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Bingo

1. Ziaci sutazia medzi sebou vo dvoji-
ciach - jeden ziak hra s kartou A,
druhy ziak s kartou B.

2. Hradi si pripravia zetony (napr. cukriky,
lentilky, kamienky a pod.).

3. Cielom kazdého hraca je vytvorit
na svojej hracej karte s obrazkami
nepreruseny rad piatich Zeténov
v akomkolvek smere.

4. Pocas hry vyvolava rozhodca (ucitel
alebo nesutaziaci ziak) anglické slo-
vicka zo slovnic¢ka v tomto pracovhom
zosite. Musi pri tom dbat na to, aby
boli tieto slovi¢cka rovnomerne zastu-
pené na hracej karte A aj B.

5. Ulohou hracov je vyhladat zodpo-
vedajuce obréazky na svojich hracich
kartach.

e Ak hrac uvidi obrazok na svojej hra-
cej karte, povie ,I've got it!” a polozi
na obrazok zetoén.

e Ak hrac slovicku nerozumie, ziadny
zeton na svoju kartu nekladie.

e Pozor! Niektoré slovicka su

na oboch hracich kartach. V tychto
pripadoch obsadi Zeténom obrazok
ten ziak, ktory ako prvy najde na svo-
jej hracej karte spravny obrazok.

6. Hra¢, ktory ma ako prvy obsadeny
bud'jeden vodorovny, zvisly alebo dia-
gondlny rad obrazkov, zvold,Bingo!”
a vyhrava.
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Bingo

1. The game is played by two players ha-
ving 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 marker on
the card.

e Some images appear on cards

of both players. In those cases the
quicker 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
winner.

Had

1. Hra je ur¢end pre dvoch a viacerych
hracov.

2. Kazdy hrdc si pripravi svoju figurku
alebo hraci kamen (kamienok, lentil-
ku a pod.) a hraciu kocku.

3. V3etci hraci polozia svoje figurky ale-
bo hracie kamene na poli¢ko START.

4. Cielom hry je dostat figurku do ciela
(policko FINISH) ako prvy.

5. Najskor vsetci hraci naraz hodia koc-
kou. Ten, ktory hodi najvy3si pocet
bodov, zac¢ina hru.

6. Hrac¢ opat hodi kockou a posunie
svoj hraci kamen alebo figurku
na hernom plane o prislusny pocet
policok.

& Ak hra¢ postupi na poli¢ko s ob-
razkom, povie:,This is a..”, a pouzije
anglické slovicko pre dany obrazok.
& Ak hrac anglické slovicko pre dany
obrazok nevie, zostdva na svojej
povodnej pozicii.

e Ak hra¢ postupi na poli¢ko s po-
kynmi, riadi sa nimi (hodi este raz,
vynechd jedno kolo a pod.)

& Ak hra¢ postupi na pole so Sipkou,
posunie svoj hraci zeton alebo figur-
ku v smere Sipky.

7.Ten hrég, ktory dorazi do ciela ako
prvy (poli¢ko FINISH) je vitazom.

The Snake-game

1. The game is played by two or more
players.

2. Each player prepares their counter
or mark (stones, smarties, etc.) and
a die.

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

4.The object of the game is to be
the first player to reach the ‘FINISH’
space.

5. Each player rolls one die to see who
gets the highest number. That player
starts first.

6. The player rolls a die again and mo-
ves 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 a turn etc.)
¢ If the player lands on a space with
an arrow, they move their game
piece in the arrow’s direction.

7.The first player to reach the ‘FINISH’
space is the winner.
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1. Na hranie piskvoriek potrebuju ziaci
vzdy jednu hraciu kartu v podobe
mriezky so stranami velkosti 7x7 poli.

2. Hrddi si pripravia zetény (napr. cukri-
ky, lentilky, kamienky a pod.). Y

3. Ulohou kazdého ziaka - hraca je
vytvorit nepreruseny rad troch
poli svojich Zeténov v akomkolvek
smere.

4.0 tom, kto za¢ne ako prvy, si
rozhoduju hraci sami medzi sebou
pouzitim zrebu (napriklad si hodia
mincou).

5. Pocas hry ¢ita ucitel (pripadne
nesutaziaci ziak) slovicka zo slovnic-
ka v tomto pracovnom zosite.

6. Ulohou hrééa, ktory je na rade, je
prekladat diktované slovicka do
anglictiny.

& Ak hrac slovicko vie, obsadi vybra-
né policko svojim zeténom.

e Ak hrac slovicko nevie, vybrané
policko necha prazdne.

¢ Ak ale slovicko vie super, obsadi
policko, ktoré si lubovolne zvoli,
svojim zeténom.

= Ak nikto zo sutaziacich slovicko
nevie, nikto Ziadne poli¢ko neob-
sadzuje.

7.Vyhréava hréc, ktory ako prvy vytvori
nepreruseny rad troch poli svojej
farby v akomkolvek smere (vodorov-
ne, zvisle, diagonélne).

By Tic TacToo - 48

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

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

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

4. Then they do rock, paper, scissors or
flip a coin to decide who starts first.

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

6.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
e 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.

7. The first player to get 3 of their
marks in a row (horizontally,
vertically, or diagonally) is the
winner of the round.
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