LV - LatvieSu
DJ05082 Karsu spéle — Magiskie pari

leteicamais vecums: no 4 gadu vecuma

Spélétaju skaits: 2 — 5 spélétaji

Komplekta ietilpst: 36 kartis - 18 personazu kartis ar
izgrieztam detalam un 18 detalu kartis.

Spéles meérkis: bt pirmajam, kurs atrod acis, aksesuarus un citas detalas, kas
atbilst dzivnieka personazam.

SagatavosSanas spélei: izkartojiet 18 detalu kartis galda centra 3 rindas pa 6
kartim katra. No personazu kartim iznemiet ara jebkuras 2 kartis un atlieciet
tas mala. Atlikusas 16 kartis novietojiet viena kaudzité ar attéliem uz leju.

Spéles norise: vienu spélétaju nozimé par spéles vaditaju. Vins visu spéles
laiku bs tas, kurs atklas kartis no kaudzites.

Kad visi spélétaji ir gatavi, vaditajs atklaj pirmo karti t3, lai karts batu redzama
visiem spélétajiem. Tad spélétaji vienlaicigi apliko uz galda izklatas kartis un
censas starp tam atrast to detalu karti, kas atbilst atklatajam personazam.
Pirmais spélétajs, kur§ doma, ka ir atradis pareizo karti, norada uz to ar
raditajpirkstu un iesaucas “Paris!”

Tad spélétajs panem personaza karti un novieto to uz izvélétas detalu karts.

e Ja sakrit, labi padarits!
Spélétajs ieglst pabeigto
personazu (abas kartis) un
novieto to sev prieksa.

e Ja nesakrit, neraza!
Spélétajs ir kladijies un
novieto personaza karti
atpakal blakus kaudzitei.
Gajiens turpinas bez si
spélétaja. Paréjie turpina
meklét atbilstoSo detalu
karti.

Tikhdz kads no spélétajiem atrod pareizo karti, vini uzvar nokomplektéto
dzivnieku personazu un sakas jauns gajiens.

Piezime: Ja neviens no spélétajiem neuzmin pareizi, personaza karts tiek
nolikta ar attélu uz leju kaudzites apaksa.

Spéles vaditajs sagaida, kad visi spélétaji bis gatavi un atklaj jaunu karti no
kaudzites. Ta spéle turpinas lidz ir iegltas visas personazu kartis.

Spéles beigas: spéle beidzas, kad ir izspélétas visas kartis no kaudzites. Spéli
uzvar tas, kurs ir ieguvis visvairak karsu.

Piezime: Spéles beigas uz galda vajadzétu palikt pari 2 detalu kartim.

Variacija: Spélgjiet otradi!

Galda centra izkartojiet personazu kartis un kaudzité nolieciet detalu kartis.
Spélétaji mégina atrast personazu karti, kura atbilst atklatajai detalu kartij.
Pirmais spélétajs, kurs doma, ka ir atradis pareizo karti, to pacel un novieto
uz detalu karts. Ja sakrit — vins ieglst abas kartis. Ja né, personaza karti
novieto atpakal un spéle turpinas tapat ka ieprieks.

Spéles autori: Grégory Kirszbaum un Alex Sanders



LT — Lietuviy
DJ05082 Korty Zaidimas - MagiSkas sutapimas

Amzius: nuo 4 iki 12 mety

Zaidéjy skaicius: 2 -5

Zaidimo sudétis: 36 kortelés - 18 personazy korteliy +
18 detaliy korteliy.

Zaidimo tikslas: Bikite grei¢iausi ir suraskite ant perforuotos kortelés
esancius personazo duomenis.

PasiruoSimas Zaidimui: I13déliokite 18 detaliy korteliy atverstomis pusémis j
virsy, stalo viduryje, sudarydami 3 eiles po 6 korteles. Suformuokite kalade i3
16 personazo korteliy, uzversty ant stalo (2 personaZo kortelés atsitiktinai
iSmetamos).

Zaidimo eiga: vienas 7aidéjas yra irenkamas buti Zaidimo lyderiu. Sis Zaidéjas
viso Zaidimo metu apvercia kaladéje esancias kortas. Kai visi Zaidéjai yra
pasiruose, zaidimo vadovas atvercia 1-3jg kaladés kortg ir pasiripina, kad visi
jg matyty.

Visi Zaidéjai ZaidZia vienu metu, ant stalo ieSkodami detaliy kortelés, kuri
tinka prie atverstos veikéjo kortelés.

Pirmasis Zaidéjas, manantis, kad rado tinkamg kortele, rodo j jg su rodomuoju
pirstu ir Saukia: ,Sutampal”

Tada Zaidéjas uzdeda veikéjo kortele ant detaliy kortelés.

e Jei sutampa, labai gerai!
Zaidéjas laimi visg A
personazg (2 korteles) ir (e e I +

laiko jj priesais save. .K

e Jei tai nesutampa, gaila!l
Zaidéjas atspéjo neteisingai
ir padeda veikéjo kortele
atgal j kalade. Ratas tesiasi
be jy. Kiti zaidéjai ir toliau
iesko, taciau tas zaidéjas jau
nebegali dalyvauti..

Kai tik Zaidéjas randa tinkamg detalés kortele, jis laimi visg personaig ir
prasideda naujas Zaidimo etapas.

Pastaba: jei visi Zaidéjai atspéja neteisingai, personazo kortelé padedamaj 1-
ojo apacioje.

Zaidimo vedéjas palaukia, kol visi bus pasiruose, ir atvercia nauja kortele i$
kaladés, ir taip tesiasi tol, kol laimimos visos kaladéje esancios personazy
kortelés.

Pastaba: Pasibaigus Zaidimui, jprasta, kad stalo viduryje lieka 2 detaliy
kortelés.

Zaidimo pabaiga: Zaidimas baigiasi, kai nebelieka personazy korteliy. Laimi
tas Zaidéjas, kuris laiméjo daugiausiai uzbaigty personazy.

Variantas: Zaiskite priesingai!

ISdéliokite personaZy korteles stalo viduryje, o detaliy korteles sudékite j
viena kalade, uzverstas j apacig. Zaidéjai iesko personazo kortelés, kuri tinka
prie apverstos detalés kortelés. Pirmasis Zaidéjas, kuris mano, kad rado
reikiama kortele, parodo j jg, pasiima jg ir uzdeda ant detaliy kortelés i
kaladés. Jei ji sutampa, jie laimi abi kortas. Jei nesutampa, jie graZina
personazo kortele atgal ir Zaidimas tesiamas taip pat, kaip aprasyta auksciau.

Zaidimo autoriai: Grégory Kirszbaum ir Alex Sanders.



EE - Eesti*
DJ05082 — Kaardimang — Maagiline sobivus

Vanus alates: 4-12-aastastele

Mangijaid: 2-5

Komplekti kuuluvad: 36 kaarti (18 tegelase kaarti
véljaldigatud osadega ja 18 detailikaarti).

Madngu eesmdrk: Ole kiireim, kes leiab tegelase valjaligatud kaardil
olevatele detailidele vasted.

Mangu ettevalmistus: Aseta 18 detailikaarti laua keskele pildiga tlespoole,
moodustades 3 rida, igas reas 6 kaarti. Moodusta 16 tegelase kaardipakk
pildiga allapoole (2 tegelase kaarti eemaldatakse juhuslikult).

Mingu kiik. Uks méngija valitakse méangujuhiks.

See mangija poodrab kogu mangu valtel kaarte pakist imber. Kui kdik on
valmis, p66rab mangujuht esimese kaardi Gmber ja nditab seda kdigile.

K6ik mangijad mangivad samal ajal, otsides detailikaarti laualt, mis sobiks
naidatud tegelasekaardiga.

Esimene mangija, kes arvab, et on leidnud sobiva kaardi, osutab sellele
nimetissdrmega ja hiitiab: “Sobib!”

Seejarel asetab mangija tegelasekaardi detailikaardi peale.

e Kui kaart sobib - tubli!
Mangija vobidab kogu

tegelase (mdélemad
kaardid) ja hoiab neid
enda ees.

e Kui kaart ei sobi — kahju!
Mangija eksis ja asetab
tegelasekaardi tagasi
kaardipaki korvale. Selle
vooru jooksul ta enam ei
osale.

Ulejaanud mangijad jatkavad otsimist, kuid see miangija enam kaasa liiia ei
saa. Niipea kui mdni mangija leiab dige detailikaardi, voidab ta kogu tegelase
ning algab uus voor.

Markus: Kui kdik mangijad eksivad, asetatakse tegelasekaart paki alla, pildiga
allapoole.

Mangujuht ootab, kuni kdik on valmis, ja poorab imber jargmise kaardi.
Mang jatkub, kuni k&ik tegelasekaardid on vélja mangitud.

Markus: Mangu I8pus on normaalne, kui lauale jadvad 2 detailikaarti.

Mangu Iopp: Mang |Gpeb, kui tegelasekaarte enam ei ole. Vdidab mangija,
kellel on kdige rohkem terviklikke tegelasi.

Teine manguvariant: Mangige vastupidi! Asetage tegelasekaardid laua
keskele ja detailikaardid pakina, pildiga allapoole.

Mangijad otsivad tegelasekaarti, mis sobib imberpddratud detailikaardiga.

Esimene mangija, kes arvab, et on leidnud sobiva kaardi, osutab sellele, votab
selle ja asetab detailikaardi peale.

Kui see sobib, saab mangija modlemad kaardid. Kui mitte, pannakse kaart
tagasi ja mang jatkub nagu varem kirjeldatud.

Mdngu autorid: Grégory Kirszbaum ja Alex Sanders



Ages: 4-99 years @ Number of players: 2-5

Contents: 36 cards.

18 character cards 18 detail cards
(with parts cut out) P53

2 Aim of the game: Be the quickest to find the details that
belong to the character on the perforated card.

() Game set-up: Arrange the 18 detail cards face up
in the centre of the table, forming 3 rows of 6 cards.

Form a deck with 16 character cards, face down

(2 character cards are discarded at random).

How to play: One player is chosen to be the game leader.
That player turns over the cards in the deck throughout the
game. When all the players are ready, the game leader tuns
over the 1st card in the deck and makes sure that everyone
can see it.

All the players play at the same time, looking for the detail
card on the table that goes with the character card that has
been turned over.

The first player that thinks they have found the right card
points to it with their index finger and calls out “Match!”

The player then puts the character card on top of the detail
card.

« If it’s a match, well done!
The player wins the complete
character (2 cards) and keeps
it in front of them.




« If it’s not a match, that’s

a shame! The player has A
guessed wrong and puts oo W =
the character card back

next to the deck. The round

continues without them. The other players continue to look
but the player in question can no longer take part.

As soon as a player finds the right detail card, they win the
complete character and a new round of the game begins.
Please note: if all of the players guess incorrectly, the
character card is placed, face down, at the bottom of the 1st.

The game leader waits until everyone is ready and turns
over a new card from the deck, and this continues until all
the character cards in the deck have been won.

Please note: At the end of the game, it is normal that

2 detail cards are left in the centre of the table.

End of the game: The game ends when there are no
more character cards left. The player that has won the most
complete characters is the winner.

Variant: Play the other way around! Arrange the character
cards in the centre of the table and stack the detail cards in

a deck, face down. The players look for the character card
that goes with the detail card that has been turned over. The
first player that thinks they have found the right card points

to it, picks it up and puts it on the detail card from the deck.

If it's a match, they win both cards. If it's not, they put the
character card back and the game continues in the same way
as described above.

A game by Grégory Kirszbaum and Alex Sanders

DJECO



Bo3spacrt: 4-12 net Kon-Bo urpokos: 2-5

WrpoBoi KoMnnekT:

36 kapTouek. A
18 kaproyex 18 kaprovex CL)
C l1epcoHaxamm B> c geranamm "‘
(c npopeszamm)

Llenb urpbl: 6bicTpee apyrx HanTu aTpubyThl U
feTanu, NpuHaanexalume nepcoHaxy, KoTopbii
n306paxeH Ha KapTouke C NpopessiMu.

Mepepn Havanom urpbi:

MonoxwuTe B LEHTp cTona 18 kapTodek ¢ Aetansmm
N1LEBO CTOPOHOI BBEPX Tak, 4Tobbl 06pasoBath 3 psina
no 6 kapToyek. CnoxwTe 16 kapTouek ¢ NnepcoHaxamm B
CTONMKY NMLIEBOI CTOPOHOI BHU3 (10 3TOrO OTNIOXWUTb 2 Mtobble
KapTO4KM C NEPCOHaXamu).

Xog urpbl: OfuH 13 y4aCTHUKOB HA3HAYaeTCs BedyLUmUM
UrPOKOM: OH ByfeT nepeBopaymnBaTh KapTouKki U3 CTOMKK BO
Bpems urpsl. Korga BCE Urpoky roToBbI, OH NEpeBopaynBaeT
1-10 KapTOYKy M3 CTOMKM TaK, YTOBbI BCE XOPOLLO BUAENM,
UTO Ha Helt M306pakeHo.

/rpoku 0AHOBPEMEHHO WLLYT Ha CTOMe KapTouky

C AeTansiMu, KOTopble NPUHAANEXaT NepcoHaxy ¢
nepeBepHyTOI KapTOUKK. Kak TOMbKO KTO-TO U3 UTPOKOB
HaWAEeT HYXHY'0 KapTOUKy, OH YKa3blBaeT ee ykasaTeflbHbIM
nanbLem 1 rosoput: «Mapal».

3aTem MrpoK KnageT KapTouky NepcoHaxa Ha KapTouky ¢
petansmu.

* BpaBo, u3obpaxeHus A
coBnapaiot! Vrpok 3abupaet [l . B -
nepcoHaxa Lienkom

(2 KapTouKN) M OCTaBRSET * Bt

€ro psiAoM ¢ cobo.




* YBbI, N306paxeHns He

coBnapatot! Vrpok owmbes A

1 BO3BpALLAET KapTouKy _
nepcoHaxa obpaTHo psiaom Vo -
€O CTOMKOW. 1
PayHp npogonxaetcs 6e3

HEro: ocTarnbHbIe YHaCTHUKM WLLYT HY>XHYIO KapTOYKy, @ OH
GorbLue He y4acTByeT.

Kak TornbKko Hy)XHasi KapTouka HalaeHa, HalleaLwmin ee
urpok 3abupaet cebe nepcoHaxa LEnMKoM, U HaynHaeTcst
crneyoLui payHa.

NB: Ecnun HUKTO He aan npaBuUIbHOMO OTBETA, TO KAapTOUKYy C
nepcoHaxem KnagyT NULEBOW CTOPOHOI BHW3 NOA CTOMKY.

Benywumii xper, kora Bce Urpoku GyayT rotoBbl kK HOBOMY
payHay, a 3aTeM nepeBopayMBaEeT HOBYIO KapTouKy 13
cTonku. Mrpa npopomkaetcs o Tex nop, noka He Byayt
pasbirpaHbl BCE KapTouku C NepcoHaxamu.

NB: B koHUe urpbl B LIeHTpe CToNa 0CTatoTes 2 KapToyku C
aeTanamu.

KoHeu urpbi:

Vrpa 3akaHuMBaeTCS, KOrAa B CTOMKE He OCTAeTCst HI OAHOM
KapTOuKM C NepcoHaxeM. MoBexaaeT ToT Urpok, y KOTOPOro
Ha pykax okaxeTcsi 6onbLUE BCETO Lierblx NepcoHaxer!

BapwuaHT: Urpaem HaoGopoT! B LieHTp cTona
BbIKNa/bIBAIOTCS KAPTOUKW NEPCOHAXEN, a KapTOuKM C
[eTansiMun CKnaaplBaloTCst B CTOMKY NULEBOV CTOPOHOM
BHM3. Bce Mrpokm WLLyT KapTouKy C NepcoHaxeM, KoTOpoMy
npyHaanexar getanu ¢ nepeBepHyTon kapTouku. Kak
TOMbKO OAMH W3 UTPOKOB HAXOAWT TaKyK KapTOUKY,

OH NoKa3bIBaET Ha Hee, 3aTeM BepeT ee 1 knafeT Ha
KapTouKy C AeTansmu u3 ctonku. Ecnu nzobpaxeHus
coBragatoT, OH 3abupaet obe kapTouku. Ecnu HeT, oH
BO3BPALL@ET kapTouKy C NEPCOHaXeM B LIEHTp cTona 1 urpa
NpoJoMXaeTcs Tak Xe, Kak 1 B NepBOM BapuaHTe.

ABTopbI urpkl: [peropy KupLubaym v Anexkc Canaepc

DJECO



