LV - Latviesu
DJ00804 Spéele - Pomponu karuselis

leteicamais vecums: no 5 - 10 gadu vecumam
Spélétaju skaits: 2 - 4

Komplekta ietilpst: grozama spéles pamatne, 10
pomponu Zetoni, 17 Zetoni ar bérnu attéliem un 2
metamie kaulini.

Spéles princips: Viens péc otra bérni tiek sédinati
karuseli. Katrs spélétajs sava gajiena laika met abus
metamos kaulinus un izvélas vienu no uzmestajiem skaitliem, lai iegrieztu karuseli
un meéginatu ar saviem bérniem
nokert pomponus.

Spéles merkis: nokert visvairak
pomponu.

SagatavoSanas spélei: spéles
pamatni novieto pa vidu visiem
spélétajiem. Pievérsiet uzmanibu,

Karusela rats ir

] . S novietots pareizi: novietots nepareizi:
lai karusela iedalu novietojums iedala ar gulbi ir mda[aargu‘%i nav

bdtu viena linija ar pamatnes krasu centréta virs oranZas centréta virs oranzas
pamatnes dalas. pamatnes dalas.

Karusela rats ir

iedalam (skat. attélu pa labi).

Novietojiet pomponu Zetonus
kaudzité  blakus  pomponu
laukumam. Turpat blakus arf

ledalaar1l ledalaar2

braucienu braucieniem

o Pomponu
novietojot abus  metamos 8 laukums
kaulinus. ()

@

Katrs spélétajs izvélas bérnu g
Zetonus ar vienadu fona krasu. o
Ja spélé 4 spéléetaji — katrs @
panem 3 Zetonus, ja spélé 3 L
spélétaji — katrs panem 4

Zetonus un, ja spélé 2 spélétaji —
katrs panem 5 Zetonus.

Visi spélétaju bérnu Zetoni tiek samaisiti un novietoti jaukta seciba rinda pie
karusela.

Spéles norise: Spéli sak spélétajs, kuram vistuvak ir dzimSanas diena. Péc tam
spéle turpinas pulkstena raditaja virziena.

Sava gajiena laika spélétajs veic sekojosas darbibas $ada kartiba:
1. Beérnu iesédinasana karuseli
- Ja uz iedalas, kas ir blakus ieejai, ir 1 brivs brauciens, tad spélétajs
noliek tur vienu bérna Zetonu.
- Ja uz iedalas, kas ir blakus ieejai, ir 2 brivi braucieni, tad spélétajs
noliek tur divus bérnu Zetonus. Pirmais bérns rinda ir janovieto
iekSmala.
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Tad visi rinda atlikuSie bérnu Zetoni tiek pavirziti tuvak karusela ieejai.

2. Karusela griesana
Spélétajs met abus metamos kaulinus un izvélas vienu no uzmestajiem skaitjiem.
Attiecigi tik reizu karuselis tiek pagriezts pulkstena raditaja virziena.
Piemers:

Sakuma pozicija:
spéléetajs ar kauliniem ir uzmetis 2 un 3
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Pompona iegiisana
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kil f S
® e - Ja 1 bérna Zetons atrodas blakus
g : \ pomponu laukumam, tad spélétajs,
e 2 kuram pieder Sis Zetons, ieglst vienu
© © i ompona Zetonu.
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Spélétéis izvélas uzmesto ciparu 2 un Spéelétajs izvelas uzmesto ciparu 3 un

pagriez karuseli 2 iedalas uz prieksu. pagriez karuseli 3 iedalas uz prieksu.

- Ja 2 bérnu Zetoni atrodas blakus
pomponu laukumam, tad spélétaji,
kuriem pieder Sie Zetoni, izspélé
“Akmens, Skéres, papirit's” un uzvarétajs
ieglst pomponu Zetonu.

(Attéla: Ja spélétajs ar zilajiem Zetoniem
uzvar, tad Sis spélétdjs iegist pompona
Zetonu.)

Péc karusela pagrieSanas spélétaji parbauda, vai vini ir ieguvusi pompona Zetonu
un vai kadam bérnam nav jaizkapj no karuse]a.

IzkapSana no karusela
- Ja 1 bérna Zetons ir nonacis preti

izejai, tad tam ir jaizkapj no karuseja un
jadodas atpaka) uz rindas galu.

e Ja “Akmens, Skéres, papirit's” spélé rezultats ir neizskirts, tad spélétaji
turpina spélét, kamér ir noteikts uzvaretajs.

e Ja abi bérnu Zetoni pieder vienam un tam pasam spélétajam, tad tas
spélétajs automatiski ieglst 1 pomponu Zetonu.

- Ja 2 bérnu Zetoni ir nonakusi

preti izejai, tad abiem ir jaizkapj un Spélétajs, kurs ir ieguvis pomponu Zetonu, novieto to sev priek$a.

jadodas atpakal uz rindas galu. Zetons, Pé&c visu iespéjamo darbibu veikSanas, gajiens pariet nakamajam spélétajam.
kas atrodas tuvak malai, ir pirmais, kas

izkapj no karusela. Spéles beigas:

Spéle beidzas, kad ir izspéléti visi pomponu Zetoni.
Spélétajs, kuram ir visvairak pomponu, ir uzvaréjis.

Spéles autors: Christian Roullier.
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DJ00804 Zaidimas - Pompony karuselé

AmtZius: nuo 5 iki 10 mety
Zaidéjy skaicius: 2 - 4 4 ‘
Zaidimo sudétis: besisukanti lenta, 10 pompony ﬁs

Zetony, 17 veikéjy Zetony ir 2 kauliukai. g

Zaidimo esmé: Vaikams patinka suptis karuseléje, bet labiausiai jie svajoja pagauti
pompopa. Vienas po kito vaikai sodinami j karusele. Metant kauliukg sukama
karuselé. Karuselei pasisukus, kieno vaikas atsiduria prieSais pompong, tas Zaidéjas
ji gauna.

Zaidimo tikslas: Surinkti daugiausiai
pompony.

PasiruoSimas:

- Padékite lentg Zaidéjy centre.
Jsitikinkite, kad karusele
simbolizuojantis ratas yra tinkamai
sulygiuotas su segmentais, kuriuose
yra atrakcionai.

Padékite ,pompom* Zetonus j krivele
prie “Pompono” kvadrato. Salia jy
padékite 2 kauliukus

- Kiekvienas Zaidéjas pasirenka

keletg tos padios spalvos ,vaiky” Segmentassu  Segmentas su 2
faidimo fighréliy. ZaidZiant 4 1 atrakcionu atrakcijonais
Zaidéjams, kiekvienas  Zaidéjas
pasiima po 3 Zaidimo figlréles. 3
Zaidéjy zZaidime kiekvienas Zaidéjas
pasiima po 4 Zzaidimo figlréles.
ZaidZiant 2 7aidéjy  Zaidima,
kiekvienas Zaidéjas pasiima po 5
Zaidimo figaréles.

Visos Zaidimo figlrélés
sumaisomos, ir iSrikiuojamos j eile,
vedancia prie ,jéjimo“ j karusele.

Ratas isdéstytas
teisingai: segmentas
su gulbe centre virs
oranZzinio segmento.

Ratas neteisingai
iSdéstytas: segmentas su
gulbe néra centre virs
oranZzinio segmento.
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»,Pompono
kvadratas
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Zaidimo eiga: Zaidéjas, kurio gimtadienis yra arciausiai, pradeda zaidima, o po jo
eilés tvarka pagal laikrodzio rodykle Zaidzia kiti Zaidéjai.
Atéjus eilei, Zaidéjas Sia tvarka atlieka Siuos veiksmus:

1. Pasodinkite vaikus ant karuselés
- Jei Salia jéjimo esanciame segmente yra 1 laisva vieta, Zaidéjas
pasodina 1-3jj eiléje esantj vaika ant karuselés.
- Jei tame segmente yra 2 laisvos vietos, j karusele sodinami pirmieji
2 eiléje esantys vaikai. Pirmasis eiléje esantis vaikas sodinamas
segmento gale.
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Tada visos eiléje esancios Zaidimo figiros juda j priekj link jéjimo.

2. Karuselés sukimas
Zaidéjas meta 2 kauliukus ir pasuka karusele. Karuselé sukasi pagal
laikrodZio rodykle. Zaidéjas pasirenka skaiciy, esantj ant vieno i§ 2
kauliuky, ir pasuka karusele tiek pat langeliy.

Pavyzdys:

Pradiné padétis; zaidéjas kauliukais iSmeté 2
ir 3.
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Pompono laiméjimas

- Jei 1 vaikas atsidaré salia ,,pompono”
kvadrato, Zaidéjas, kuriam priklauso Sis
vaikas, laimi ,pompono“ Zetong. (Zr.
paveikslélj kairéje)

® ®
il il
e e
* ®
] <]
] ;
o ©
6 6
L [

1 variantas: Zaidéjas naudoja 2 ir 2 variantas: zaidéjas naudoja 3 ir

pasuka karusele 2 vietomis. pasuka karusele 3 vietomis. . L . y
- Jei 2 vaikai atsiduré Salia ,pompono

kvadrato (segmente, kuriame jie yra, yra
2 atrakcionai), Zaidéjai, kuriems
priklauso Sie vaikai, ZaidZia “Sulinio,
popieriaus ir Zirkliy” isSukj. Laimétojas
apdovanojamas ,pomponu”.
(Paveikslélyje kairéje: (kairéje): Zaidéjas,
- Jei 1lvaikas atsidiré prie iSéjimo, turintis meélynas Zaidimo figaréles,
jis turi iSlipti is karuselés ir stoti j eilés laiméjo tad Sis Zaidéjas laimi ,,pompono”
galg, kad bity vél pasodintas ant Zetongq.)

karuselés. (Zr. paveikslélj kairéje)

Pasisukus karuselei, Zaidéjai patikrina, ar laiméjo ,pompono” Zetong ir ar kuriam
nors vaikui reikia nulipti nuo karuselés.

ISéjimas iS karuselés

e Jei po “Sulinio, popieriaus ir Zirkliy” isSukio rezultatas yra lygus, Zaidéjai
Zaidzia dar kartg, kol paaiskéja nugalétojas.
e Jei 2 vaikai segmente priklauso tam pacdiam Zaidéjui, nereikia Zaisti
,Sulinio, popieriaus ir zirkliy“ Zaidimo. Sis Zaidéjas laimi ,pompono”
- Jei 2 vaikai atsidure 3alia iSéjimo, jie etona.
abu turi iSlipti iS karuselés ir stoti j

eilés galg, kad buty vél pasodinti ant Zaidéjas, laiméjes pompona, paima Zetong ir padeda jj priesais save. Atlikus visus
karuselés. Vaikas, kuris yra arciausiai galimus veiksmus, ateina kito zaidéjo eilé.

iSorinio karuselés krasto, turi islipti

pirmas. (Zr. paveikslélj kairéje) Zaidimo pabaiga:

Zaidimas baigiasi, kai Zaidéjas laimi paskutinj ,,pompono* Zetona.
Zaidima laimi Zaidéjas, turintis daugiausia Zetony.

Christian Roullier Zaidimas.
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DJ00804 Mang - Pomponkarussell

Vanus alates: 5-10-aastastele

Mangijaid: 2 kuni 4 mangijat

Komplekti kuuluvad: 1 mangulaud pdorleva
karusselliga, 17 ,lapse” nuppu, 10 ,tutimarki“, 2
taringut.

Mangu mote: Lapsed armastavad karusselle, aga
kdige rohkem unistavad nad tuti haaramisest. Igaliks :
astub kordamodda atraktsioonile. Oma kdigul veeretavad mangijad 2 taringut ja
valivad Ghe vaartuse, mille jargi
karusselli keerata, et oma
tegelased viia tutimargi ruudu
ette.

Mangu eesmark: Koguda kdige
rohkem tutimarke.

M3n gu ks valmistumine: Ratas on Gigesti paigutatud:  Ratas ei ole digesti paigutatud:
. . ' Loik, mis sisaldab luigesditu,  LOik, mis sisaldab luigesoitu, ei

Paiguta mangulaud keskele.  on histikeskendatud oranii  ole oranii Iigu kohal histi

Karusselli ratas peab olema 16igu kohale. keskendatud.

Oigesti joondatud atraktsioonidega. Tutimargid pannakse hunnikuna tutimargi
ruudu korvale.

Loik the s6iduga Loik kahe sdiduga

lga mangija valib Uhe varvi
pionsid:

- 4 méangijat: 3 nupu igalks

- 3 méngijat: 4 nupu igalks

- 2 méangijat: 5 nupu igalks.
Nupud segatakse, pannakse nagu
allpool ritta ,sissepadasu” ette ja
seejarel pooratakse nagupidi Ules.

Pompomi
véljak

Véljapaas

Mangukaik: Alustab mangija, kelle stinnipdev on kdige Iahemal, ja mang liigub
paripdeva.

Oma kaigul sooritab mangija jargmised tegevused alltoodud jarjekorras:

1. Karussellile minek:
- Kuion 1 koht vaba: esimene nupust ldheb peale.
- Kui on 2 kohta: kaks esimest lahevad peale; esimene neist laheb
ruudu sisemusse.
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Ulejaanud nupud liiguvad edasi sissepdésu poole.
2. Karusselli po6ramine:
Mangija veeretab 2 taringut, valib neist (ihe vaartuse ja p6orab karusselli vastava

arvu samme paripadeva.

Ndide:

Algpositsioon: Mangija veeretas
taringutega 2 ja 3.
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Tutimargi saamine:
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g g - Kui 1 nupust on tutimargi ruudu
P4 S S % korval, saab selle omanik Gihe margi.
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Méngija kasutab 2 ja keerutab Mingija kasutab 3 ja keerutab

karusselli 2 sammu vorra. karusselli 3 sammu vdrra.

- Kui 2 nupust on seal: nende
omanikud mangivad , kivi-paber-kaarid“.
Voitja saab margi.

(Attéla: Ja spélétajs ar zilajiem Zetoniem
uzvar, tad Sis spélétdjs iegist pompona
Zetonu.)

"

Parast karusselli pééramist kontrollivad mangijad, kas nad on vaitnud ,, tutimargi*
ja kas moni laps peab karussellilt maha tulema.

Karussellilt maha minek:
- Kui 1 nupust on valjapaasu

kdrval, peab ta maha minema ja minema
taas jarjekorra 1Gppu.

e Viigi korral mangitakse uuesti.
e  Kui mélemad kuuluvad samale mangijale, ei pea mdngima — mangija saab
margi.

. . . Mangija, kes on voitnud tutimargi, vGtab ihe margi ja asetab selle enda ette.
- Kui 2 nupust on kdrval, |ahevad

mdlemad maha, esimene maha mineja
on &arele ldhemal. Nad suunduvad
jarjekorra 16ppu.

Mangu I6pp: Kui viimane tutimark on voetud, loetakse kokku. Véidab mangija,
kellel on kdige rohkem tutimarke.

Mdngu autor: Christian Roullier.




m Game rules [ ()
A

Contents: 1 game board with a revolving carousel, 17 “child" playing pieces, 10 “pompom"
tokens and 2 dice.

How the game works: The children love the carousel but, most of all, they dream of cat-
ching the pompom. One by one, each of the children will be seated on a ride. When it is their
turn to play, each player rolls the 2 dice and chooses one of the two numbers rolled to rotate
the carousel, trying to land their own children in front of the pompom square.

Aim of the game: Catch the most pompom.

Set-up: Position the board in the centre of the players. Make sure that the wheel represen-
ting the carousel is properly aligned with the segments containing the rides.

Position the “pompom"” tokens in a pile next to the “pompom” square on the board. Place
the 2 dice next to them.

Each player picks a number of “child” playing pieces, which must share the same back-
ground colour. In a 4-player game, each player takes 3 playing pieces. In a 3-player game,
each player takes 4 playing pieces. In a 2-player game, each player takes 5 playing pieces.

All of the playing pieces are shuffled, “child” side face down, and then lined up in a queue
leading to the "entrance” to the carousel. The playing pieces are then turned over, “child”

side face up.
Segment Segment
with 1ride with 2 rides

-] “Pompom"”

f square

e

@

o . The wheel is correctly The wheel is not
® Exit positioned: correctly positioned:
. The segment contai- The segment contai-

ning the swan ride is ning the swan ride is
well-centred over the not well-centred over
orange segment. the orange segment.



How to play:

The player with the closest birthday starts, followed by the other playersinturnin clockwise
order.

When it is their turn, the player carries out the following actions, in this order:

1/ Seat children on the carousel
- If there is 1 open space on the segment next to the entrance, the player seats the 1st
child in the queue on the carousel.
- If there are 2 open spaces in that segment, they seat the first 2 figures in the queue on
the carousel. The first child in the queue is seated at the back of the segment.
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Then, all the playing pieces in the queue move forward towards the entrance.

2/ Rotate the carousel

The player rolls the 2 dice and then rotates the carousel. The carousel turns in a clockwise
direction. The player chooses the number on one of the 2 dice and rotates the carousel by
the same number of spaces.

20

Starting position: The player has rolled a 2 and a 3 with
the dice.
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The player uses the 2 and rotates the carou- The player uses the 3 and rotates the carou-
sel by 2 spaces. sel by 3 spaces.

After the carousel has rotated the players check if they have won a "pompom" token and if
any children need to get off the carousel.

Getting off the carousel

- If 1 child has landed next to the exit, they must get off
the carousel and join the end of the queue to be resea-
ted on the carousel.

- If 2 children have landed next to the exit, they must
both get off the carousel and join the end of the queue
to bere-seated on the carousel. The child that is closest
to the outer edge of the carousel must get off first.




Winning a pompom

- If 1 child has landed next to the “pompom" square, the
player to whom that child belongs wins a “pompom”
token.

- If 2 children have landed next to the “pompom” square
(the segment they are in must contain 2 rides), the
players to whom those children belong play a round
of rock paper scissors. The winner is awarded a “pom-
pom" token.

The player with the blue playing pieces has won rock paper scis-
sors. That player wins a “pompom” token.

- If the round of rock paper scissors results in a tie, the players play again until there is a
winner.

- If the 2 children in the segment belong to the same player, there is no need to play rock
paper scissors. The player in question wins a “pompom" token.

The player who has won a pompom takes a token and places it in front of themself.

End of the game: The game ends when a player wins the last “pompom" token.
The player that has the most tokens wins the game.

A game by Christian Roullier



Mpasuna urpel 5—10 ner fﬁﬁ\ 2-4 urpoka
1 nrpoBoe none c Bpalwawuenca kapycenbio, 17 duwek c
n3obpaxeHuamu geteit, 10 puwek c wapmkamm, 2 kybuka.

[eTn oboxalT KaTtaTbCa Ha Kapycenu, HO 6osblie BCEro UM XOuyeTcs
nomMath Wwapwuk. JleTv oAnH 3a APYrUM 3aX0AAT HA aTTPaKUMOH. MIrpoku no odepean
6pocaloT 2 Kybuka, BbibUpas 4ncno, BbiNaslee Ha OAHOM U3 HUX, YTOObI NOBEPHYTH
Kapycenb v pa3MecTuTb CBOUX NEPCOHAXEN Mepes, AYENKON C LWapuKamu.

C06paTb KaK MOXHO 6osblue LWAPUNKOB.

MNomecTnTe urposoe none Mmexay wurpokamu. ObpaTtute BHUMaHWe,
UTO CeKTOpa OCHOBAHWA Kapycenu [OJKHbI HAaXOAUTbCA CTPOrO MNoA CeKTopamu
BPALLAIOLLENCS PYNETKU.
MNMomecTnTe UWKM C WapUKaMU PALOM C COOTBETCTBYIOLLEN AYENKON HA UFPOBOM
none. Pagom nonoxute 2 Kybumka.
Kaxablh urpok BblbupaeT GhUWKN OAHOMO LBETA C U30OpaXeHNAMU AeTen. 4 urpoka:
KaXAbl Urpok 6epet no 3 duwku. 3 urpoka: Kaxabi Urpok 6epet no 4 buwwkmn. 2
Urpoka: Kaxablil urpok bepet no 5 cuwek.
MepeBepHuTe UILKN U306paxeHaAMK AeTell BHU3 U NepemMeLuanTe. 3aTeM NocTaBbTe
UX B oYepefb nepen A4eiikon BxoAa Ha Kapyceb. Mocne 3Toro nepesepHuUTe HULIKK
n3obpaxeHusMu geTein BBEpPX.

CekTop € 1-M CekTOp C 2-M4
aTTPakLMOHOM  aTTpakLMoHamMmn

Suerika c
WapuKom

PyneTka pacrnonoxeHa PyneTka pacnonoxeHa
NPaBUIbHO: CEKTOP C  HEMPaBWU/IbHO: CEKTOP
nebepem HaxoamuTca ¢ nebepeM HaXoAMUTCA

CTPOro Hap, He Mo LeHTpy Haj

OpaHXeBbIM CEKTOPOM OPAHKEBbIM CEKTOPOM



HaunHaeT Urpok, AeHb POXAEHUs KOTOPOro HaCTynuT NepBbiM, 3aTeM Urpa maet no
Yyacosomn CTpenke.
3a 04AMH XO4, Kaxabln WUrpoK coBepllaeT cnepywoume AEVNCTBUSA B TAKOM nopagke:

1/ Mocaaka Ha Kapycenb
- Ecnn y Bxopa pacnonoxeH CeKTop C OAHWMM MeCTOM, UIpOK Ca)aeT Ha Hero
nepBOro NepcoHaxa m3 odepeam.
- Ecnn mecTa ABa, TO UX 3aHMMAIOT 2 MEPBbIX MepcoHaxa u3 odepeaun. lNepsbin
UrPOK 13 oYepeamn 3aHMMAEeT MeCcTo B FybuHe cekTopa.
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OcTaBlmecs B oyepenn nepCoHaXun nepeMeLlardTCca B HanpasieHNU KO BXo4y.

2/ BpauieHue Kapycenu

Nrpok 6pocaeTt 2 Kybuka v BpauwaeT kapycenb. Kapycenb Bpaw,aetcs Mo 4acoBOM
cTpenke. Urpok BbIGUpaeT Yncno, BoiNasllee Ha 04HOM U3 2-X KyBUKOB, U NOBOpaYMBaeT
Kapycesnb Ha TAKOE e KOIMYeCTBO CEKTOPOB.

MepBblii X0A4: HA KyBuKax Urpoka BeinagalT yucna 2 u 3.
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WUrpok BbibrpaeT uncno 2 n WUrpok BbibupaeT yncno 3 n noBopayusaeT
noBOpayMBaeT Kapycesb Ha 2 CeKLuU. Kapycenb Ha 3 cekuuu.

Mocne BpalLeHUs Kapycenu UrpoKW NPOBEPSIOT, BIMFPAAN I OHU (DULLIKY C LUAPUKOM
W LOJKEH NIV KTO-HUBYAb U3 MepCOHAXeN CONTM C Kapycenu.

Bbixop, u3 Kapycenu

- Ecnm 1 nepcoHa)x OKa3biBaeTCA PAAOM C BbIXOAOM,
OH [0/KeH CONTM C Kapycenu U BCTaTb B KOHeL,
ouepenum.

- ECKM 2 nepcoHaxa 0Ka3blBaloTCA PAAOM C BbIXOAOM,
OHM 06a AO0MKHbI COUTWU C Kapycenu M BCTaTb B
KOHel, ovepeaun. [lepBbIM BbIXOAWUT MNEPCOHAX,
HaxoA4AWMICA Yy Kpas Kapycenu.




Bbivrpbiw wapumka

—ECJWI 1 MepcoHaX OKa3blBAETCS HAMPOTUB SYelKU
WAPUKOM, WrpoK, KOTOPOMY MNPUHAANEXMUT

W nepconam 6epeT OAMH WapKK.

- ECIM HanpoTUB sYeNKM C LIAPWKOM Haxomasatcs 2
nepcoHaxa (Ha CekTope € 2-MA aTTpakuMoHamu),
UFPOKU,  KOTOPbLIM  MPUHAANEXAT  MepCoHaXM,
UrpalT B «KaMeHb—HOXHULLbI-ByMarax». Beiurpaswmin
3abupaeT GULKY C WaprUKoMm.

MNrpoK ¢ CUHUMU NepPCcoHaXKaMu BbIMFPaN B «<KaMeHb—HOXHMULLbI—
bymara» u 6epeT GULKY C LWAPUKOM.

- ECnn nepBbI TYp «KaMeHb-HOXHMLUbI-byMara» 3aKaHY4MBAETCA HUYbEN, TO HYXHO
Urpath 40 Tex Nop, NoKa He onpeaenuTcs nobeanTens.

- Ecnn oba nepcoHaxa cekTopa npuHagfexart O4HOMY UrpOKY, OH aBTOMaTUYeCKU
nosnyyaeT GULLKY C LUAPUKOM.

WUrpok, BoIMrpaBlInii Wapuk, 6epeT UKy C WaprKoM U KNaaeT ee nepes cobon.

MapTua 3aBepliaeTcs, KOraa oOAWH U3 UrPOKOB 3abmpaeT NocnesHo
$UWwKy C WwapukoMm. BoiurpbiBaeT TOT, KTO cobpan 6onblue BCErO WAPUKOB.

AsTOp nrpsl: Kpuctunax Pynbe



