LV - Latviesu
DJ00802 Spéele - Piratu krusts

leteicamais vecums: no 7 gadu vecuma

Spélétaju skaits: 2 - 4

Komplekta ietilpst: 4 spéles pamatnes, 44 kartona
Zetoni, 35 kartinas un auduma maisins.

Spéles princips: spélétaju pamatnes tiek izmantotas ka dargumu kartes.
Parvietojot piratu Zetonus, spélétajam uz pamatnes ir jaizveido krusts, kas noradis
dargumu atrasanas vietu. Dargumu lades Zetons tiek novietots pamatnes centra
un spélétajiem ir japarvieto savi piratu Zetoni t3, lai izveidotu vienu horizontalu un
vienu vertikalu ITniju ap savu dargumu ladi.

Spéles mérkis: pirmajam tikt pie savas dargumu lades.

SagatavosSanas spélei: katrs spélétajs panem vienu pamatni un noliek to sev
prieksa.

Péc tam spélétajs izveélas dargumu lades
Zetonu un novieto to uz viena no Cetriem
pelékajiem centra lauciniem. Dargumu
lade janovieto uz tada objekta, kads
attélots uz lades (katram lades Zetonam
ir divas puses, no kurdm izvéléties).
Katrs spélétajs arm panem 10 piratu
Zetonus, kurus sadala grupas pa 2 vai 3
un novieto pie Ccetriem kugiem
pamatnes sturos.

Objektu kartinas tiek ieliktas auduma
maisina.

Spéles norise: spéle norit pulkstena raditaja virziena un spéli sak jaunakais

spélétajs. Sava gajiena laika katrs klGst par aktivo spélétaju.

Aktivais spélétajs izvelk vienu objekta kartinu no maisina. Objekta kartinam attéli
ir abas pusés, tapéc spélétajs izvélas vienu no tiem un skali pazino visiem paréjiem
spélétajiem, kuru objektu ir izvélgjies.
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(Objekti, kas attéloti uz Zetoniem, ir atrodami uz visu spélétaju pamatném.)

Kad objekts ir nosaukts, visi spélétaji drikst parvietot vienu vai vairakus piratu
Zetonus uz savas pamatnes uz laucinu, kura ir attélots konkrétais objekts.

Zetonu parvietosana:

- Piratu Zetonus drikst pabidit tikai
vienu laucinu uz priekSu un Sim
laucinam jaatrodas blakus piratam;

- Gajienus var veikt gan taisni, gan
diagonali;

- Spéletajs drikst ari izvéléties neveikt
gajienu;

- Piratu Zetons nedrikst parlekt pari
citam piratu Zetonam,;

- Uz viena objekta laucina drikst
novietot tikai vienu piratu Zetonu.

(Attéla redzams piemeérs, kur izvilktais objekts ir enkurs un divus piratus var parvietot
no sakuma pozicijam uz salas lauciniem.)

Papildus astonu salas objektu kartitém, ir vél divu veidu 1pasas kartinas:

"\ Binoklis - aktivais spélétajs var brivi izvéléties jebkuru no 8 objektiem.

Krokodili — traucé spélétajiem nokl|at [1dz dargumu Iadém.



Kad tiek izvilkts krokodils, tad visiem
speletajiem, iznemot aktivo spélétaju,
japarvieto viens no saviem pirata Zetoniem
vienu zonu atpakal.

Zetons japarvieto no tas zonas, kada krasa ir
fons aiz krokodila (peléka akmenu zona, zala
dZunglu zona, dzeltena pludmales zona).

(Blakus redzamaja pieméra spélétajam ir
japarvieto uz zalas zonas esosais 1.,2. vai 3.
Zetons uz kadu no blakus lauciniem dzeltenaja
zonda. )

Kad visu spélétaju gajieni ir pabeigti, izvilkta kartina tiek nolikta mala un nakamais
spélétajs velk jaunu kartinu.

Piezime: Ja maisina vairs nav palikusi neviena kartina, tad spélé atgriez jau
izspélétas kartinas.

Spéles beigas: Kad kads no spélétajiem ir veiksmigi salicis visus savus piratu
Zetonus divas lmijas (viena horizontala un viena vertikala), kas krustojas uz
dargumu lades, spéle beidzas un Sis spélétajs ir uzvaréjis.

Uzvaras piemeérs.

Spéles autors: Romaric Galonnier.
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DJ00802 Zaidimas - Piratrix

~ _Piratrix

AmiZius: nuo 7 mety

Zaidéjy skaicius: 2 - 4

Zaidimo sudétis: 4 lentelés, 44 7etonai, 1 krepsys ir 35
kortelés.

Zaidimo esmé: Zaidéjy lentos yra kaip lobiy Zemélapiai
ir jie gali naudoti piraty Zetonus, kad bty galima padaryti kryzel1 ir pazyméti, kur
yra lobis. ,Lobiy skrynios” Zetonas padedamas lentos centre, o Zaidéjai turi
perkelti savo piraty Zetonus po 1, kad aplink savo lobiy skrynig sudaryty
horizontalig ir vertikalig linija.

Zaidimo tikslas: Bik pirmasis Zaidéjas, rades savo lobj.

PasiruoSimas: Kiekvienas Zaidéjas:

- Paimavieng lentg ir pastato jg priesais save.
- ISsirenka ,lobiy skrynios” Zetong ir padeda
jj ant vieno i$ 4 pilky langeliy savo lentoje
pagal Zetone nurodytg orientyra.

- Paima 10 ,piraty” Zetony rinkinj, kurj jie
padalina laivams 4 lentos kampuose
grupémis po 2 arba 3.

| maiselj dedamos ,orientyro” plytelés.

Zaidimo eiga: Jauniausias Zaidéjas ZaidZia
pirmas ir tampa ,aktyviuoju“, o po jo seka kiti
Zaidéjai pagal laikrodZio rodykle.

Savo ruoztu aktyvus Zaidéjas is krepSio iStraukia ,orientyro” kortele. Jie pasirenka
Zaisti priekinéje arba uzpakalinéje kortelés puséje ir garsiai paskelbia pasirinktg
orientyrg kitiems Zaidéjams.

Plytelés Zzymi kiekvieng i$ orientyry, esanciy Zaidéjy lentose:
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Kai aktyvus Zaidéjas paskelbia orientyra, visi Zaidéjai gali perkelti vieng ar kelis
savo ,piraty” Zetonus j tg orientyrg vaizduojantj kvadrata.

Piraty Zetony perkélimas:

- Judeéti galima tik po vieng kvadrata: tikslinis
orientyras turi buti Salia ,pirato” Zetono.

- Judesiai gali bati atliekami tiesiomis
linijomis arba jstrizai.

- Zaidéjas gali nuspresti nedaryti jokiy éjimy.
— ,Pirato” Zetonas negali perSokti kito
»pirato” Zetono.

- Ant bet kuriy ,orientyriniy“ kvadraty gali
bati dedamas ne daugiau kaip vienas piraty
Zetonas.

(Pavyzdyje paveikslélyje — nupiestas orientyras
yra inkaras”, du piraty Zetonus galima perkelti is pradiniy pozicijy j salg.)

Be 8 Zymiy korteliy, yra ir jvairiy specialiy korteliy:

"\ Zitronai - aktyvus 7aidéjas gali rinktis i$ bet kurio i$ 8 orientyry.

Kai praneSama apie krokodilg, visi Zaidéjai,
iSskyrus Zaidéja, kuris iStrauké kortele is
maiso, turi perkelti vieng i$ savo "piraty"
Zetony iS zonos, atitinkancios krokodilo
kortelés spalvg (pilka uoly zona, Zzalioji
dziungliy zona arba geltona paplidimio
zona) atgal | aiksSte aplinkinéje zonoje: is
pilkos j Zalig zong, i$ Zalios j geltonagjg zong ir
i$ geltonos zonos atgal j valt;j.

(Pavyzdiniame paveikslélyje — Zaidéjas turi
perkelti 1, 2 arba 3 Zetong atgal j vietq geltonoje zonoje.)



Atlikus visus éjimus, kortelé iSmetama ir Zaidimas perduodamas kitam Zaidéjui,
kuris paeiliui traukia kortele i$ maiso.

Atlikus visus éjimus, kortelé iSmetama ir Zaidimas perduodamas kitam Zaidéjui,
kuris paeiliui traukia kortele i$ maiso.

Posiikis po eilés Zaidéjai atlieka judesius, kad aplink savo lentg iSdélioty savo
,piraty” Zetonus.

Pastaba: kai maiselyje nebéra korteliy, visos iSmestos kortelés gragZzinamos atgal.

Zaidimo pabaiga: Kai tik Zaidéjas sékmingai sudélioja savo "piraty" Zetonus j 2
eilutes, kurios kertasi ties "lobiy skrynios" Zetonu, tas Zaidéjas laimi Zaidima.

Laiméjimo pavyzdys:

Zaidimas sukurtas:Romaric Galonnier.
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DJ00802 Mang - Piratrix
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Vanus alates: 7-99 aastat

Mangijate arv: 2 kuni 4 méangijat

Komplekti kuuluvad: 4 mangulauda, 44 papist Zetooni,
35 kaarti ja riidest kott.

Kes on esimene piraat, kes leiab tee oma varjatud , &
aardeni saare siidames? Liiguta oma piraadimarke ukshaaval et moodustada rist,
mis tahistab aarde asukohta. Lihtne ja strateegiline ruumiline lilkkumismang.

Mangu pohimote: Mangijate mangulauad on nagu aardekaardid ning
piraadimargid véimaldavad neil moodustada risti aarde asukoha tdhistamiseks.
,Kirstu” mark asetatakse mangulaua keskele ja mangijad peavad liigutama oma
piraadimarke tkshaaval, et moodustada horisontaalne ja vertikaalne joon Gimber
kirstu.

Mangu eesmadrk: Olla esimene, kes leiab oma aarde.

Mangu ettevalmistus:
Iga mangija:

- Vétab mangulaua ja asetab selle enda
ette

- Valib “kirstu” margi ja asetab selle tGhele
neljast hallist ruudust oma mangulaual
vastavalt margil olevale asukoha tahisele

- Votab 10 piraadimargi komplekti ning
jagab need 2 voi 3 kaupa laua nelja nurka
asetsevatele paatidele

- Asukohaplaadid asetatakse kotti.

Mangukaik:

Noorim mangija alustab ja on ,aktiivne” mangija, seejarel mang jatkub paripaeva.
Igal kdigul tdmbab aktiivne méangija kotist tihe asukohaplaadi, valib selle esikiilje
vOi tagakiilje ning teatab koigile valitud asukoha valjuhaalselt.
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Kdik mangijad voivad nlld liigutada oma piraadimargi voi mitu marki vastavale
asukohale oma mangulaual.

Liikumisreeglid:
- Lilkkumine toimub ainult Ghe ruudu vorra.
- Liikumine vG&ib olla sirgjooneline voi
diagonaalne.
- Mangija vOib otsustada mitte liigutada
- Piraadimark ei tohi hiipata lle teise margi
- Iga asukoharuut véib sisaldada vaid Uhte
piraadimarki.

Lisaks 8 tavalisele asukohale on 4 eriplaati:

Aktiivne mangija saab valida
’\ Ukskoik millise kaheksast

maamargist.

Mangul on ka krokodillid, kes aeglustavad piraatide
liitkumist.

Kui tdmmatakse krokodilliplaat, peavad k&ik
mangijad peale selle, kes kaardi témbas,
viima Uhe piraadimargi, mis asub vastaval
tsoonil (hall kalju, roheline dZungel vGi
kollane rand), tagasi eelmisesse tsooni:
hallilt  rohelisele, roheliselt kollasele,
kollaselt paati.

Selles ndites peab mdéngija liigutama oma nuppu
1, 2 v6i 3 sammu tagasi kollasesse tsooni.

Kui koik liigutused on tehtud, eemaldatakse
plaat mangust ja jargmine mangija tdmbab
uue.



Markus: Kui kotis pole rohkem plaate, segatakse eemaldatud plaadid ja pannakse
tagasi kotti.

Mangijad paigutavad jark-jargult oma piraadimargid mangulauale.

Mangu I6pp: Kui mangija asetab oma piraadimargid nii, et need moodustavad
kaks ristuvat joont ,kirstu® margi imber, véidab ta mangu.

Laiméjimo pavyzdys:

Mdngu autor: Romaric Galonnier.
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Game rules S it

Who will be the first pirate to find their way to the treasure hidden in the middle of the island?
Move your shipmates, one by one, to recreate the cross that will show you where it is hidden. An
easy and strategic game of movement in space.

How the game works: The players’ boards are like treasure maps and they can use the pirate tokens to
make a cross to mark out where the treasure is. A "treasure chest" token is placed in the centre of the
board and the players have to move their pirate tokens, 1 by 1, to make a horizontal line and a vertical line
around their treasure chest.

Aim of the game: Be the first player to find their treasure.
Game set-up:

Each player:

- Takes one board and positions it in front of them.

- Chooses a "treasure chest" token and places it on one of the 4 grey squares on their board, according
to the landmark indicated on the token.

- Takes a set of 10 "pirate" tokens, which they divide among the ships in the 4 corners of their board in
groups of 2 or 3.

The "landmark" tiles are placed in the bag.

How to play: The youngest player plays first and becomes the "active" player, followed by the other
players in clockwise order.

On their turn, the active player draws a "landmark" tile from the bag. They choose to play either the front
or reverse side of the tile and announce the landmark chosen out loud to the other players.

The tiles represent each of the 8 landmarks featured on the players’ boards:
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When the landmark is announced by the active player, all of the players can move one or more of their
"pirate" tokens onto a square representing that landmark.

Moves :

- Moves can only be made one square at a time: the target landmark must be next to the "pirate" token.
- Moves can be made in straight lines or diagonally.

- A player may decide not to make any moves.

- A'pirate" token cannot jump over another "pirate" token.

- No more than one pirate token may be placed on any "landmark" squares.
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Special tiles:

In addition to the 8 landmarks featured on the boards, there are 4 special tiles:
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The active player can choose from There are also crocodiles on the islands,
any of the 8 landmarks. which slow down the pirates’ progress.

When a crocodile is announced, all of the players, apart from the player that drew the tile from the bag,
have to move one of their "pirate" tokens from the zone that matches the colour of the crocodile tile (the
grey rock zone, the green jungle zone or the yellow beach zone) back to a square in the surrounding
zone: from the grey to the green zone, from the green to the yellow zone, and from the yellow zone back
to a boat.

In this example, the player has to move their token 1, 2 or 3 back to a square in the yellow zone.

When all moves have been made, the tile is discarded and play passes to the next player, who draws a tile from
the bag in turn.

Please note: When there are no more tiles in the bag, all of the discarded tiles are put back in.

Turn after turn, the players make moves to arrange their "pirate" tokens around their board.

End of the game:

As soon as a player has successfully arranged their "pirate" tokens in 2 lines that cross paths at their
"treasure chest" token, that player wins the game.

A game by Romaric Galonnier.




MpaBwuna nrpobl

7-99 net 2-4 vrpoka

KTo 13 nupaToB nepBbiM HaliieT OPOry K COKPOBULLYY, CNPATAaHHOMY B LileHTpe ocTpoBa?
PaccTaBbTe cBOMX NUpPaTOB, Nepemelyas NX NO oUepeAn TaK, YToObI Nony4Ymnnca Kpecr,
yKa3sbiBalouwuii Ha MecTo, FAe XpaHUTCA 3aBeTHbIN CYHAYK. Jlerkas cTpaternyeckan urpa-
xopunka.

lMons UrpoKoB — 3TO KapTbl COKPOBULL. Mpy nomoLLy GULLEK-MUPATOB UTPOKM AOSKHbI
BbUIOXUTb KPECT, YKa3bIBAOLUI HA MECTO, FAe CKPbITO COKpoBMLie. DuLKa-CYyHAYK BbIK/IaAbIBAETCSA B
LIEHTP MOJIA, @ UTPOKaM NPeACTOUT NepemeLyatb NMPaToB OAHOIO 3a APYTUM, YTOObI BBICTPOUTb OHY
rOPU30HTaNbHYI0 N OAHY BEPTUKANbHYIO IMHUW BOKPYT CyHAYKa.

nepebimM HanTn CoKpoBwMLLe.

Kaxkgbli urpok:

- bepet urposoe none 1 KnageT ero nepep coboii.

- BblbupaeT GpMILKY-CYHAYK 1 NOMellaeT ee Ha OfjHY 13 4 CepblX KNEeTOK NoJA COrnacHo 0603HayeHmnio
MeCTa Ha COOTBeTCTBYoLLEN duLLKe.

- bBepet Habop 13 10 puEK-NMpPaATOB 1 PaccTaBAAET UX MO 2 UK NO 3y KaXXJOro yrna CBOero MrpoBoro
nons.

KapTOLIKI/I c 0603HaueHAMNU MecT NOoMeLLaTCA B MeLloYeK.

HauvHaeT cambli MnaawWwmii Urpok, KOTOPbIi CTAaHOBUTCA "aKTUBHBIM" NFPOKOM, 3aTeM XOp,
repexoAmT Mo YacoBOW CTPesIKe.

Bo BpemMA Kaxaoro xoga AKTUBHbIN WFPOK OOCTaeT KapTOUKY C YKasaHEM MecCTa 13 MeLlOoYKa, BbI6VIpaeT
KapTUHKY C ofHOW 13 CTOPOH M Ha3blBaeT BCIYX Bbl6paHHO€ MecCTO.

Ha KapTo4dkax VI306pa>KeHbI 8 mecT, npeactaBneHHble Ha NONAX UTPOKOB:
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Korga akTVBHbIN NTPOK Ha3blBaeT MeCTO, BCe OCTaJlbHbl€ UTPOKU MOTYT NepeMecTUTb OQHY Unn
HECKOJIbKO <|>V|u1eK-n|/|pa1'os Ha KNeTKy ¢ |/|306pa>KeH|/|eM 3TOro mecTta.

Mepemewenns:
- [lNepemelyaTb GULLKN MOXKHO TONbKO Ha OAHY KJIETKY: MeCTO [JOJIXKHO HAXOAUTLCA PAAOM C AIMpaTOM

- B0O3MOXHbI NepemeLLeHns No NPAMON UK Mo AnaroHanm

- Wrpok MoXeT 0TKa3aTbCs OT nepemMelleHuns

- TupaT He MOXeT NepenpbIrvBaTb Yepes Apyroro nupata

- Henb3s nomelatb 6osblie OLHOMO NMMpaTa Ha KIeTKy C MecTom




CneumanbHble KAPTOUKN:

Momnmo 8 mecT, n306pakKeHHbIX Ha MoJe, B UrPe ecTb 4 creumnasnbHble KapTOUuKu:
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Ha ocTpoBe Tak»e BOAATCA KPOKOAWSIbI,
KOTOPbIE MeLaloT NrpaTam 4obpaTbecs 4o
COKpoBULa.

AKTVBHbBIV UFPOK CaM BblbMpaeT
OfHO 13 8 MecT.

Ecnu BbiNapaet KapTouka C KPOKOAMIIOM, BCE UTPOKM, KPOME aKTUBHOTO, JOJIXKHbI NePeMEeCTUTb OJHOTO
nupara, HaxoAALEerocs B TOM e 30He, UTO 1 KPOKOAWS (Cepble CKasbl, 3ef1eHble AXKYHITIV NN XKeNTbli
NAsAX), B NPeablayLLyo 30HY: 3 CEPOI B 3e/IEHYI0, 13 3eJIEHON B KENTYI0, U3 XXeNTOoi Ha Kopabb.

Ha smom npumepe: uzpok 0o/xxeH nepemecmums puwiky-nupama 1, 2 unu 3 8 Xxemyio 30Hy.

Mocne Bcex nepemelleHMn KapToUKa OTK/1aAblBaeTCA B CTOPOHY, 1 oUYepefib MePEXouT K ciefyioliemy
UFPOKY, KOTOPbI BbITATMBAET CBOIO KAPTOUKY 13 MELLIOYKa.

NB: Ecnu B MeLLIouKe 60sblUe He 0CTanochb KapTouek, BCce BbIObIBLUME 13 Nrpbl KAPTOYKKU KnafyTcAa Ha3apg.

Xop 3a xogom NFPOKK PacCTaBNAKT NNPATOB Ha noJjie B onpefesieHHoOM nopaake.

BblMrpbiBaeT TOT, KTO MepBbIM PaccTaBUT MUPATOB B 2 NIMHUY, MepeceKaloLneca Ha ypoBHe GULLKK
"CYHAYK € coKpoBuwamn".

ABTOp urpbi: Pomapuk FanoHHbe.




