze,
az hodi na kostce 3.

Jezibaba

Pokud hrac skonci svij tah presné na cerve-
ném poli¢ku s jezibabou, postupuje v pfis-
tim tahu pfimo po Siroké cesté. Pokud
hra¢ ve svém tahu pres poli¢cko prochazi,
pokracuje v cesté podle Cisla na kostce.

Pokud hodil sudé ¢islo (2, 4 nebo 6) vyda
se modrou cestou pro zivou vodu. Pokud
hodil liché ¢islo (3 nebo 5) vyda se na zele-
nou cestu past koné.

ZELENA CESTA
Cerny kun - posila hrace do pekla
(policko s Luciferem).

Bily kiin — prenese hrace na Zlaty vrch.
Hnédy kan - vraci hrace na pole jeZibaby.

MODRA CESTA
Princezna - hrd¢ postoupi az na prvni
pole za tln.

Tan - (tj. policka mezi princeznou a rybkou)
Hrac ji mze prekrocit, kdyZ na poli¢ku tés-
né pred tani hodi 6. Pak postoupi na prv-
ni policko za tni. Hra¢, ktery se dostane
do tling, musi pockat, az hodi 6 a potom
posune svoji figurku za tan. Pfi zpatecni
cesté prechazi tin bez potizi.

Zlataryba - hra¢, ktery se dostane pfi zpa-
tecni cesté na poli¢ko s rybkou, postoupi
na druhy bfeh tiné.

Jabli¢ka - hra¢, ktery se dostane na jab-
licko, postoupi ihned na policko s dalSim
jablickem.

Ptak Ohnivak - vrati hrace zpét do tlné.
Pfi zpatecni cesté jej pfenasi na Zlaty vrch.

Zabi kral - na poli¢ko zabiho kréle se musi
dostat hrac presné hodem kostkou. Hodi-li
dalsim hodem 1, postoupi az na studanku,



jinak pokracuje podle hodu kostky. Pokud
na polickach zastavi pfi zpatecni cesté
a v dal$im tahu hodi na kostce 1, postoupi
ihned na pole s korunkou. Jinak musi po-
stupovat zpét k jezibabé.

Policko jezibaby jiz pfechazi bez potizi
na hlavni cestu.

CESTA Z PEKLA
Cervena policka s Certy - vraci vzdy hrace
0 6 poli zpét k peklu.

Cerny havran - vraci hraée na policko
jeZibaby.

Bila holubice - prenese hrace az na Zlaty
vrch.

Carodéj — Cervena policka (I, I) posilaji
hrace na oranzovou cestu hlidat prasatka.

ORANZOVA CESTA
Cerné prasatko — posila hrace do pekla.

RliZové prasatko — pienese hrace na Zlaty
vrch.

Zlaty vrch - na Zlaty vrch postupuji hraci
z rlznych poli. Jinak se Zlaty vrch prejde
bez potizi.

Obr - Cervend policka, vcetné policka
s nozem, srazeji hrace zpét na Zlaty vrch.

Zlata brana - zastavi-li hrac¢ na ¢erveném
poli¢ku pred branou, musi se ihned vratit
na pole s jeZibabou. Pokud pfes policko
prochazi, pokracuje v cesté podle cisla
na kostce. Hodil-li liché ¢&islo (3 nebo 5)
vyda se kratdi cestou. Pokud hodil sudé
¢islo (2, 4 nebo 6) pokracuje po delsi cesté.

Had - ¢ervena policka vraceji hrace zpét
na pole s korunkou.

Trihlavy drak - cervend policka posilaji
hrace zpét na pole s hvézdou.

Posledni cervena policka pred branami
hradu oznacend |, ll, vraceji hrace na odpo-
vidajici pole ¢arodéje.

KONEC HRY
Vyhrava hrac, ktery hodem kostky postoupi
presné do hradu a tim ziska zlaty poklad.

S figurkami pohadkovych bytosti nemusite
jenom hrat hru Z POHADKY DO POHADKY.
Vyborné se vam budou hodit pfi vypra-
véni pohadkovych pfibéha. Zélezi pouze
na vasi fantazii.

Prejeme vdm pFijemnou zdbavu
a Stéstive hre!



Z ROZPRAVKY DO ROZPRAVKY

Hra pre: 2-6 hracov, Vek: od 5 rokov, Dizka hry: 45 minut
Hra obsahuje: 1 herny plan, 6 kartonovych figurok, 6 plastovych stojancekov, 1 hraciu kocku, pravidla

Vitajte vo svete rozprdvok a vydajte sa hladat zlaty poklad. Cakd vds cesta plnd ndstrah
a prekvapeni. Ale nemdte sa ¢oho bdt, v rozprdvkach vZdy zvitazi dobro nad zlom.

CIEL HRY

Figurky postupuju po hernom plane od pola
so Sipkou az do hradu, kde je ukryty zlaty
poklad. Vyhrava hra¢, ktory dojde k cielu ako

prvy.

ZACIATOK HRY

Pred prvou hrou opatrne vyberte z kar-
tonovej mriezky predseknuté figurky
a umiestnite ich do stojancekov. Rozlo-
zeny herny plan umiestnite pred zaciat-
kom hry do stredu stola. Kazdy hrac si vy-
berie jednu figurku.

PRAVIDLA HRY

Hru zacina hra¢, ktory hodi na kocke naj-
vyssie ¢islo. Ostatni hraci pokracuju v sme-
re hodinovych rucic¢iek a postupuju so
svojou figurkou po hernom plane podla
hodu bodovej kocky. Na policku moze stat
viac figurok. Na cervenych poliach hraci
plnia predpisané ulohy.

VYZNAM POLI

Divotvorny me¢

Ak sa dostane hrac na policko s mec¢om,
posunie ihned' svoju figurku na prvé zlté
poli¢ko za drakom.

Drak

Ak zastavi hra¢ na niektorom policku,
ktoré strazi draka, je uvazneny. Pokracovat
moze, az hodi na kocke 3.

Jezibaba

Ak hrac skonci svoj tah presne na Cerve-
nom policku s jezibabou, postupuje v budu-
com tahu priamo po sirokej ceste. Ak hrac
vo svojom tahu cez poli¢cko prechadza,

pokracuje v ceste podla ¢isla na kocke.
Ak hodil parne ¢islo (2, 4 alebo 6) vyda sa
modrou cestou pre Zivu vodu. Ak hodil ne-
parne ¢islo (3 alebo 5) vyda sa na zelenu
cestu past kone.

;ELENA CESTA
Cierny kon - posiela hrac¢a do pekla
(policko s Luciferom).

Biely kon - prenesie hraca na Zlaty vrch.
Hnedy kén - vracia hraca na pole jeZibaby.

MODRA CESTA
Princezna - hrac postupi az na prvé pole
za rybnicek.

Rybnik — (t.j. policka medzi princeznou
a rybkou) Hra¢ ho moéze prekrocit, ked
na poli¢ku tesne pred rybni¢ckom hodi 6.
Potom postupi na prvé policko za rybni-
kom. Hra¢, ktory sa dostane do rybnika,
musi pockat, az hodi 6 a potom posunie
svoju figurku za rybnik. Pri spiato¢nej ceste
prechadza cez rybnik bez tazkosti.

Zlata ryba - hrac, ktory sa dostane pri spia-
toc¢nej ceste na policko s rybkou, postupi
na druhy breh rybnika.

Jablé¢ka - hrag, ktory sa dostane na jabié-
ko, postupi ihned na policko s dalsim
jablckom.

Vtak Ohnivak - vrati hracov spat do ryb-
nika. Pri spiato¢nej ceste ho prenasa na Zla-
ty vrch.



Zabi kral' - na poli¢ko zabieho krala sa
musi dostat hra¢ presne hodom kockou.
Ak hodi dalSim hodom 1, postupi az na stud-
nic¢ku, inak pokracuje podla hodu kocky.
Ak na polickach zastavi pri spiatoCnej ceste
a v dalSsom tahu hodi na kocke 1, postupi ih-
ned na pole s korunkou. Inak musi postupo-
vat spat k jeZibabe.

Policko jezZibaby uz prechadza bez problé-
mov na hlavnu cestu.

GESTA Z PEKLA
Cervené policka s ¢ertmi - vracaju vzdy
hracov o 6 poli spat k peklu.

Cierny havran - vracia hraca na poli¢ko
jezibaby.

Biela holubica — prenesie hraca az na Zlaty
vrch.

Carodejnik - ¢ervené poli¢ka (I, Il) posie-
laju hracov na oranzovu cestu strazit pra-
siatka.

QRANiOVA CESTA
Cierne prasiatko - posiela hraca do pekla.

Ruzové prasiatko - prenesie hraca na Zlaty
vrch.

Zlaty vrch - na Zlaty vrch postupuju hra-
¢i z réznych poli. Inak sa Zlaty vrch prejde
bez problémov.

Obor - cervené policka, vratane policka
s nozom, zrdZaju hracov spat na Zlaty vrch.

Zlata brana - ak zastavi hra¢ na ¢ervenom
poli¢ku pred branou, musi sa ihned vratit
na pole s jezibabou. Ak cez policko precha-
dza, pokracuje v ceste podla ¢isla na kocke.
Ak hodil neparne ¢islo (3 alebo 5) vyda
sa kratSou cestou. Ak hodil parne ¢islo
(2, 4 alebo 6) pokracuje po dlhsej ceste.

Had - cervené policka vracaju hracov spat
na pole s korunkou.

Trojhlavy drak - cervené poli¢ka posie-
laju hraca spat na pole s hviezdou.

Posledné cervené policka pred branami
hradu oznacené |, Il, vracaju hrac¢a na zod-
povedajlce pole ¢arodejnika.

KONIEC HRY
Vyhréva hra¢, ktory hodom kocky postupi
presne do hradu a tym ziska zlaty poklad.

S figurkami rozpravkovych bytosti nemu-
site len hrat hru Z ROZPRAVKY DO ROZ-
PRAVKY. Vyborne sa vam budu hodit pri
rozpravani rozpravkovych pribehov. Zalezi
len na vasej fantazii.

Prajeme vdm prijemnu zdbavu
aStastie v hre!



FROM FAIRY TALE TO FAIRY TALE

Game for: 2—6 players, Age: 5 years and over, Game length: 45 minutes

Game contents: 1 gaming board, 6 cardboard pieces, 6 plastic stands, 1 die, rules

Welcome to the world of fairy tales and set out to seek the golden treasure. You will experience
a journey full of pitfalls and surprises. But you don‘t have to be afraid; in fairy tales, good

always wins over the evil.

GOAL OF THE GAME

The pieces move on the gaming board
from the area with arrow to the castle
where the golden treasure is hidden. The
player who is the first to reach the finishing
area is the winner.

START OF THE GAME

Before the first game, take out carefully the
pre-punched pieces from the cardboard
grid and put them into the stands. Before
the start of the game, unfold the gaming
board and put it into the middle of the ta-
ble. Each player will choose one piece.

RULES OF THE GAME

The player who throws the highest num-
ber on the die will start the game. The
other players continue clockwise, moving
their pieces on the gaming board accor-
ding to the points thrown with the die.
Several pieces can stand on every area.
The players perform prescribed tasks
on the red areas.

SIGNIFICANCE OF AREAS

Magic sword

If the player lands on a square with the ma-
gic sword, the player will move the piece
to the first yellow area after the dragon.

Dragon

If the player lands on an area guarded by
the dragon, the player will getimprisoned.
The player can continue after throwing
a 3 on the die.

Witch

If the player lands exactly on a red area
with the witch, the player will continue the
next move on the broad path. If the player
passes the area during a move, the player
will continue the move according to the
number thrown on the die. If the player
has thrown an even number (2, 4 or 6), the
player will continue along the blue path to
get water of life. If the player has thrown
an odd number (3 or5), the player will
continue along the green path to pasture
horses.

GREEN PATH
Black horse - sends the player to the hell
(area with Lucifer).

White horse — will carry the player to
the Golden Hill.

Brown horse - returns the player to
the witch's area.

BLUE PATH
Princess - the player will move to the first
area after the pool.

Pool - (i. e. areas between the princess
and the fish) The player can cross it when
throwing a 6 on the area just before the
pool. In such case, the player will move to
the first area after the pool. A player lan-
ding in the pool must wait to throw a 6 and
then the player can move the piece after
the pool. When going back, the player will
cross the pool without problem:s.



Golden fish - the player who lands on an
area with the fish when going back, will
move to the other bank of the pool.

Apples - the player who lands on an apple
will move immediately to the area with ano-
ther apple.

Firebird - will return the player to the pool.
On the way back, it will carry the player to
the Golden Hill.

Frog Prince - the player must get to Frog
Prince’s area by throwing an exact number
of points with the die. If the player throws
a 1 in the next round, the player will move
to the spring; otherwise, the player will
continue by the number thrown on the die.
If the player lands on the areas on the way
back and throws a 1 in the next round,
the player will move immediately to the field
with the crown. Otherwise, the player must
return towards the witch.

The player will then pass the witch’s area
without problems towards the main path.

PATH FROM THE HELL
Red areas with devils - always return
the player 6 areas back towards the hell.

Black raven - returns the player to witch'’s
area.

White dove - will carry the player to the Gol-
den Hill.

Wizard - red areas (I, Il) send the player
to the orange path to watch the piglets.

ORANGE PATH
Black piglet — sends the player to the hell.

Pink piglet — will carry the player to the
Golden Hill.

Golden Hill - the players can move to
the Golden Hill from different areas.

Otherwise, when passing the Golden
Hill, they don‘t get into any trouble.

Giant - red areas, including the area with
the knife, will knock the players back to the
Golden Hill.

Golden Gate - if the player lands on the
red area before the gate, the player must
return immediately to the witch’s area.
If the player passes the area during a move,
the player will continue the move accor-
ding to the number thrown on the die.
If the player has thrown an odd number
(3 or5), the player will take the shorter
path. If the player has thrown an even
number (2, 4 or 6), the player will take the
longer road.

Snake - the red areas return the players
back to the area with the star.

Three-headed dragon - thered areas sends
the player back to the area with the star.

The last red areas before the castle gates,
marked with |, II, return the player to the
corresponding wizard’s area.

END OF THE GAME
The player who lands exactly in the castle
by throwing the die is the winner and gets
the golden treasure.

The pieces representing fairy tale figures
can serve not only to play the game
FROM FAIRY TALE TO FAIRY TALE. They
will serve you excellently to tell fairy tales.
It depends only on your imagination.

We wish you much fun
and good luck in the game!
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