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DJ00819 Spéle - Pusdienas

leteicamais vecums: no 3 lidz 6 gadu vecumam
Spélétaju skaits: 2 -5

Komplekta ietilpst: 1 “Boba” spéles pamatne un
24 priekSmetu Zetoni.

Bobs ir izvéligs édajs un vins neéd visu, kas nolikts vinam prieksa! Vai varat
izssekot lidzi visiem Zetoniem, ko vins ir apédis? Atminas un sadarbibas spéle
mazakiem bérniem.

Spéles princips: Bobam garSo viss, bet ne vienmér uz visu vinam ir apetite.
Spélétaji novieto Zetonus uz Boba galda un aizver kasti. Tad kaste tiek sakratita
un atkal atvérta! Pa to laiku Bobs ir apédis vairakus Zetonus - tie ir iekritusi caur
vina mutes caurumu ieksa kasté. Spélétaji sadarbojas kopa, lai atklatu, kuri
Zetoni ir pazudusi.

Spéles mérkis: Atklat un nosaukt, kuru priekSmetu Zetonus Bobs ir apédis.

SagatavosSanas spélei: lztuk3ojiet kasti
un novietojiet Boba pamatni tai virsa.
PriekSmetu Zetonus nolieciet blakus
viena malina.
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Spéles norise: Spélétaji kopigi izvélas 3
lidz 10 Zetonus. Vienu péc otra tos
novieto uz Boba pamatnes, skali nosaucot, kads priekSmets uz katra ir attélots.
Tad kaste tiek aizvérta un viens no spélétajiem sakrata kasti vairakos virzienos
— vispirms no sana uz sanu, péc tam no augsas uz leju. Skatit attéla zemak.
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Péc tam kasti novieto atpakal uz galda un atver.

Tad, darbojoties kopa, spélétaji identificé, kurus Zetonus Bobs ir norijis (kas ir
pazudusi vina muté). Kad ir nosaukti visi pazudusie priekSmeti, spélétaji pacel
Boba pamatni un parbauda, vai tie bija nosaukti pareizi.

Ja spéletaji ir pareizi identificéjusi visus noritos Zetonus, vini ir uzvargjusi.

Spéles beigas:
Spélétaji var izspélét, cik spéles vélas.

Spélétaji var ari uzstadit sev virkni izaicinajumu :

Izaicinajums 1: Saciet spéli ar 3 Zetoniem uz Boba pamatnes.

Ja veiksmigi uzvarat So spéli (pareizi atklajot visus priekSmetus), tad varat
pariet uz nakamo izaicinajumu.

Ja ng, tad atkartojiet So izaicinajumu.

Izaicinajums 2: Saciet spéli ar 4 Zetoniem uz Boba pamatnes.

Ja veiksmigi uzvarat So spéli, tad varat pariet uz nakamo izaicinajumu.

Ja né, tad atkartojiet So izaicinajumu.

Izaicinajums 3: Saciet spéli ar 5 Zetoniem uz Boba pamatnes.

Un ta talak, [idz spéle tiek sakta ar 10 Zetoniem.
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DJ00819 Zaidimas - Pietds

Amzius: nuo 3 iki 6 mety

Zaidéjy skaicius: 2 -5

Zaidimo sudétis: 1 Zaidimo lentelé ir 24 daikty
Zetonai.

Zaidimo esmé: Bobas mégsta valgyti viska, bet ne visg laika. Zaidéjai padeda
Zetonus ant Bobo stalo ir uzdaro déZute. DéZuté pakratoma... ir vél atidaroma!
Per tg laikg Bobas nurijo dalj Zetony (jie nukrito jam j gerkle ir atsidlré dézutés
dugne). Zaidéjai kartu stengiasi nustatyti, kurie Zetonai dingo.

Zaidimo tikslas: Nurodykite visus daiktus, kuriuos Bobas prarijo.

PasiruoSimas: IStustinkite dézZe ir ant
jos padékite zaidimo lentgy. Objekty
Zetonus padékite j vieng puse.

Zaidimo eiga: Kartu aidéjai pasirenka
nuo 3 iki 10 objekty. Jie deda juos
vieng po kito ant lentos ir kiekvieng i$
jy pavadina.

Tada dézé uzdaroma. Vienas zaidéjas krato déze visomis kryptimis - i$ pradziy
i vienos pusés j kitg (zr. 1 pav.), paskui vertikaliai (zr. 2 pav.).
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Tuomet dézuté padedama ant stalo ir atidaroma.

Bendradarbiaudami zaidéjai turi atpazinti Zetonus, kuriuos Bobas prarijo
(tuos, kurie dingo jo burnoje). Atpazine visus dingusius daiktus, jie gali
patikrinti, ar teisingai nustaté, pakeldami lenta.

Jei zaidéjai teisingai atpazino visus Bobo prarytus objektus, jie laiméjo Zaidima!

Zaidimo pabaiga:
Zaidéjai gali 7aisti tiek Zaidimy, kiek nori.
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1 isSiikis: pradékite nuo 3 objekty padéjimo ant Bobo stalo.
- Jei Zaidéjams pavyksta laimeéti Zaidimga (atpaZjstant visus objektus), jie gali
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- PrieSingu atveju jie kartoja tg patj iss0kj tol, kol jj teisingai jveikia.
2 isSuikis: pradékite nuo 4 objekty padéjimo ant Bobo stalo.

- PrieSingu atveju jie kartoja tg patj isstkj, kol jj jveikia teisingai.

3 isSuikis: pradékite nuo 5 objekty padéjimo ant Bobo stalo.

Ir taip toliau, kol ant Bobo stalo bus 10 objekty.
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DJ00819 Mang - Mdlumang - Lounasdok

Vanus alates: 3-6

Mangijate arv: 2 -5

Mangu komplekt sisaldab: (ihte mangulauda ja
24 esemeZetooni.

Mangu pohimote. Bobile meeldib siilia kdike — aga mitte kogu aeg. Mangijad
asetavad Zetoonid Bobile laua peale ja panevad karbi kinni. Raputage karpi ...
ja tehke see siis uuesti lahti! Vahepeal on Bob osa Zetoonidest alla neelanud
(need on talle kurku ehk karbi pohja kukkunud). Méangijad teevad koost66d, et
tuvastada, millised Zetoonid on kadunud.

Mangu eesmark: tuvastada koik need asjad, mille Bob on alla neelanud.

Manguks valmistumine. Tihjendage
karp ja asetage mangulaud selle peale.
Asetage asjade zetoonid lihele kiiljele.

Mangu kdik. Mangijad valivad koos
vdlja 3-10 asja. Nad asetavad need
Uksteise jarel mangulauale, andes neist
igalhele nime.

Seejarel pannakse karp kinni. Uks mangija raputab karpi igas suunas — esmalt
kiljelt kiiljele (vt joonist 1) ja seejarel Glevalt alla (vt joonist 2).
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Seejarel asetatakse karp uuesti lauale ja tehakse lahti.

Mangijad peavad koos tootades valja selgitama, millised Zetoonid on Bob alla
neelanud (need, mis on tema suhu kadunud). Kui nad on kdik kadunud asjad
tuvastanud, saavad nad kontrollida, kas vastus on dige, tostes mangulaua ules.

Kui mangijad arvavad koik allaneelatud asjad Oigesti dra, on nad mangu
voitnud!

Mangu Iopp
Mangijad vdivad mangida nii palju mange, kui soovivad.

Mangijad voivad endale pustitada ka hulga lilesandeid:

1. lilesanne: asetage mangu alguses Bobi lauale 3 asja.

e Kui méangijatel dnnestub mang vdita (tuvastades kdik asjad), vdivad nad
asuda jargmise Ulesande kallale.

e Vastasel juhul kordavad nad sama lilesannet, kuni saavad selle lahendatud.
2. lilesanne: asetage mangu alguses Bobi lauale 4 asja.

e Kui mangijatel dnnestub mang voita, vdivad nad asuda jargmise llesande
kallale.

e Vastasel juhul kordavad nad sama lilesannet, kuni saavad selle lahendatud.
3. lilesanne: asetage mangu alguses Bobi lauale 5 asja.

Ja nii edasi, kuni Bobi laual on 10 asja.



) ?ﬁ? (1) Game rules m

Contents:1"Bob" board, 24 object tokens.

Bob has a peculiar appetite and doesn't eat everything that's put in front of him. Can you keep track of all the objects he's
swallowed? A game of memory and cooperation for younger players.

How the game works: Bob likes to eat everything - but not all the time. The players put the tokens on Bob's table and close the box. The
box is shaken... and then opened up again! In the meantime, Bob has swallowed some of the tokens (they have fallen down his throat to
the bottom of the box). The players work together to identify which tokens have disappeared.

Aim of the game: Identify all the objects that Bob has swallowed.

Set-up: Empty the box and position the Bob board on top. Place the object tokens to one side.

How to play: Together, the players choose between 3 and 10
objects. They place them, one after the other, on the table on the
Bob board, naming each one as they go. The box is then closed.
One player shakes the box in all directions - first from side to side
(see Figure 1) and then vertically (see Figure 2).
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The box is then put back on the table and opened up again.
Working together, the players have to identify the tokens that have been swallowed by Bob (those that have disappeared into his mouth).
When they have identified all of the objects that have disappeared, they can check if they are right by lifting up the Bob board.

If the players have correctly identified all of the objects swallowed by Bob, they have won the game!

End of the game:

Players can play as many games as they like.
Players can also set themselves a series of challenges:

Challenge 1: Start by placing 3 objects on Bob's table.

e |f the players succeed in winning the game (by identifying all of the objects), they can move on to the next challenge.
® Otherwise, they repeat the same challenge until they get it right.

Challenge 2: Start by placing 4 objects on Bob's table.

o |f the players succeed in winning the game, they can move on to the next challenge.
e Otherwise, they repeat the same challenge until they get it right.

Challenge 3: Start by placing 5 objects on Bob's table.

And so on, until there are 10 objects on Bob's table. |
A game by Emilie & Jéréme Soleil



3-6 net 2-5 urpokoB G 15 muH Mpasunna urpbi

Urposoe none c nsobpaxxeHnem bo6a, 24 GpuLikn c npegmeTtamu.

Bob — cyluecTBO BceAaHOE, HO €CT OH TOMBKO TO, YTO eMy XOUeTCA. VIrpoKu KnagyT GULLKK Ha CTon, 3a KOTopbIM cuauT Bo6,
3aKpblBalOT KOPOOKY U BCTPAXMBAIOT ee. [Toc/ie 3TOro oHY CHOBa OTKPbIBalOT KOPOOKY. 3a 3To BpemaA bob ycneBaeT MpornoTyTb HECKObKO
duwek, KoTopble MagatloT eMy NPAMO B NAcTb (Ha AHO KOPOOKM). UrpoKmM BOMKHbBI BMECTE ONpefeniTb, Kakux GuLLeK He XBaTaerT.

HaWTV BCe NpegMeTbl, KoTopble npornotun bo6.

BblHbTe coflepK1MMoe 13 KOpOobKM 1 MONoXMTe Ha Hee UrpoBoe rose ¢ nsobpaxeHnem boba. OuwKKM ¢ NpeameTamm
pa3smellaoTca pagom.

MNrpokn BmecTe BblbrpatoT oT 3 go 10 npeameTos.
MpownsHocA BCyX MX Ha3BaHWA, OHU KNaayT UX ApYr 3a ApYrom
Ha cTon boba, n306pakeHHbIN Ha UTPOBOM Mose. 3aTemM KOpobka
3aKkpbiBaeTcA. OfMH U3 NrPOKOB BCTPAXMBaAET KOPOOKY CHavana
rOpU30HTaJIbHO (cM. cxemy 1), a NOTOM BepPTUKanbHO (CM. cxemy 2).
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Mocne sToro KOpobKy BO3BpPALLAIOT HAa CTON U OTKPbIBAIOT.
VIrpoku BomKHbI BMeCTe yrafaTtb 1 Ha3BaTb HepgocTawlwme GULKKM, KoTopble nonanv boby B nacTb.
[lns npoBepKu oTBETa HYXHO NPUMNOAHATL UrpoBoe nose ¢ bobom.

Ecnn Nrpokam yaanocb HanTK BCe npeameTbl, KOTopble NpornoTun 506, napTnAa cynTaeTca BbIVIrpaHHOVI.

Mrpy MoXHO npofonKaTb CTONbKO, CKOJIbKO 3aX0oueTcs.
Bbl Takke MOXeTe YCIIOKHUTb Urpy, pa3bus ee Ha HECKONTbKO 3aAaHuIA:

3apaHue 1: Ha cTone bo6a pasmelaeTca 3 npeameTa.

Ecnn nrpoku HaxogAaT BCe NPOroYeHHbIE MPEAMETbI, TO NAPTHA TaKUM 06Pa3oM BbIFpaHa U MOXKHO NEPENTY K ClieaytoLemy 3agaHuio.
Ecnn npegmeTsl He 6binv HaNGEHbl, UTPOKM MOBTOPAIOT 3ajaHune [0 TeX Nop, Noka He AaAyT NPaBuIbHbIA OTBET.

3apaHue 2: Ha ctone boba pasmeltaeTtcs 4 npegmeTa.

Ecnn napTuis BbIrpaHa, MOXXHO NEPeTh K Crieayolemy 3afaHuio.
Ecnu npegmeTbl He 6bI11 HAalEHbI, ITPOKYM NMOBTOPAIOT 3afaHe A0 TeX Mop, NoKa He JaAyT NPaBusibHbIN OTBET.

3apaHue 3: Ha cTone Knma pasmelyaeTca 5 npegmeToB.
W Tak ganee pno 10 npegmeTos. ABTOpPbI Urpbl: IMunu u XKepom Conei.



