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B 3. QUICK GAME

A game for two. The board is divided into two parts: blue and green. The
screen displays a question and two possible answers. A point is awarded
for each correct answer.
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SER 4. SYMBOLIC BLOCKS

@ up to 5 min.

There are colored blocks on the screen. A sequence of symbols is display-
ed at the top of the board. The goal of the game is to mark the blocks that " 1-3
have been assigned to specific symbols. You have to do it in the correct

order. ID medium
n

strengthens social . : D : learning foreign
RS ereate develops perceptiveness trains reflexes S EIECEE

S dpusepsonceneaton 7] exrces memory [ cesctingsc

. . @ up to 5 min.
There are points on the board. Each of them has a specific symbol
assigned to it. At the top of the screen there are key symbols with ‘ 1
assigned numbers. The aim of the game is to connect the points in the ’
order from the smallest to the largest.
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gESE 6. MEMORY OF THE MASTER
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A board with various symbols is displayed on the screen. The goal of the
game is to remember and recreate the order of the highlighted symbols.
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o 7. MIRROR IMAGE

The goal of the game is to match the mirror image to the displayed
illustration, which is a pattern. After each correct choice, you go to the
next, more difficult stage. The person who gets the most points before
the time runs out wins.

i

strengthens social
competences

D trains reflexes
D exercises memory

levelops perceptiveness

builds spatial develops concentration
orientation of attention

Amaze appears on the screen and a hedgehog which wants to return to
his house. The goal of the game is to programme a path that will lead the
hedgehog out of the maze.
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The board displays a maze with treats hidden in it. The goal of the game
is to help the teddy bear collect the sweets before nightfall. The player
needs to guide the teddy bear with the arrows so that he can find the
shortest path.
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A game for two. A number is displayed in the middle of the screen. The
aim of the game is to catch as many numbers as possible until the sum
of them is equal to the number in the middle.
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