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INTRODUCTION

The Ladder is a classic board game recommendealifages since its mechanics are very
simple, it is just a matter of rolling the dice amivancing as many squares as it marks.

There are certain special squares that will allstoumove forward or backward squares.

OBIJETIVE OF THE GAME

The objective of the game is to reach square 108revhy landing on an exact number, we
will win the game.
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1 - By pressing Key 1, we will access the Playat Henu.
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By pressing O to 3 we will access the Player Edithecreen, both human and computer-
controlled.
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At first, we must enter the Player Name. By preg&inter directly, we will return to the
Previous Menu.

Once the Name has been entered, the next stepentitl choose whether the player will be
controlled by a person or the computer.
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The last step will be to choose a Portrait for Platyer.
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Once done, we will return to the Player SelectioanMl to Edit to be able to continue
editing the rest of the Players.
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Once all the Players have been Edited, by pressmty”’ Key, we will return to the Main
Menu.
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2 — By pressing Key 2 in the Main Menu, we willoclse the Board on which we are
going to Play.

3 — By pressing Key 3 in the Main Menu we will ckedhe number of Players from 2 to 4.
4 - By pressing Key 3 in the Main Menu we will $tdre game with the chosen options.

5 — Pressing Key 5 will inform us of the Data rethto the Development of the Game.
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THE GAME SCREEN

On the left side is the board where the entireakctill take place, to the right of this, we

have the Information panel with the players andhéormation window, where we will be
informed of all the incidents of the Game.
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THE GAME BEGINS

At the beginning of the Game, the Starting Turrd fa& drawn to see which player will be
the first to play.

The players will roll the Dice and move forwardb@ckward, depending on the squares
they land on.



When a Human player's Turn comes, they will be édst&d°ress the Space Key to Stop the
Dice, so the number that comes up will depend eir gkill. XD
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ESPECIAL BOXES

The Squares with a Green Background will transpstib a moradvancnced Square, while
those with a Red background will take us back Rvevious Sque.



BOARDS

The game gives us the possibility to choose bet\8edifferent boards:

- The First is the Original from the 80s.

Original Magnetic Game



- The Second dedicated to classic Spectrum games.
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- And the Third dedicated to Spectrum's current Hoeelgames.
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A LITTLE HISTORY

The Ladder game is based on the ancient Indian garakes and Ladders.
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(India 19th century)



The game was invented in India as part of a faofilgraps games, including Parchisi,
known today as Ludo, very similar to the Westerapadtion called Parcheesi.
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Their original names were Moksha Patam, Vaikuntbhga Paramapada Sopaanam (the
ladder to salvation).

The game came to England, where it was marketddrihe name “Snakes and Ladders,”
and then the basic concept of the game was intesbtluncthe United States as “Chutes and
Ladders,” a “snakes and ladders” version. new argoved version of the famous English

indoor sport" in 1943 by toy industry pioneer Mitt8radley (1836-1911), founder of the
MB company in 1860.

MILTON
BRADLEY




Moksha Patam was associated with traditional Hirdilosophy, which contrasts the
concepts of Karma and Kama, or destiny and desire.

The game placed emphasis on destiny, as oppostddngames such as Parchisi, which
focused on life as a mixture of skills (or freeljvdnd luck.

The game has also been interpreted and used totteaeffects of good deeds as opposed to
bad ones.

The ladders represent virtues such as generoaitly,&nd humility, while the snakes
represent vices such as lust, anger, murder aftd the

The moral lesson of the game was that a persoadaave salvation (Moksha) through
good deeds, while bad deeds lead one to Reincannatiower forms of life.

The number of ladders was less than the numberadfes as a reminder that the paths of
good are more difficult to travel than the pathewaf. Presumably the number "100"
represented the concept of Moksha or salvation.

In the original game the squares correspondingdoirtues were:

Faith: 12

Reliability: 51
Generosity: 57
Knowledge: 76
Asceticism: 78

In turn, the boxes intended to represent evil cesiwere:

Disobedience: 41
Vanity: 44
Vulgarity: 49
Theft: 52

Lie: 58
Alcoholism: 62
Debt: 69

Fury: 84
Greed: 92
Pride: 95
Murder: 73
Lust: 99
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