LV — LatvieSu
DJ05086 Karsu spéele — Monstrio

leteicamais vecums: no 7 gadu vecuma
Spélétaju skaits: 2 - 4 speletaji
Komplekta ietilpst: 72 monstrinu kartis.
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Spéles merkis: savakt péc iespéjas vairak
saldumu.

Spéles princips: Halovins rit pilna spara! Esi nolémis doties izpétit Sausmu
maju, lai tur savaktu péc iespéjas vairak saldumu, ko tur paslépusi dazadi
monstrini. Ta¢u uzmanies! Ne visi monstrini slépj saldumus! Un, ja tris reizes
uzskriesi vienam un tam pasam monstrinam, tavi mekléjumi beigises un
zaudeési visus jau savaktos saldumus!

Katras karts priekSpuseé ir cetru monstrinu attéli (mozaika) — tas parada, kadi
monstrini, iespéjams, var slépties karts otra pusé. Karts otra pusé var but
viens vai divi vienadi monstrini, ar vai bez saldumiem. Pavisam ir 4 dazZadi
monstrini.

Karts priekSpuse lespéjamie varianti karts otra pusée

#|#| (@& (@« [¢#]¥] sagatavosanas spélei: Kartis samaisa. 16 no kartim
w8 lo]s (2] [&]v] izklaj uz galda laukuma 4 x 4 (ar mozaikas pusi uz
@]« v ox [8]8] @]+ augsu). Sis kvadrats ilustré Sausmu maju.

#l9] |#le @8] |2]% Uuzmanibu! Speletaji nedrikst redzét kariu otras
w o« (@)= (@lel (@€ puses! Atlikuias kartis tiek novietotas blakus
(&l [#]w] (w]®] 98] \oudzte, ar “mozaiku” attéliem uz augsu.

(@]« [o]w] [@] % [@] =

av] [#]v] (a]v](a]v] Spéles norise: Spéli sak jaunakais dalibnieks, péc

tam spéle turpinas pulkstena raditaja virziena. Spélétajs pagriez otradi pirmo
“mozaikas” karti, kas var bit jebkura karts, kas atrodas kvadrata mala.
Spélétajs var turpinat pagriezt otradi ari citas mozaikas kartis péc izvéles, ja
vien tas atrodas blakus tikko pagrieztajai kartij (ne pa diagonali, bet taisna
lenk). Spélétajs beidz gajienu, kad sasniegts majas pretéjais gals (siena).

Svarigi: spéles laika spéletaji var saskarties ar situacijam, kad kartis
novietotas viena uz otras (skat. attélus zemak). Kad tas notiek, spélétajs
apgriez tikai augséjo karti.

Karts novietoSana uz jau esosas karts: gajiena beigas, ja spélétajs neieglst
savas apgrieztas kartis, jo ir atklajis 3 vienadus monstrinus, ST spélétaja
- O apgrieztas kartis tiek aizklatas ar kartim, kas

panemtas no kaudzites. Kartis novieto ar
“mozatkas” pusi uz augsu.

Ja spélétajs sava gajiena atrod 3 vienadus
monstrinus, vina gajiens beidzas un netiek
ieglta neviena karts (A piemérs: 3 violetie
monstirni).

SVARIGI: ja ir saliktas vairakas kartis viena uz
otras, tiek nemta véra tikai augséja karts.

][] «[e [o]e] (o]e

Ja spélétajs izlemj partraukt gajienu pirms ir
uzieti 3 vienadi monstrini, un spélétajs ir
sasniedzis majas pretéjo sienu, vins ieglst
visas pagrieztas kartis un/vai uzliktas kartis (B
pieméra spélétajs ir ieguvis 3 saldumus).
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Katru tukso laucinu “Sausmu maja” aizvieto ar
jaunam kartim no kaudzites, izliekot tas ar
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“mozatku” attélu uz augusu.

Tad gajiens pariet nakoSajam spélétajam pulkstena raditaja virziena, un ir
vina karta doties cauri Sausmu majai.

Spélét velreiz: Ja spélétajs pagriez otradi monstrinu karti ar simbolu .,
spélétajam, ja vien tas iespéjams, ir japagriez otradi vél viena karts, kas
atrodas blakus tikko atklatajai.

Spéles beigas: spéle beidzas, kad vairs nav pietiekami daudz karSu, lai

izveidotu pilnu maju no 16 kartim. Kad spéle beidzas, spélétaji saskaita, cik

saldumu katrs ir ieguvis. Spéli uzvar dalibnieks, kuram ir visvairak saldumu.
Spéles autors: Joan Dufour



LT - Lietuviy*
DJ05086 Korty Zaidimas: Monstrio

Amzius: nuo 7 mety

Zaidéjy skaicius: 2 — 4 7aidéjai

Zaidimo sudétis: 72 “monstry” kortos.
Zaidimo tikslas: Surinkti kuo daugiau
saldainiy.

Zaidimo principas: Helovinas jsibegéjes! Tu nusprendi istirti vietinj vaiduokliy
nama, kad surinktum kuo daugiau saldainiy, paslépty jvairiy monstry name.
Bet blk atsargus, ne visi monstrai slepia saldainius, o jeigu tg patj monstra
pagausi 3 kartus... tavo paieska turi pasibaigti ir tu prarandi surinktus
saldainius!

Korty priekyje yra mozaikos: jos nurodo, kuris(-ie) monstras(-ai) gali bati
kortos gale. Korty gale yra 1 arba 2 vienodi monstrai, su saldainiais arba be
jy. Yra 4 skirtingi monstrai.

Kortos priekis Galimos kortos nugarélés

&% (@& (@« [¢]¥] Zaidimo paruosimas: Ismaidyk kortas. I13déliok 16
@8 o8 |29 [2]¥] korty ,mozaikos” puse j virsy 4 pagal 4 kvadrate.
&« |« o« [8]#][@]+ Taiatvaizduoja vaiduokliy nama.

o[v] (2] (e8] [2]¥] Ispéjimas:  7aidéjai neturéty matyti korty
w = (@« (@@ [@]®] nugareliy. Likusios kortos sudedamos j krivele
(e &9 9|8 ¥]® one, mozaikos” puse j viriy.
CEROGICENCE

&[] (8] [8]v] [8]v]

Kaip Zaisti: Jie apvercia savo pirmajg mozaikos kortg, kuri gali bati bet kuri
korta, jei tik ji yra namo pakrastyje (kvadrato kraste).

Tada jie gali toliau versti tiek mozaikos korty, kiek nori, jei tik kiekviena nauja
apversta korta yra statmenai (ne jstriZzai) prie ankstesnés kortos. Jie gali
sustoti tik tada, kai pasiekia kortg namo pakrastyje.

Pastaba: Zaidimo metu jie gali sutikti kelias sukrautas kortas viena ant kitos
(Zr. Zemiau). Kai taip nutinka, Zaidéjas apvercia tik virsutine korta.

@ - Jeigu zaidéjas savo éjimo metu randa 3

L] g * L Lk ; vienodus monstrus: jo éjimas tuoj pat baigiasi
1 (w8 (&]v] — LJ ir jis nelaimi jokiy korty (pavyzdys A: 3
o = &8 @) = purpuriniai monstrai).

0 w|8) 8]y Pastaba: kai yra kelios sukrautos kortos,
| & w ¥ |[®  jskaitoma tik virdutiné korta.

- #|®  Kiekviena 7aidéjo apversta korta yra
@] % [¢]® W @] = uzdengiama korta i$ kriivelés, mozaikos puse j
elw) (8]w] |V | [2]w] vy

' @
#¢) @@ [ G - Jeigu Zaidéjas nusprendZia baigti savo
|8 (v]8] & @a éjimg dar prieS surasdamas 3 vienodus
@2 [« % @ o) monstrus ir yra namo pakrastyje: jis gauna
#v) [2]e] [8]® l@”' - visas apverstas kortas ir/ar sukrautas kortas
% @2 @ (pavyzdys B: laimétos 3 saldainiy kortos).
ry W‘] iy Kiekviena tuséia vieta name uzpildoma korta i3
T #1% : kravelés, mozaikos puse j virsy.
@M%wL

Tada ateina kito Zaidéjo, einancio pagal laikrodZio rodykle, eilé keliauti per
vaiduokliy nama.

Zaidimas i$ naujo: Kai 7aidéjas apvercia monstro kortg su simboliu ., jis
privalo, jei jmanoma, apversti dar vieng kortg statmenai jai.
Zaidimo pabaiga: Kai korty nepakanka namui uZpildyti, Zaidimas tuoj pat

baigiasi. Kiekvienas Zaidéjas suskaiciuoja saldainiy kiekius ant korty, kurias
surinko. Zaidéjas, turintis daugiausia saldainiy, laimi Zaidima.

Zaidimo autorius: Joan Dufour.



EE — Eesti*
DJ05086 — Kaardimang: Monstrio

Vanus alates: 7 - 99-aastastele
Mangijaid: 2-4
Komplekti kuulub: 72 “koletise” kaarti.

Mangu eesmark: Koguda nii palju komme
kui véimalik.

Mangu pohiméte: Halloween on tdies

hoos! Sa otsustad uurida kohalikku kummitavat maja, et koguda nii palju
komme, kui erinevad koletised majas on peitnud. Aga ole ettevaatlik, mitte
koik koletised ei peida komme, ja kui sa pliliad sama koletist 3 korda... sinu
otsing peab I6ppema ja sa kaotad kommid, mida oled kogunud!

Kaartide esikiiljed on mosaiigid: need naitavad, milline koletis(ed) vGivad olla
tagakiiljel. Kaartide tagakiilgedel on 1 vGi 2 identset koletist, kommidega voi
ilma. On olemas 4 erinevat koletist!

Kaardi esikiilg. Voimalikud kaardi tagakiiljed.

Mangu ettevalmistus: Sega kaardid. Aseta 16

8 [erle) far YUY Kaarti “mosaiik” pool ilespoole 4 korda 4
vi8) [vis] []v] (#]w ruudustikku. See esindab kummitavat maj

@] = % |88 @] ) 13

&9 8@ @|® 8|9 Hoiatus: maingijad ei tohiks n3ha kaartide
« w [@]+ [@le (@& tagakilge. Ulejadnud kaardid asetatakse (hte
|#|%| |29 ¥]% ¢|®8 hunnikusse Uhele kiiljele, “mosaiik” pool
@« (] (@)= [@]% Ulespoole.

&) (8]v] [a]e] (8]

Mangu kdik: Nad keeravad iimber oma esimese mosaiikkaardi, mis v3ib olla
Ukskoik milline kaart, seni kuni see asub maja serval (ruudu serval).

Seejarel vGivad nad jatkata nii paljude mosaiikkaartide imberp66ramist, kui
nad soovivad, seni kuni iga uus Umberpodoratud kaart asub taisnurga all
(mitte diagonaalis) eelmise kaardi suhtes. Nad vdivad peatuda ainult siis, kui
nad on jéudnud kaardini maja serval.

Markus: kui nad mangivad, voivad nad kohata mitut kuhjatud kaarti Gksteise
peal (vaata allpool). Kui see juhtub, poorab mangija iimber ainult Glemise
kaardi.

@ - Kui méngija leiab oma kdigu ajal 3 identset

; v koletist: tema kaik 1dppeb kohe ja ta ei vdida
= Uhtegi kaarti (ndide A: 3 lillat koletist).
= Markus: kui on mitu kuhjatud kaarti, voetakse
% w arvesse ainult tlemine kaart.
_'.' L lga mangija poolt (mberpddratud kaart
i“& kaetakse kaardiga hunnikust, mosaiik pool
@5 {lespoole.

0

- Kui mangija otsustab I6petada oma kaigu
enne, kui ta on leidnud 3 identset koletist ja
ta on maja serval: ta saab koik
Umberpooratud kaardid ja/vdi  kuhjatud
kaardid (naide B: 3 véidetud kommi).

Iga tlihi ruum majas taidetakse kaardiga
hunnikust, mosaiik pool Glespoole.
Seejarel on jargmise mangija kord, paripaeva,
minna labi kummitava maja.

Uuesti mangimine: Kui mangija p6oérab Gmber koletisekaardi siimboliga

., peab ta, kui véimalik, pd6rama Gmber teise kaardi, mis on tadisnurga all
selle suhtes.

Mangu Iopp: Kui ei ole piisavalt kaarte, et maja tdita, I6peb mang kohe. Iga
mangija loeb kokku kommide tiikid kaartidel, mida ta on kogunud. Mangija,
kellel on kdige rohkem komme, véidab mangu.

Mdngu autor: Joan Dufour.
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@ 2 to 4 players @ Contents: 72 “monster” cards

@ Aim of the game: Collect as much candy as possible.

‘ How the game works: Halloween is in full swing! You decide to explore the
local haunted house to collect as much of the candy hidden by the different monsters
in the house as possible. But watch out, not all the monsters are hiding candy, and if
you catch the same monster 3 times... your search must end and you lose the candy
you've collected!

The front of the cards are mosaics: they indicate which monster(s) might be on the
back.There are | or 2 identical monsters on the back of the cards, with or without
candy.There are 4 different monsters.

Possible backs of the card

(&| ¢ [@]®%] Game set-up: Shuffle the cards. Lay out 16
BOIa0G cards “mosaic” side up in a 4 by 4 square. This
— . represents the haunted house.

| (8] 8] e % Warning: the players shouldn't see the back
FIEE ) V] of the cards.The remaining cards are placed in
ele [ele ° pile to one side, “mosaic” side up.
#|[%) |¥]®] How to play:They turn over their first mosaic
&/ (@] card,which can be any card as long as it is on
Ll Lk the edge of the house (on the edge of the
000 square).

They can then keep turning over as many mosaic cards as they like, as long as each
new card turned over is situated at right angles (not diagonally) to the previous card.
They can only stop once they have reached a card on the edge of the house.

NB : while they are playing, they may encounter several accumulated cards on top of
each other (see below).When this happens, the player only turns over the top card.




@ - If the player finds 3 identical
monsters during their turn: their

L 2 turn ends immediately and they don't
win any cards (example A: 3 purple
% monsters).
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NB: when there are several
v accumulated cards, only the top card

is taken into account.
‘ﬁ Each card turned over by the player is
covered by a card from the pile, mosaic
side up.
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- If the player decides to end their
turn before they have found 3
identical monsters and they are on
the edge of the house: they get all the
turned over cards and/or accumulated
cards (example B: 3 pieces of candy
won).
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Each empty space in the house is filled
with a card from the pile, mosaic side

up.
Then it's the turn of the next player,

going clockwise, to head through the
haunted house.
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Playing again: When a player turns over a monster card with the symbol ‘,
they must, if possible, turn over another card at right angles to it.

End of the game: When there are not enough cards left to fill the house, the game
ends immediately. Each player adds up the pieces of candy on the cards they have
collected. The player with the most candy wins the game. m

M S
A game by Joan Dufour. D J Eco m ‘
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Bospact: 7-99 reT ﬂ]@ ﬁ

S)
@ Koa-Bo urpokos: 24 @ WrpoBoit KOMMAEKT: 72 KapTbl C MOHCTpamu

@ LLeAb urpbi: cobpatb Kak MOXHO BOAbLUE KOHpET

‘I'IpMHu,un Urpbl: X3AMOyuH B camom pasrape! Bbi pelunan npobpaTtbesi B 3akOAOBaHHbIN
AOM C MOHCTPaMm, KOTOpble MpsiiyT Tam KoHeTbl. Ballia 3aaa4a — HaiiTU Kak MOXHO
60nblLe KoHdeT. Ho byAbTe OCTOPOMXHBI M MOMHUTE, YTO HE Y BCEX MOHCTPOB eCTb
KOH(ETbI, @ CAM Bbl CXBATUTE OAHOTO M TOTO e MOHCTPa 3 pasa, MPUKAIOYEHNUE CPasy e
3aKOHYMTCS 1 Bbl MOTepsieTe BCO CBOIO A0DbIMy! Ha AMLIeBOI CTOPOHE KapT M306bpaeHbl
MO3auKM, KOTOpbIE AAIOT MOACKA3KM O TOM, KAKOW MAM Kakie MOHCTPbI CKPbIBAIOTCS Ha
obpatHolt cTopoHe. Ha obpaTHOM CTOpOHe KapT HaXOAATCS | MAM 2 OAUHAKOBBIX MOHCTpa

C KoHdeTamu MAM Bes. B XxoAe Urpbl BaM MOTyT BCTPETUTBCS 4 pasHbiX MOHCTpa.

JlnueBas cTopoHa KapTbl / BapuaHTbl pUCyHKa Ha 06paTHOM CTOPOHE

Mepea Hauarom urpbi: [NepemeluaiiTe Bce KapTbl.

&8 [@]e) [@] = [¢]E] oPearael ’ .y
% 7 oolac oxuTe |6 KapT MO3auKolt BBEPX B 4 psiaa Mo
4 KapTbl B K&XAOM. DTO BYAET AOM C MOHCTpaMy.

| & @]  BaxHoe MPaBMAO: MTPOKM He AOAKHBI BUAETD

& &%) [2]¢] obpaTHyio cTopoHy KapT. OcTaBLumMecs KapTbl
@ 2lel [@le COBMPAIOT B CTOMKY MO3aMKOW BBEPX M KAAYT

[ Kia) pSAOM.

& @@ | ®¥||4¥] Xoa urpbl: HaumHaeT camblit MAQALINI UIPOK,

™ | | (@] | 32TeM O4epeAb MEpPEeXOAMT MO HACOBOM CTPeAKe.

L L] il OH nepeBopa4MBaeT Nepeylo KapTy C MO3aMKOM Mo

& L] &e](a]e] CcBOEMY BbIGOPY, HO TOABKO M3 TeX, KOTOpble

PacroAOXeHbl MO KpasM AoMa (MO KpaiHMM psiAaM KBaApaTa). 3aTem OH MOXeT
NepeBOpaUMBaTh CTOABKO KapT, CKOABKO 3aXOHET, HO MU 3TOM KaXAAs CAGAYIOLIAst
nepeBepHyTan KapTa AOAKHA PacrioAAraTbCsi MOA MPSAMbIM YTAOM (a He MO AMAroHaAM) psiAOM
c npeablayLeit. OH MOXeT OCTaHOBMTLCA TOABKO TOTA, KOTAQ AOMAET AO KapTbl B KpaitHem
psAy AoMa.

MpuMeyaHme: No MyTh UrpOKy MOTYT BCTPETUTLCA KapTbl, KOTOpbIE AGXKAT CTOMKOM APYT Ha
Apyre (cM. panee). B 3TOM cAyuae Urpok MepeBopadnBaeT TOABKO KapTy, KOTOpasi HAXOAMTCS

CcBepXy.




@ - EcAv Bo Bpems cBoelt ouepean
MrPOK NepeBOpauMBaET KapTbl C
L] 3 0AMHaKOBbIMWU MOHCTPaMM, OH
Cpasy e 3aKaH4MBAET XOA U He
MOAYHaeT HW OAHOA KapTbl. (MpuUMep
v] A: 3 GUOACTOBbIX MOHCTPA).

000

I'Ipumehlauue: €CAU KapTbl A€XaT

%) | W CTOTKOM APYT Ha Apyre, B pacyeT
& MPUHUMAETCS TOABKO BEPXHSS KapTa.
Ha kaxayto nepeBepHyTyio Urpokom
& ¥ 3 KapTy CAGAYET MOAOKMTb OAHY KapTy

b6 «|e ?Q]ﬁ(

] M3 OCTaBLLEMCS KOAOABI MO3aUKOMN
v BBEPX.

- Ecan, poiias Ao KpaliHero psiaa
AOMa, UrPOK peLlaeT 3aKOHUYMTb
CBOI XOA U NMPY 3TOM Ha €ro KapTax
He OKa3aAOCh 3 OAMHAKOBbIX
MOHCTpOB, OH 3abupaeT Bce
nepeBepHyTble KapTbl U/MAM CTOMKM
KapT (npumep B: 3 BbiMrpaHHbie
KOHETbI).

B 3ToM cAyvae Ha ocBoboAMBLIMECS
MecTa B AOME CAGAYET MOAOKMTb MO
OAHOVA KapTe M3 OCTaBLUENCSH KOAOAbI
MO3aMKOW BBEPX.
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3aTeM XOA NEPEXOAUT MO YaCOBO
* CTPEAKE K CAEAYIOLLLEMY UFPOKY.
MoBTOpHbIN X0A: EcAM Ha nepeBepHyTOM KapTe PSIAOM C MOHCTPOM M306paxeH
3HaK O UrPOK AOAKEH MO BO3MOXHOCTY MePEBEPHYTD €llie OAHY KapTy,
PaCMOAOXEHHYIO MOA MPAMbIM YTAOM MO OTHOLLEHMIO K MPEABIAYLLIEN.

KoHeu, urpbi: EcAn ocTaeTcs HEAOCTaTOUHO KapT, YTOGbI 3aMOAHUTL BCE MyCThbie
MecTa B AOMe, Urpa Cpasy e 3aKkaHumBaeTcs. Kaxablil UrPOK CKAaAbIBAET KOAMHECTBO
KOHdeT Ha CBOMX KapTax. BeiMrpbiBaeT ToT, y koro 6oAblue Bcero koHderT. m

AgTop urpbl: XoaH Atodyp DJ Eco “ ’& ﬁ




