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How does Dracula actually get home in the morning?
By the Trainsilvania Night Express, of course!
1t just too bad if all seats have already been taken, since werewolves and mummies
want to get home as well. There is a lot of pushing and shoving, until many a
Frankenstein tumbles out of the train car at a totally wrong station. So it's high
time for you to get all monsters and vampires to their home locations. Next stop:
-Eh Mummy Valley... or ... wait a moment... doesn't Moonshine Hut come first?! @

0bject of the Game

Get three of your monsters to their home stations with the Trainsilvania Night Express!

Game Maferials
1 gameboard
1 Trainsilvania Night Express (to be put together)
36 train tickets
16 seats in four colors
16 monster stickers

Set-up
Before the first game...
e Put the Night Express together, as described
on the last page of the instruction booklet.
o Attach one monster sticker to the bottom
of each seat — so that each monster is attached
to seats in each color.




Before every game...
o Unfold the gameboard and place it in the middle of the table.
e Put the Night Express on the tracks in Dracula‘s station.
e Each player gets the 9 train tickets in their chosen color (card backs), shuffles them, takes 3 of them
into their hand and keeps the remaining cards in front of them as a face-down draw pile.
e Each player gets the 4 seats in their chosen color and puts them in front of them.

Do not peek under the seats. It‘s best to let the neighbor to your right “remix“ them.
Initially, nobody is allowed to know where which monster is!

|: Important:

The Monsters

Each player has four seat tokens with different monsters.
Dracula (592 years) favorite food: vegan blood sausage

Place of residence: Bat Mansion

Wolfgang (313 months) favorite food: poppy-seed pastry
Place of residence: Moonshine Hut

Frank N. Stein (37-86 years) favorite food: anything sweet or sour
Place of residence: Pumpkin Seed Castle

Sand-Ra (15, for many years) favorite food: marble cake
Place of residence: Mummy Valley

You may never peek at monsters that are in front of you or at the Night Express. Only at
stations may you look at your monsters anytime. But never show them to other players!

: Important:




Course of the Game

Players play in turn. On your turn, you select 1 card (train ticket) from your hand and place it face up in
front of you. Then you carry out the action of this card. If your card shows two actions, you may carry out
one or both of them in any order — but never both actions with the same monster. If you can‘t carry out
any action of the card you have played, all monsters and the Night Express stay where they are. Finally, you
draw one card from your draw pile, and the next player has his or her turn.

If you can no longer draw a third new hand card at the end of your turn, you shuffle all your cards
(including the two cards that you still had in your hand) and form a new draw pile. Then you draw
three new cards.

These are the actions on the train ticket cards:

@-} Advance the Night Express to the next station in a clockwise direction.

(P S
tg Advance the Night Express in a clockwise direction —1, 2 or 3 stations, as you wish.
2

Let one of your monsters — either standing in front of you or at the same station as the Night

Express — enter the train. Put it in the front position and move all seats that already are on the
‘ train one seat towards the back. If a monster is moved beyond the rearmost position, it has to

leave the Night Express: This seat is placed at the station where the train is currently standing.

Let one of your monsters exit the train by placing its seat at the station where the Night Express
~is currently standing. All monsters staying on the train move forward to unoccupied positions.

ﬁf}\\ Relocate a monster of your choice (it doesn‘t have to be yours) that already is on the train by
== moving it to the front position. Move all monsters sitting in front of this monster one place back.

|@‘ The pumpkin is a wild card! Carry out any one action (of the actions described above).




Course example:

Mina plays the “Exit” card, takes her seat token
out of the train and places it at the station;
there, she may peek at her monster hidden

at the bottom of the token anytime. Elisa‘s
monster moves one place forward.

Remus uses the “Enter/Exit" card. He takes a
monster from his supply and places it on the
train. With this, the other two monsters move
one place back. Since he doesn‘t have another
monster on the train, he can‘t carry out the
“Exit“ action.

Elisa plays a pumpkin card. She uses it for the
“Riding 1, 2 or 3 stops“ action, advancing
3 stations.

Rick plays the “Move a monster to the front*
card in order to relocate Elisa‘s monster from
the last to the front position. With this, the
other two monsters move one place back.

Mina plays the “Ride and enter* card. She
rides one stop on the train and re-boards her
monster from there. With this, Rick's monster
is pushed off the train; since it is now standing
at the station, he may have a peek at it.




End of the Game

Are 3 of your monsters standing at the right station? Are you totally sure? Have you checked again? In this
case, you reveal them now and end the game (even if it's not your turn). Congratulations — you win! And
now you can say, "Good morning, Dracula, sleep well.“

Building instructions for the Night Express:
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Mit gondolsz? Drakula hogyan megy reggelente haza?
Hit persze, a Trainsilvania Ejszakai Expresszel! A baj csak az,
hogy mdr minden hely foglalt a vonaton! Frank N. Stein é Vendel a vérfarkas,
Homoki Hédi a miimia is szeretne minél elobb hazaérni. Nagy lokdisodeés és tolongds
veszi kezdetét, mindennek a tetejébe Drakula rossz megdllohelyen szdllt le a vonatrol!
Legfobb ideje hdt, hogy az osszes szorny hazajusson! Beszdllds! Kovetkezd megdllo:
-E,‘L| Miimia Kiiria. ...vagy...vdrjunk csak,...nem a Denevér Palota kovetkezik? @

Jaték célja

Segits a harom szérnyednek eljutni a Trainsilvania Ejszakai Expresszel, sajat allomésara!

Jaték tartozékai
1db Jatéktabla
1db Trainsilvania Ejszakai Expressz (6sszeallitandd)
36 db Vonatjegy
16 db Ulés, 4 szinben
16 db Szérny matrica

Osszeszereles

Az elsé jaték elétt ...

o Rakd 6ssze az Ejszakai Expresszt a hasznélati
Utmutaté utolsé oldala szerint.

e Ragassz minden Ulés aljara egy szérny matricat -
gy, hogy minden szérny minden szinben
megtalalhatd legyen.




Jaték elokészitése ...

o Hajtsd ki a jatéktablat, és helyezd az asztal kozepére.

o Allitsd az Ejszakai Expresszt a sinekre Drakula allomasara.

o Minden jatékos 9 vonatjegyet kap a kivalasztott szinben (kartyak hatlapja). Megkeveri 6ket, elvesz 3
darabot beléluk, a maradék kartyakat pedig képpel lefelé forditott huzépakliként tartja maga el6tt.

¢ Minden jatékos megkapja a 4 tlést a kivalasztott szinben, és maga elé rakja Sket.

Fontos: Ne kukucskalj az ulések ala! A legjobb, ha a jobb oldali szomszédod ,Gjrakeveri” 6ket.
OMEOS: | ezdetben senki sem tudhatja, hogy melyik szérny hol talalhat6!

A szornyek:

Minden jatékosnak négy kulonbdzs szdérnyeteggel ellatott tlése van.
Drakula (592 éves) kedvenc étele: vegan véres hurka

Lakhelye: Denevér Palota

Vendel, a vérfarkas (313 hénapos) kedvenc étele: Vanilias Telihold tallér
Lakhelye: Holdfény Kunyhd

Frank N. Stein (37-86 éves) kedvenc étele: Barmi ami édes vagy savanyu
Lakhelye: Tokmag Var

Homoki Hédi (sok- sok éves...) kedvenc étele: Marvanytorta
Lakhelye: Mdmia Kdria

Ne feledd, nem nézheted meg az elétted 1év6, vagy az Ejszakai Expresszen utazé szérnyeket!
Fontos: Kizarélag az allomésokon van lehetSséged felforditani és meglesni 8ket. Jatékostarsaidnak sem
mutathatod meg, mely lés alatt ki rejtdzik.




A jaték menefe:

A jatékosok felvaltva jatszanak. Amikor te kovetkezel, valassz ki egy kartyat (vonatjegyet) a kezedben lévék
kozul, és képpel felfelé rakd magad elé. Ezutan végrehajtjatok a kartyahoz tartozé akciét. Ha a kartyad két
akciét mutat, egyet, de akar mindkettSt végrehajthatod, tetszéleges sorrendben. Ugyelj arra, hogy nem
végezheted el mindkettSt ugyanazzal a szérnyeteggel. Ha nem tudod végrehajtani a kijatszott kartya egyik
akciéjat sem, mindegyik szérny, valamint az Ejszakai Expressz is ott marad, ahol van. Végezetiil hizz egy
kartyat a huzopaklidrél, majd a soron lévé jatékos kovetkezik.

Ha a korod végén nem tudsz harmadik kartyat hazni( beleértve a két megmaradt lapot is, amely még a ke-
zedben van), keverd meg a kartyaidat. Ezzel egy Uj huzépaklit képezel, majd hizz beléle harom (j kartyat!

Kartyakon szereplo miiveletek:

Haladj az Ejszakai Expresszel a kovetkezd allomasig, a vonatot az 6ramutato jarasaval megegyezd
~irdnyban mozgathatod.

Mozgasd az Ejszakai Expresszt tetszés szerint 1, 2 vagy 3 allomassal tovabb az éramutaté jarasaval
megegyezd iranyban.

Engedd felszallni az egyik szornyedet — amely még el6tted varakozik, vagy ugyanazon az alloma-
son all, mint az Ejszakai Expressz. Ultesd 6t az elsé helyre, a vonaton lévé dsszes alést pedig told

egy hellyel hatrébb. Az a szérny, amely az utolsé poziciordl kiszorul, el kell hagynia a vonatot: az

igy ,kipottyant” tlés arra az allomasra keral, ahol a mozdony éppen all.

- Hagyd, hogy az egyik szérnyed kiszalljon a vonatbdl, és helyezd az Glését az &llomésra, ahol az
~ Ejszakai Expressz éppen all. A vonaton maradé 6sszes utas, eldre léphet a szabad helyekre.

) Helyezz at egy altalad valasztott szornyet (nem kell, hogy a tiéd legyen), amely mar a vonaton
van, a legelsé helyre. igy mindenki, aki korabban el6tte iilt, egy hellyel hatrébb kerl.

A sutétok Joker! Barmelyik akciét valaszthatod a fent leirt akciok kozul.




Példak a jatékra:

Mira kijatssza az ,Kiszdllas” kartyat, és az (zold)
ulését a vonatrél az dllomadsra helyezi. Ott
megnézheti az alatta rejtéz& szérnyet. Elza
szérnye (piros tlés) egy helyet elére cstiszik.

Roland a ,Beszdllas/Kiszdllas” kartydt vdlasztja.
Elvesz egy szornyet a készletebdl, és rateszi a
vonatra. Ezdltal a mdsik két szérny egy hellyel
hdtrébb csuszik. Mivel nincs mdsik szérny a
vonaton, nem tudja végrehajtani a ,Kiszallas”
akciot.

Elza kijatszik egy sutStok kartyat. Ezt ,az 1, 2
vagy 3 megdllonyi utazds” akcidhoz haszndlja,
igy 3 dllomassal elSre halad.

Ricsi a ,,Mozgass egy szérnyet az elejére”
kartyat vdlasztja, hogy Elza figurdjat az utolsé
helyrél az elss helyre tegye. gy a mdsik két
szérny egy hellyel hatrébb kerdil.

Mira kijatssza az ,Utazds és Beszallas” kartyat.
Vagyis a vonatot a soron kovetkezd dllomdsra
teszi, igy lehetdsége nyilik, hogy az dllomdson
vdarakozé babujat a vonatba ultesse. Ezzel
egyiddben Ricsi szornyét leloki a vonatrdl,
akinek mivel igy most az dllomdson dll a
figurdja, megnézheti mely szérny van az aljan.




Jaték vége :

Harom szérnyed a megfelels allomason all? Teljesen biztos vagy benne? Ellenérzod még egyszer? Ha biztos
vagy a dontésedben, fedd fel az Uléseket, és fejezd be a jatékot (még akkor is, ha nem te kovetkezel).
Gratulalok! Nyertél! igy mar mondhatod: ,J6 reggelt, Drakula! Aludj jol!”

Ejszakai Expressz 6sszeszerelése:

(o SIMBA TOYS HUNGARIA KFT Jf//Z0m
2. Vendel Park, Budai u.4 SpIcien




Paco Yanez

Cum ajunge Dracula acasd dimineata?
Cu Trainsilvania Expresul de Noapte, desigur!

Este pacat daca toate locurile au fost deja ocupate, deoarece varcolacii si mumiile vor
sd ajungd si ei acasd. Sunt multe impingeri si inghionteli, pand cand multi Frank N.
Stein se prabusesc din vagon intr-o statie total gresitd. Asa cd este timpul sd aduci toti

mongtrii §i vampirii in locatiile lor de acasd. Urmdtoarea oprire: Valea Mumiei... sau...
C] asteaptd o clipd... Cabana in lumina lunii nu este pe primul loc?! T

Scopul jocului

Adu trei dintre monstrii tai la statiile lor de acasa cu Trainsilvania Expresul de Noapte!

Materialele de joc
1tabla dejoc
1 trenulet Trainsilvania Expres de Noapte (a se asambla)
36 bilete de tren
16 scaune pion in patru culori
16 autocolante cu monstri

Asamblare

a
Inaintea primului joc...
» Asambleaza Expresul de Noapte, asa cum este
descris pe ultima pagina a brosurii de instructiuni.
+ Ataseaza un autocolant monstru pe fundul
fiecarui scaun - astfel incat fiecare monstru sa fie
atasat la scaunele din fiecare culoare.




Inaintea fiecirui joc...
« Desfa tabla de joc si pune-o in mijlocul mesei.
» Pune Expresul de Noapte pe sine in statia lui Dracula.
» Fiecare jucator primeste cele 9 bilete de tren in culoarea aleasa (spatele cartilor), le amesteca, ia 3
dintre ele in mana si pastreaza cartile ramase in fata Iui intr-un teanc cu fata in jos.
« Fiecare jucator primeste cele 4 locuri in culoarea aleasa si le pune in fata lui.

Nu te uita sub scaune. Cel mai bine este sa-| lasi pe vecinul din dreapta sé le ,remixeze”.
Initial, nimeni nu are voie sa stie unde este fiecare monstrul!

|: Important:

0
Monstrii :
Fiecare jucator are patru scaune pion cu diferiti monstri.

Dracula (592 ani) mancare preferata: carnati vegani

Locul de resedinta: Palatul Liliecilor

Lupul varcolac (313 luni) mancare preferata: produse de patiserie cu seminte de mac
Locul de resedinta: Cabana in lumina lunii

Frank N. Stein (37-86 ani) mancarea preferata: orice dulce sau acru
Locul de resedinta: Castelul cu seminte de dovleac

Mumilica (15, de multi ani) mancare preferata: prajitura de marmura
Locul de resedinta: Valea Mumiei

Este posibil sa nu te uiti niciodata la monstrii care se afla in fata ta sau in Expresul de
Important: Noapte. Numaiin statii poti sa te uiti oricand la monstrii tai. Dar nu le aratati niciodata
altor jucatori!




Derularea jocului

Jucatorii joaca pe rand. La randul tau, selectezi 1 carte (bilet de tren) din mana si o asezi cu fata in sus in
fata ta. Apoi efectuezi actiunea acestei carti. in cazul in care, cartea ta prezinta doua actiuni, poti efec-
tua una sau amandoua in orice ordine - dar niciodata ambele actiuni cu acelagsi monstru. Daca nu poti
efectua nicio actiune a cartii pe care ati jucat-o, toti monstrii si Expresul de Noapte raméan acolo unde sunt.
In cele din urma, tragi o carte din teancul tau, si vine randul urmatorului jucator.

Daca nu mai poti trage o a treia carte cand se termina randul tau, amesteci toate cartile tale (inclusiv cele
doua carti pe care le aveai inca in mana) si formezi un nou teanc din care poti trage carti. Si acum poti trage
trei carti noi.

Acestea sunt actiunile de pe biletele de tren:

‘ - a -~ - - ~ .
= Avanseaza cu Expresul de Noapte pana la urmatoarea statie in sensul acelor de ceasornic.

Avanseaza cu Expresul de Noapte in sensul acelor de ceasornic - 1, 2 sau 3 statii, dupa cum doresti.

Lasa-l pe unul din monstrii tai — fie in fata ta, fie in aceeasi statie cu Express-ul de Noapte - sa urce
in tren. Puneti-| in pozitia din fata si muta toate scaunele care sunt deja pe tren cu un loc maiin
spate. Daca un monstru este mutat dincolo de cea mai din spate pozitie, trebuie sa paraseasca
Expresul de Noapte: Acest scaun pion este |asat in statia in care se afla trenul in prezent.

'1 Lasa unul din monstrii tai sa iasa din tren, asezandu-si scaunul pion in statia in care se afla in
£ - prezent Expresul de noapte. Toti monstrii care stau in tren se deplaseaza in pozitii neocupate.

f\\ Muta un monstru la alegere (nu trebuie sa fie al tdu) care se afla deja in tren, in pozitia din fata.
- Muta toti monstrii care stau in fata acestui monstru cu un loc inapoi.

|@ II Dovleacul este un Joker! Efectuati orice actiune (dintre actiunile descrise mai sus).




Exemplu de joc:

Mina joacd cartea ,lesire’, isi ia scaunul pion din
tren si il plaseaza in gara; acolo, ea poate arunca
o privire la monstrul ei ascuns in partea de jos a
jetonului oricand. Monstrul Elisei se deplaseaza
cu un loc inainte.

Remus foloseste cardul ,Intrare/lesire”. El ia

un monstru din rezerva lui si il pune in tren. Cu
aceasta ocazie, ceilalti doi monstri se muté cu
un loc inapoi. Deoarece nu are un alt monstru in
tren, nu poate efectua actiunea ,lesire”.

Elisa joaca o carte de dovleac. Ea o foloseste
pentru actiunea ,calatoria cu 1, 2 sau 3 opriri’,

avansand 3 statii.

Rick joaca cartea ,Mutd un monstru in fata”
pentru a muta monstrul Elisel din ultima pozitie
in cea din fata. Cu aceasta actiune, ceilalti doi
monsgtri se muté cu un loc inapoi.

Mina joaca cartea ,Intra si calatoreste’. Ea face
0 oprire cu trenul sifsi urca din nou monstrul e
in tren. Cu aceasta ocazie, monstrul lui Rick
este impins din tren; din moment ce acum sta
in statie, el poate arunca o privire sa vada ce
monstru e.




N (] [ ] (]
Sfarsitul jocului
Sunt 3 dintre monstrii tai in statia potrivitd? Esti absolut sigur? Ai verificat din nou? In acest caz, le arati
tuturor si inchei jocul (chiar daca nu e randul tau). Felicitari — ai castigat! Si acum poti spune: ,Buna
dimineata, Dracula, dormi bine.”

Instructiuni de asamblare a Expresului de Noapte :

Simba Toys Romania SRL 7
Baneasa Business Center /
$0s. Bucuresti-Ploiesti, som
y : 19-21 (etaj 6) - Sector 1- jpﬂJzu
ATE.N.: 601105170006 2073694 - Bucuresti Romanis
' T+40314362516




Naxo fines

A Kax scwwnocm Jpakyna ce npubupa y ooma cympun?
Pasoupa ce — ¢ Howynus Excnpec na Tpancuneanus!
Camo ue e docma HenpusmHo, aKo 6CUUKU MeCma geue ca 3aemu, 3auomo U 8bpKoiayume,

u Mymuume uckam 0a ce npubepam. 3anouea coisimo odymawe u Onvckane, OOKAMo HAKOU
Dpankenwaiin He ce Cmpononu oM 6A20HA HA CbeCceM epewHnama 2apa. Taka ue e Kpaiino epeme
mu 0a NOMOcHeul Ha BCUYKU Yy008UUA U 8AMNUpu 0a cmueHam 0o domoseme cu. Crnedsawia
cnupxa: Jonunama na Mymusma... uiu... Yaxau Mauxko... Haau nvpeo bewe Jlynnama xuxca?!

LeA Ha uzpaTa:

3OBe£I,l/I TPMMA OT CBOUTE HyAOBUMLA OO TEXHUTE JOMALHKM rapn C HOIJ.I,HI/IH EKCﬂpeC Ha TpOHCVIﬂBOHMﬂ!

MATEPUAAU 3a uzPaTa:

1 wrpanHo Tabno

1 Houwen Excnpec Tparcuneanusa (3a cmobasare)
36 Bnakosu buneta

16 cepanku B 4eTpH LBsITA

16 cTrkepa ¢ vygosmua

No.Az2oTOBKA:

Mpeau nopsavta urpa ...
® Cmobete Hownua Exkcnpec, kakto e onucaro
HQO NOCNEAHATA CTPAHWLA HA UHCTPYKLMKTE.
® [lpukpenete No eanH CTUKEP C Yy[OBULLE HA [ABHOTO
HQ BCAKQ CeAanka — TaKA Ye BCAKO YyaoBuLLe Aa Obae
NPUKPENEHO KbM CEAANKMTE BbB BCUUKM LIBETOBE.




Npenu scaka urpa ...

° PasrbHete UrPANHOTO Tabno 1 ro nocrtaseTe B cpenara Ha macarta.

® T[loctasete Houwrus Ekcnpec Ha pencute Ha cTaHuymata Ha Jpakyna.

®  Bceku vrpad nonyyasa 9 Brakosu Guneta B M3bpanma ot Hero ugaT (rpsb Ha kapTuTe), pasbbpksa ry,

B3ema 3 OT Tax B PbKA M OCTABA OCTAHANUTE KAPTU Npe cebe cu kaTo TecTe C JMUEeTo Hapony.

®  Bceku urpau nonyyasa 4 ceganku B M3GpaHMs OT HErO LBST U M NoCTaBs nped cebe cu.

He naanuyail non cepnankute. Hail-noGpe e cbeeabT 0T TBOE AACHO Aa M ,,pasibpKa‘‘ 0THOBO.

BAXHO:
B HayanoTo HuKOH He TPAGBA 18 3HAE Koe YyaoBuiLe Kbae el

4yNOoBUWLATO:

Bceku nrpay pasnonara ¢ 4eTmpm AbpBeHu CEAANKM, BCIKA C PA3IUYHO YyAOBMLLE.
Dpakyna (592 roanhu) Jliobuma xpana: Berarcka kbpsasmua

Mectoxumtencreo: VimeHuneTo Ha npunena

Bupkonak (313 roguu) JTobuma xpaHa: CnapkuL ¢ MaKOBO ceme
Mectoxutenctso: JlynHaTa xuxa

PparkeHwaith (37-86 roguHn) JTobuMa XpaHa: BCUYKO CIAAKO MU KMCENo
MecToxutencrso: 3aMbKbT HO TUKBEHWUTE CEMKM

Hedeptumi (Ha mHoro, mHoro roauHm) Jliobuma xpaHa: MpamopHa TopTa
Mecroxwutenctso: onuHara Ha mymusita

Hamaw npaso aa noraexaaw 4yaoBuwWAaTa, KOUTO ce HaMupaTt npea Te6 uau nbTysat B Hownua
Excnpec, KaKTo W A8 NOKA3BAL HA APYTHTE UrPayYK Koe Yyl0BHILe Kbae ce Kpue ! Umaw
Bb3MOMHOCT 18 00bpHelW W HAAHHKHeLW NOA CeAaNKHTe CaMO Ha rapure.




No.AN20TOBKA:

Wrpaunte ce penyeat. Korato e TeoaT pea, usbepu 1 kapta (enakos GuneT) oT pkata cu 1 8 NoCTasmM C IMUETO
Harope npeg cebe cu. Crep ToBA M3MbIHKM AEMCTBMETO HA TA3M KAPTA. AKO KAPTATA MOKA3BA [1BE AENCTBUS,
MOXeL Aa U3MBAHULL €AHO WK U ABETE, B MPOW3BONEH PEf — HO HUKOTA HE U3MbHABAM U ABETE AeMCTBUS C
E0HO U CbLIO YyAoBULLE. AKO HE MOXEL AA UBMBIHML HUTO EAHO OT AEMCTBUSTA HA U3UIPAHATA KAPTA, BCUYKM
yyposuwa u Howrwnst Ekcnpec octasar Ha mectata cu. Hakpas natemm egHa HOBA KAPTA OT TECTETO CH, 1
CNEABALLMST UTPAY € HA XOf.

AKO B KPS HO CBOS XOf BEYE HE MOXELU AA U3TEMULL TPETA HOBA KAPTA B PHKATA CH, pa3BbpKai BCUYKM CBOM
KapTH (BKIIOYATENHO M BETE KAPTH, KOUTO OLLe Ca BUnM B puKaTa TM) 1 Cbapait Hoeo TecTe 3a Temere. Cnen

TOBA M3TEMM TPM HOBK KAPTM.

Tosa ca pelicTBuATA HA KAPTUTE C BAAKOBU BUACTH:

= [lpemectn Howrws Ekcnipec kbm crefBaLLata CTAHLMS MO MOCOKA HA YACOBHUKOBATA CTPESIKA.
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pemectun HOLLI,HI/Iﬂ EKcnpec MO NOCOKA HA YOCOBHMKOBATA CTPENKA — ], 2w 3 CTAHUMM, KOKTO noxenaetu.

eKA EfIHO OT TBOWTE YYAOBMLLA — HE3ABUCHMO AQM € CTOALLO NPef Te6 MK HA ChLLATA CTAHUMS KATO HouwHus
cnpec — Aa Biese BbB BAKA. [10CTABM O HO NPeAHATA NO3ULMS U MPEMECTM BCUUKM CEAAIKM, KOUTO BEYe CA B
CNpeca, € €AHO MSCTO HO3aA. AKO YyAOBMLETO Obe NMPEMECTEHO U3BbH HOM-3GAHATA NO3KUMS, TPSOBA A

anycHe HOLLLHMH EKcnpec: TA3KM Cefanka ce NoCTaBd HA CTAHUMATA, HO KOATO B MOMEHTA C&€ HOMMPA BNOKDBT.

€Ka elHO OT TBOUTE YYAOBMULLA HAMYCHE B/IAKA, KATO NOCTABULL HErOBATA CEAANKA HA CTAHUMATA, HO KOATO
OLLHNAT EKcnpec B MOMEHTA Cnnpa. Benukm HyAOBULLA, KOUTO OCTABAT B EKcnpeco, NPEMMHABAT HANPE KbM

e3aeTnTe No3numn.

pemecTv u3bpaHo or Teb YyaosyLLe (He e 3ambmxuTenHo aa Gvae TBoe), koeTo seye e B Excnpeca, Ha

peaHara nosuus. [lpemect Bcuukm Yy [oBuLLD, KOWUTO CEAdT NPEf TOBA YyAOBULLE, C €4HO MSCTO HA3GA.

l KBEHWST beHEp e yHuBepcanHa kaptal Moxew aa n3bepell u Aa U3MbIHWL KOETO 1 AQ € OT ONMCAHUTE MOo-

Ope AencTeums.




Mpumep 3a xopa:

Mapwus naurpasa kaprara , Ciinzare” u
MPemecTsa 3eNeHaTa c1 Cenasnka ot Baka

Ha rapata. Tam T9 MOXe 4a BUAK YyAOBULLETO,
ckpuTo noa Hes. Yynosuweto Ha Enera (vepsera
ceaankal ce MPUaBMXBA C e4HO MACTO HAMPEA.

leopri nsbupa kaprara ,Kausare,/Crnsare”.

Toii B3ema eAHO XbATO YyAOBMLIE OT CBOS pe3eps
1 ro noctass b Braka. [lopaaun Tosa apyrute
e 4ydoBMLIA Ce MPMABMXKBAT C eAHO MICTO
HO3a4. Tbii KQTO HAMAO APYro YyZOBMLLE BbB BIAKA,

TOV He moxe ga uanbinu gevctemneto , Cnmnsane”.

Enera usnrpasa kapra ¢ tvkser ¢peHep. T s
m3nonasa 3a gevictauneto ,[lerysare ¢ 1, 2 mam 3
crnivpku” 1 Hanpeasa ¢ 3 cnupku.

Pocen nsbupa kaprara ,lMpemectn egHo
YynosuLLe HaK-0TIPen”, 3a 4a npemecTy
¢urypkata Ha Enera ot nocneaHoto Ha
MbPBOTO MACTO. TaKa ApyruTe ABE YyAOBULLA Ce
MPUABKMXBAT C €HO MSCTO HO3AL.

Mapus nsurpasa kaprata ,[Tsrysaxe u Kaysare”.
Toecr, npemecTBa BNOKA [O CNEABALIATA CMIMPKA,
C KOETO MOMY4aBA BB3MOXHOCT AQ KA4YM HQ

B/IOKQ CBOATA PUrypKQ, KOATO 4aKA HA rapaTa.
EaHospemerHo ¢ Tosa 19 M36yTBA YynoBMLETO HA
Pocer ot Bnaka (cunHara ceaanka), umato purypka
cera seye ce HOMMPA HA rAPATa — 3QTOBA TOM
MOXe AQ NOMeAHe KOe YyAoBMLe Ce Kp1e
otgony.




KPal Ha UzPaTO:

Croat nv 3 oT TBOUTE YyA0BMLLA HA NPABMIHATA cTaHUMAS Curypen nu cue [Nposepu nn otHoBOS B Takbs
Cryuait, PasKpuit T cera u 3aBbpLWY UrpaTa (Bopw, ako He e TeosT pea). Hectuto — v cnedenul A cera moxelw

na kaxew: ,Jobpo ytpo, Apakyna, cnv cnokomHo.”

MHCTPYKLUU 30 C2A08ABAHE HA HOWHUA EKCNPEC:

CMMBA TOWMC BBLIITAPUSA EOOL

¥Yn. Posoa 'pagynHa 17, BG-1588,

c. Kpusuna (O6n.Cocpns),

AftNE.: 601105170006 Ten.+359 (2) 9625859
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