AARTIRILK

Hra pro: 2—4 hrace Hra obsahuje:
Vék: od 5 let 1 herni plan
Délka hry: 10 minut 12 pukd ve dvou barvéach

1 hraci kostku

Viechny uvedené herni varianty Ize hrat ve 2 hracich nebo ve
2 tymech po dvou hracich. Pfi hie v tymech se hradi v tymu
pravidelné stridaji.

STRIDANI

Cil hry: dostat vSechny své puky do branky.

Kazdy hrac (tym) si vezme 6 pukl své barvy. Zacina hrac,

ktery naposledy vidél hokejovy zapas nebo ten nejmladsi.
Hraci hazeji kostkou a pravidelné se stfidaji. Hraci umistuji své
puky na ¢isla na hfisti podle hozené hodnoty. Pokud na daném
misté uz lezi puk soupefe, vyhazuje ho a na jeho misto polozi
svUj puk. Vyhozeny puk protihrace putuje zpét do souperovy
zasoby.

Ve svém tahu se hrac¢ rozhoduje, zda nasadi do hry novy puk
ze své zasoby, nebo bude posouvat své dfive umisténé puky
po ledé. Posouvat Ize libovolnym jednim pukem své barvy tak,
ze hozené ¢islo na kostce pricte k ¢islu, na kterém puk aktualné
lezi a posune se na misto souctu obou ¢isel. Tim muze
samoziejmé vyhodit puk soupefe ze hiisté nebo sviij puk
dopravit rovnou do branky, pokud je soucet Cisel

piresné 6. Jestlize hraci padne na kostce Sestka, mize rovnou
umistit puk ze své zasoby do branky, nebo kterykoliv jiny, ktery
ma na plose hfisté. Sestka zkratka vzdy znamena gél!

Vyhréva ten, kdo jako prvni dopravi svlj posledni puk

do branky.

V pfipadé, ze je soucet Cisel vyssi nez Sest, puk se do branky
nedostava a z0stava na svém misté. Pokud hrac hodi ¢islo,

na kterém uz lezi puk jeho barvy a ani pfi¢tenim hodnoty se
zadny jiny puk nemUze dostat do branky nebo na jiné

misto na hfisti, ve svém tahu neprovede zZddnou akci

a na tahu je soupet.



DUEL

Hrddi si pfipravi 6 cernych pukd. Zacina hrac, ktery hodi na
kostce vice bodU. PoloZi jeden puk ze zasoby do stiedového
kruhu na hfisti a rozehraje hru — cvrnkne do puku. Hradi se ve
hte pravidelné stfidaji a cvrnkaji puk z mista, kde se zastavil.
Kazdy hrac se snazi umistit puk do soupefovy branky. Pokud
hrac trefil omylem svoji branu, vstrelil si vlastni gdl a bod ziska
protihrac. Po kazdém goélu se nasadi dalsi puk ze zasoby.
Rozehréava hréa¢, do jehoz branky gol padl. Jakmile spadne
posledni puk do branky, hra kon¢i. Vyhrava hra¢, ktery dal
nejvic goll. V pfipadé remizy vezmou hraci jeden ze zbyvajicich
bilych pukl a sehraji prodlouzeni. Pfed prodlouzenim si musi
znovu hodit kostkou. Za¢ind hrag, ktery hodil na kostce vice
bodu. Vitézem se stava ten, ktery jako prvni vstreli bily puk do
soupefovi branky.

SAMOSTATNE NAJEZDY

Kazdy hrac si vezme 5 puki jedné barvy a snazi se je vstielit
do souperovy branky. Zacina hrag¢, ktery byl naposledy na
hokeji nebo ten mladsi. Polozi prvni puk na stfedovy kruh

a jednim cvrnknutim se pokusi trefit soupefovu branku.
Pokud se mu to nepovede, necha puk lezet na misté a ihned
pokracuje ve hie stejnym zplsobem s dal$im pukem, dokud
nenasadi do hry vSech pét pukd. Jako vstreleny gol se pocita
i puk, ktery byl postr¢en do brany pfi nasledujicim pokusu.
Po péti strelach se zapiSe pocet goéla. V pripadé, ze hrac¢
omylem trefil svoji branu, pfipocte si bod protihrac. Poté se
z hraci plochy odklidi vSechny nedohrané puky a hraje dalsi
hrac a stiili svych 5 pukd. Vyhrava hra¢, ktery dal nejvice géla.

Doporuceni: V pfipadé, Ze jiz neomylné trefujete branku pfi
kazdém pokusu, muizete si hru ztizit. Pfed branku polozte
soupefdv puk na misto brankare. Stfilet musite tak, aby
soupefdv puk nespadl do brany. Pokud tam spadne, gél
neplati.

Prejeme vsem fanouskim uspésnou hokejovou sezénu!



AARTIRILK

Game for: 2—4 players The game contains:

Age: 5 years and over 1 game board

Game lenght: 10 minutes 12 pucks in two colours
1 dice

All the variants can be played either in two players or in two
two-player teams. When played in teams, the players within
the teams take turns.

TURNS

Game goal: Players or teams aim to get all their own pucks
into the net.

Each player (team) takes 6 pucks in their colour. The game is
started either by the player who was the last to watch an ice-
hockey game, or by the youngest one. Players take turns in
which they roll a die. They place their pucks at numbered
positions around the rink according to the resulting value

on the die. If there already is their opponent’s puck at that
position, the puck is returned to their opponent’s reserve.

In their turn, the player chooses either to add a new puck from
their reserve to the rink or move their previously added pucks
around the ice rink. Any (and only one) puck in the respective
colour can be moved within a turn, following these rules:

The number on the rolled die is added to the number stated
at the current position, and the puck is moved to the position
stating the resulting number. This way, it is also possible to
knock an opponent’s puck out of the rink as described above
or score if the sum is exactly 6. If the rolled die’s result is 6,
any puck from the active player’s reserve or his pucks on

the ice can be placed directly into the goal. In short, number
six always scores! The player who has scored with all his pucks
first is the winner.

If the sum of the numbers is greater than six, the puck stays
where it is. If a player gets a number where another of his
pucks is already placed, they cannot take any action and
it's their opponent’s turn again.



DUEL

The players (teams) prepare 6 black pucks. The player who rolls

a higher number of points on the die starts. He or she places one
of the pucks into the central circle and starts the game - flips

the puck. The players take their turns alternately and flip the puck
from the place where it landed. The players try to score a goal
into each other’s net. Should a player score a goal into one’s own
net, his or her opponent is credited with the points. After a goal
has been scored, a new puck is used. The player who got a goal
starts the game. As soon as the last puck lands in the net,

the game is over. The player with the highest number of scored
goals is the winner. Should the game end in a tie, the players take
one of the remaining white pucks and play overtime. Before they
start the overtime, the players have to roll the die. The player with
a higher number of points starts the game.

SHOOT-OUT

Each player (team) takes 5 pucks of the same colour and tries

to score a goal into his or her opponent’s net. The player who
has most recently been to a hockey tournament or the youngest
player starts the game. He places the puck on the central circle
and attempts to hit their opponent’s net with a single flip.
Should the player fail, he or she leaves the puck where it landed
and continues the game immediately in the same way using
another puck until all of his or her pucks have been used.

The goal shall be considered as scored when a puck which has
ended up outside the net shall have been pushed into the net
by the next puck. After the five pucks are flipped, the number
of scored goals is recorded. Should a player hit their own net

by mistake, his or her opponent shall be credited with the goal.
Then, all pucks are removed from the playing area and the other
player takes turn and shoots the five pucks. The player with the
highest number of scored goals is the winner.

Recommendation: Can you infallibly hit the net on each
attempt? You can make the game more difficult by replacing
your goalkeeper with your opponent’s puck. Now you have to
shoot so as to avoid pushing the opponent’s puck into the net.

We wish a successful hockey season to all hockey fans!



AARTIRILK

Hra pre: 2 - 4 hracov Hra obsahuje:
Vek: od 5 rokov 1 herny plén
Dizka hry: 10 minat 12 pukov v dvoch farbach

1 hraciu kocku

Vsetky uvedené herné varianty je mozné hrat v 2 hracoch
alebo v 2 timoch po dvoch hracoch. Pri hre na timy sa hraci
v time pravidelne striedaju.

STRIEDANIE

Ciel' hry: dostat vsetky svoje puky do branky.

Kazdy hrac (tim) si vezme 6 pukov svojej farby. Zacina hrac,
ktory naposledy videl hokejovy zapas, alebo ten najmladsi.
Hraci hadzu kockou a pravidelne sa striedaju. Hraci umiestruju
svoje puky na ¢isla na ihrisku podla hodenej hodnoty. Pokial uz
na danom mieste lezi puk stpera, vyhadzuje ho a na jeho
miesto polozi svoj puk. Vyhodeny puk protihraca putuje spat
do superovej zasoby.

Vo svojom tahu sa hrac rozhoduje, ¢i nasadi do hry novy puk
z0 svojej zasoby, alebo bude posuvat svoje predtym
umiestnené puky po lade. Posuvat je mozné lubovolnym
jednym pukom svojej farby tak, ze hodené cislo na kocke
pripocita k cislu, na ktorom puk aktudlne lezi a posunie sa na
miesto suctu oboch cisel. Tym méze samozrejme vyhodit puk
supera z ihriska alebo svoj puk dopravit rovno do branky,
pokial je sucet Cisel presne 6. Ak hracovi padne Sestka, moze
rovno umiestnit puk zo svojej zasoby do branky, alebo
ktorykolvek iny, ktory ma na ploche ihriska. Sestka skratka vzdy
znamend gol! Vyhréva ten, ktory ako prvy dopravi svoj
posledny puk do branky.

V pripade, zZe je sucet Cisel vyssi ako Sest, puk sa do branky
nedostava a zostava na svojom mieste. Pokial hra¢ hodi cislo,
na ktorom uz lezi puk jeho farby a ani pripocitanim hodnoty
sa ziadny iny puk nemoze dostat do branky alebo na iné
miesto na ihrisku, vo svojom tahu nevykond Ziadnu akciu

a na tahu je super.
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DUEL

Hrddi si pripravia 6 ciernych pukov. Zacina hra¢, ktory hodi na
kocke viac bodov. Polozi jeden puk zo zasoby do stredového
kruhu a rozohra hru - cvrnkne do puku. Hraci sa v hre
pravidelne striedaju a cvrnkaju puk z miesta, kde sa zastavil.
Kazdy hrac sa snazi umiestnit puk do superovej branky. Ak hrac¢
trafil svoju branu, strelil si vlastny gdl a bod ziska protihrac.

Po kazdom géle sa nasadi dalsi puk zo zasoby. Rozohrava hrac,
do ktorého branky gél padol. Hned ako spadne posledny puk
do branky, hra konci. Vyhrava hra¢, ktory dal najviac gélov.

V pripade remizy zoberu hradi jeden zo zostévajucich bielych
pukov a zohraju prediZenie. Pred predizenim si musia znovu
hodit kockou. Zacina hrag¢, ktory hodil na kocke viac bodov.

SAMOSTATNE NAJAZDY

Kazdy hrac (tim) si vezme 5 pukov jednej farby a snazi sa ich
strelit do superovej branky. Zac¢ina hra¢, ktory bol naposledy na
hokeji alebo ten mladsi. Polozi prvy puk na stredovy kruh

a jednym cvrknutim sa pokusi trafit siperovu branku. Ak sa mu
to nepodari, necha puk lezat na mieste a ihned pokracuje v hre
rovnakym sposobom s dalsim pukom, kym nenasadi do hry
vsetkych pat pukov. Ako streleny gdl sa pocita aj puk, ktory bol
postréeny do brény pri nasledujucom pokuse. Po piatich strelach
sa zapiSe pocet gdlov. V pripade, ze hra¢ omylom trafil svoju
branu, pripocita si bod protihrac. Potom sa z hracej plochy
odpracu vsetky nedohrané puky a hra dalsi hrac so svojimi
piatimi strelami. Vyhrava hrag¢, ktory dal najviac gélov.

Odporucanie: V pripade, ze uz neomylne triafa branku pri
kazdom pokuse, mézete si hru stazit. Pred branku polozte
superov puk na miesto brankara. Strielat musite tak, aby superov
puk nespadol do brany.

Prajeme vsetkym fanusikom uspesnu hokejovu sezénu!
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