LV — LatvieSu
DJ05126 Karsu spéle: Sarkangalvite

leteicamais vecums: no 4 lidz 7 gadiem

Spélétaju skaits: 2-4

Komplekta ietilpst: 50 kartis - 24 “pasakas” kartis; 10
“vilka” kartis un 16 “meza” kartis” (8 “vilks meza”
kartis un 8 “mednieks meza” kartis).

Spéles meérkis: atrak par visiem izlikt 6 pasakas “Sarkangalvite un vilks”
kartis.

SagatavosSanas spélei: no astonam “meza” kartim galda vida tiek izveidots
aplis. Kartis tiek novietotas ar attéliem uz leju. Atlikust “meZa” karsu kava tiek
novietota apla vidi. Paréjas 34 kartis (pasakas un vilka kartis) tiek samaisitas
un izdalttas spélétajiem - katram pa 3. Neizdalitas kartis, kas paliek pari, tiek

sakartotas karsu kaudzité, no kuras spélétaji spéles laika nems kartis.

Spéles noteikumi: spéli uzsak jaunakais spélétajs. Katrs spélétajs, kad pienak
vina karta, izpilda kadu no trim darbibam péc savas izvéles:
- sev prieksa novieto jebkuru “pasakas” karti ar attélu uz augsu,
neatkarigi no ta, kads ir karts numurs (iznémums ir karts Nr.6, jo ta
janovieto pédgéja);

- atmet vienu no savam trim kartim, atliekot atpakal kaudzites
apaksa;

- meégina ieglt “pasakas” karti, novietojot “vilka” karti uz vienas no
“pasakas” kartim, kas novietotas kada spélétdja priek3a. Saja
gadijuma3, lai pasargatu savu karti, spélétajs atver vienu no “meza”
kartim, kas izvietotas apli ar attéliem uz leju, tacu pirms tam,
spélétajs ar roku parbrauka pari kartim uz dzied dziesminu: “Kamér
vilks ir aizsteidzies, iesim meza spéléties, Ja vilks majas atnaks, vins
ms muté pagrabs!”

Tad spéletajs pagriez otradi un atklaj vienu no meza kartim:

e Ja tiek atklata karts “vilks meza”, tad spélétajs atdod savu
“pasakas” karti savam pretiniekam, un pretinieks to novieto sev
prieksa, papildinot vai iesakot savu pasaku. “Vilka” karts tiek
atmesta — novietota atpakal kaudzité, kaudzites apaksa.

e Ja atklata karts ir “mednieks meza”, spélétajs iesaucas “pif
paf”- tas nozZimé, ka mednieks nosauj vilku. “Pasakas” karts
paliek turpat. “Vilka” karts tiek atmesta — novietota atpakal
kaudzite, kaudzites apaksa.

Piezime 1: Katru reizi, péc tam, kad spélétajs ir veicis 1 no 3 iesp&jamajam
darbibam, tiek pacelta jauna karts no karSu kavas, lai spélétajam atkal rokas
batu tris kartis.

Piezime 2: Katra ,meZa” karts, péc tam, kad ta ir atklata, tiek iznemta no apla
un tas vieta novietota jauna ,meza” karts.

Piezime 3: Péc tam, kad spélétajs ir atklajis pirmas 5 “pasaku” kartis, vins var
ar “vilka” karts palidzibu, izvilkt vienu karti no kada pretinieka, censoties
ieglt pédéjo “pasakas” karti Nr. 6. Ja izvilkta karts, nav ar numuru 6, tad So
karti kopa ar “vilka” karti atmet, bet tad pace) karti no karsu kavas. Pretinieks
tiesi tapat - pace/ jaunu karti.

Spéles beigas: uzvar tas spélétajs, kurs pirmais sakraj pasaku no 6 “pasakas”
kartim.




LT — Lietuviy
DJ05126 Korty Zaidimas: Raudonkepuraité

Amtius: tinka nuo 4 iki 12 mety

Zaidéjy skaicius: 2 — 4 7aidéjams

Sudeétis: 50 korty (24 “istorijy” kortos + 10 “vilky”
kortos, + 8 “medziotojas miske” kortos + 8 “vilkas
miske” kortos).

Zaidimo tikslas: pirmas surinkti 6
“Raudonkepuraités” istorijos kortas.

PasiruoSimas Zaidimui: sudékite j eilute 8 uzverstas “misko” kortas stalo
viduryje. Sumaisykite visas “istorijos” ir “vilky“ kortas j vieng kalade.
ISdalinkite po tris kortas kiekvienam Zaidéjui. Likusiy korty kalade padékite
ant stalo.

Zaidimo taisyklés. Pradeda jauniausias Zaidéjas. Savo éjimo metu, Zaidéjas
gali atlikti vieng is trijy veiksmuy:
- priesais save padéti atverstg viena i$ “istorijos” korty, nesvarbu
kokio numerio, iSskyrus 6 (ji dedama paskutiné).

- graZintivieng is trijy korty j korty kalade.

- déti “vilko“ kortg ant vieno i$ Zaidéjy “istorijos” korty, bandant jg
laiméti. Norint apginti savo korta, Zaidéjas pasirinktinai atvercia
vieng i$ “misko” korty, gulinciy stalo viduryije.

Pries pasirinkdamas misko kortg, Zaidéjas turi perbraukti abiem
rankomis vir$ misko korty rato dainuodamas: , Kol vilkas miske, mes
Zaisime, jei vilkas grj$ namo — jis mus sués!“.

Tada Zaidéjas atvercia vieng misko korta:

e Jeigu atverstoji korta yra “miskas su vilku”, tai Zaidéjas
atiduoda savo “istorijos” kortg priesininkui. PrieSininkas jg
pasideda priesais save, papildydamas arba pradédamas korty
seka. “Vilko” korta numetama j kalade.

e Jeigu atverstoji korta yra “medziotojas miske”, tai Zaidéjas
susunka “Baaang!” ir nusauna vilka. Zaidéjas i$saugo
“istorijos” kortg, o “vilko” korta numetama j kalade.

Pastaba 1. Po kiekvieno savo éjimo Zaidéjas privalo turéti rankose tris kortas.
Jeigu korty triksta, pasiima i$ kaladés. Ejimas perduodamas sekanc¢iam
Zaidéjui.

Pastaba 2. Atversta “misko” korta, po Zaidéjo éjimo pakei¢iama nauja
uzversta “misko” korta.

Pastaba 3. Zaidéjas j sekg sudéjes penkias “istorijos kortas gali bandyti su
“vilko” korta i$ prieSininko laimeéti 6 sekos kortg. Jeigu iStrauktoji korta néra
nr. 6, jis jg ir savo “vilko” kortg iSmeta j panaudoty korty kalade. lJis ir
priesininkas traukia po vieng kortg i$ kaladés.

Zaidimas baigiasi, kuomet vienas i$ 7aidéjy surenka “istorijos” korty seka. Jis
skelbiamas nugalétoju.




EE — Eesti
DJ05126 — Kaardimang: Punamiitsike

Vanus alates: 4-7

Mangijate arv: 2-4

Komplekti kuuluvad: 50 kaarti (24 ,jutu” kaarti + 10
,hundi” kaarti + 8 ,jahimees metsas” kaarti + 8 ,hunt
metsas” kaarti).

Eesmark: esimese mangijana kokku saada kdik 6
Punamitsikese “jutu” kaarti.

Enne madngimist: pange laua keskele, pildiga pool all, 8 suvalist “metsa”
kaarti nii, et moodustuks ring. Ulejaanud 8 “metsa“ kaarti pange ringi keskele
kuhja.

Segage 34 “jutu” ja “hundi” kaarti dra ning jagage igale mangijale 3 kaarti;
Glejadnud kaartidest moodustub juurdevétmise pakk.

Mangu reeglid: alustab kdige noorem mangija. Enda kdimiskorra ajal on
mangijatel kolm vBimalust:
- asetada likskdik mis numbriga ,jutu” kaart, pildiga pool Uleval,
suvalises jarjekorras enda ette (valja arvatud kaart number 6, mis
tuleb panna viimasena);

- panna iks oma 3 kaardist juurdevotmise paki alla;

- Uritada voita ,jutu” kaarti, mille on lauale pannud modni teine
mangija, asetades ,hundi” kaardi selle peale.
Viimasel juhul Uritab teine mangija oma kaarti kaitsta, keerates laua
keskel asuvast ringist Umber Ghe ,metsa“ kaardi. Enne “metsa“
kaardi mberpo6ramist peab mangija panema mdlemad kaded
“metsa“ kaardi kohale ja laulma: “Kui hunti ei ole, siis meil on metsas
tore, kui hunt tuleb koju, pistab nahka viimsegi poju.”

Mangija keerab seejarel imber (ihe metsakaardi:

e Kui kaardi peal on hunt metsas, siis mangija kaotab ,,jutu”
kaardi oma vastasele, kes paneb selle enda ette, et
moodustada oma ,jutu” kaartide rivi, voi lisab selle juba
olemasolevale rivile. ,Hundi“ kaart pannakse tagasi
juurdevotmise paki alla.

e Kui kaardi peal on jahimees metsas, siis hiiiab mangija
»Pauk!” ja jahimees tapab hundi ara. Mangija jatab ,jutu”
kaardi endale ja ,,hundi“ kaart pannakse tagasi juurdevétmise
paki alla.

Markus 1: mangijad peavad votma the kaardi juurdevotmise pakist iga kord,
kui nende kaimiskord on I6ppenud, et neil oleks alati kdes 3 kaarti. Seejarel
jatkub mang samamoodi jargmise mangijaga.

Markus 2: iga kord, kui “metsa“ kaart imber podratakse, tuleb see ringist dra
vOtta ja asendada uue “metsa“ kaardiga, mis vOetakse ringi keskel olevast
pakist. Uus “metsa“ kaart pannakse ringi aravéetud kaardi asemele.

Markus 3: Mangija, kes on ritta pannud esimesed 5 “loo” kaarti, vdib
kasutada “hundi” kaarti, et proovida vdita viimast loo kaarti (nr 6), vottes
kaardi teiselt mangijalt.

Kui vBetud kaart ei ole loo kaart number 6, pannakse see koos “hundi”
kaardiga tdmbepaki alla ning nii mangija kui ka vastane votavad lihe kaardi
témbepakist.

Mangu Iopp: véidab mangija, kes saab esimesena kokku k&ik 6 “jutu” kaarti.




Age:4to7

2 to 4 players

No. of cards: 50 cards (24 “story” cards

+10 “wolf” cards + 8 “hunter in the forest” cards
+ 8 “wolf in the forest” cards).

Aim: be the first player to have all 6 Little Red
Riding Hood “story” cards.

Before starting: place any 8 “forest” cards face
down in a circle in the centre of the table. Place
the remaining 8 “forest” cards in a pile in the middle
of the circle.
Shuffle the 34 “story” and “wolf” cards and deal 3 to
each player; the remaining cards form the draw pile.

Rules of the game: The youngest 15;}51yer starts.
Players have three options during their turn:

- Place any numbered “story” card face up in front of
them in no particular order (except for card number 6,
which must be played last).

- Return one of their 3 cards to the bottom of the draw pile.
- Try to “win” a “story” card played by one of the other
players by placing a wolf card on top of it.

When this happens, the other player tries to “protect”
the card by turning over one of the “forest” cards from
the circle in the centre of the table.

Before picking a forest card, the player has to move
both hands over the circle of forest cards while singing:
“While the wolf’s away in the woods we'll play, if the
wolf comes home, he’lfeat us up, flesh and bone”.




The player then turns over one of the forest cards.

oIf the card shows a wolf in the forest, the player loses
the “story” card to his opponent, who uses it to start or add
to his own row of “story” cards in front of him. The “wolf”
card is returned to the bottom of the draw pile.

+If the card shows a hunter in the forest, the player shouts
“Bang!” and the wolf is killed by the hunter. The player
keeps the “story” card and the “wolf” card is returned
to the bottom of the draw pile.

NBL: players must take a card from the draw pile each time
they have finished their turn so that they always have 3 cards
in %eir hand. Play then continues with the next player
according to the same rules.

NB2: each time a forest card is turned over, it must be
removed from the circle and replaced by the next forest card
from the pile in the middle of Lﬁe circle. Put the new forest
card face down in place of the one removed from the circle.

NB3: a player who has lined up the first 5 "story" cards can

use a "wolf" card to try to win the final story card (no. 6) by
taking a card from another player. If the card taken is not
story card number 6, it goes to the bottom of the draw pile
together with the wolf card, and the player and the opponent
talg<e a card from the draw pile.

End of the game: the winner is the first player to have
all 6 “story” cards.




Bo3pact: 4-7 net

Konuuectso urpokos 2-4

Konuuecto kapt: 50 KapT (24 “cka3ouHble”
KapTbl +10 kapT “BonK” + 8 KapT “nec ¢
OXOTHUKOM” + 8 KapT “nec ¢ BoskoM”).

Llenb urpbl: bbicTpee Bcex BLINOXUTL 6
“cka3oyHbIX” KapT “KpacHas wanoyka”.

MoaroToBka K urpe: u3 8-mu kapt “nec”

B LeHTpe cTona GopmupyeTcs kpyr. KapTbl

Knagyrca NULLEBON CTOPOHOM BHU3. Bce apyrue
KapTbl “nec” cknafblBalOTCA CTOMKOW B LLEHTpe 3TOro
Kpyra. OcTanbHble 34 KapTbl NepeTacoBbIBAOTCA
1 Pa3paloTca UrpoKam - KakAaoMy no 3 KapTl.
Hepo3aaHHble KapTbl - 3TO KOMOAQ, U3 KOTOPOIi
Urpoku byayt 6path KapTl.
Mpasuna urpsl: Mirpy HauMHaeT camblil MAaAWMiA
Urpok. Kaxablii Urpok, Korga HacTynaet ero
ouepefb Urpath, BbIMONHAET OLHO U3 TPeX
HUKEeNepeuncneHHbIX AeCTBIUI, MO CBOEMY BbIbOpY:
- KNajer nepes, c0b0if, NNLLEBOI CTOPOHOI BBEPX,
“CKa304Hy0” KapTy B Nopaake, He 3asmcnm.em oT ee
Homepa (MckoueHne cocTasnset kapta N°6, koTopas
BbIKNIAAbIBAETCA MOCNAEAHEN);
- MOMELLAeT O/IHY U3 CBOUX TPEeX KapT B cbpoc;
- knaget 1 kapTy “Bonk” Ha 1 “cka3ouHyio” Kapry,
Nexallyto nepes, O4HUM 13 VIFpOKOB yTObbI €e “yTawuTh”.
B 3TOM C/yyae, 4TobbI “3aWMUTMTL” CBOK KapTy, 3TOT
WUrpoK OTKPbIBAET OAHY W3 KapT “nec”, nexalunx B
LeHTpe cTona. 1ns 3TOro oH cHayana BOAWT pyKamu
Haj JIeXaLnMI Ha CTOJIe KapTaMmu, W NOET MeCeHKy:
“lMonzem B nec NorynsTh, NOKa BOJK yilen cnarb.
Ec/ivt BONK MPUAET B NC, OH, KOHEYHO, Hac cvect’; nocne
yero oH BblbMpaeT ofHy U3 KapT “nec” u OTKprBaeT ee.




o EC/IM OKa3bIBAETCA, YTO 3Ta KapTa - “Nec ¢ BOAKOM”,
TO UIrPOK OTAAET CBOK “CKAa304HYK” KapTy CBOEMY
NPOTUBHUKY, U TOT KNajeT ee nepes coboit, A0NONHAS
7M60 HaYMHaA CBOK COBCTBEHHYIO MOCNEA0BATENbHOCTD
“cka3oyHblX” kapT. KapTa “Bonk” nomelaertcs B cbpoc.

o EC/IM OKa3bIBAETCA, YTO 3TA KapTa - “Nec C OXOTHUKOM”,
TO Urpok roBopuT “Mac!” - 370 3HAUNT, YTO OXOTHMK
ybun Bosnka. “CkasoyHas” KapTa npu 3TOM OCTaeTcs
NexaTb nepej, cBOMUM “xo3anHoM”. KapTa “Bonk”
nometaercs B cbpoc.

MpumeyaHue 1: KaxAbli pas, Nocie TOro Kak Urpok
BbIMOJIHWA OJJHO U3 3TUX TPeX AeNCTBUIA, OH bepeT 1 kapTy
U3 KONoAbl, 4ToBbl MO-NpexXHeMy UMeTb Ha pykax 3 KapTbl.
lMocne 3Toro xop, nepepaeTcs cneaylolemy urpoky,

1 TaK panee.

Mpumeuanue 2: Kaxpaas kapta “nec’, nocne Toro kak oHa
OTKPbITA, YOUPALTCA U3 KPYra U 3aMeHseTCs
HOBOIA KapToW, B3ATOM W3 CTOMKMN KapT “nec”. 31a
KapTa KnajeTcs ANLEBOI CTOPOHON BHYM3, Ha TO Xe
MecTo, rae nexana ybpaHHas kapra.

Mpumeuanue 3: Mocne TOro Kak UrPoK BbIOXKUN CBOU
nepBble 5 «CKA30UHbIX» KAPT, OH MOXET C MOMOLLbI
KapTbl «BOJIK» BbITAWWUTb OAHY U3 KapT APYroro
UrpoKa, CTapasch 3anony4yutb nocnegHioto (Ne 6) kapty
cBOen ckasku. Ecnu BbiTaWeHHas KapTa He ABAAETCA
«CKa304YHOW» KapToi C HOMEPOM 6, TO OH MOMeLLaeT ee,
a Takxe CBOI KapTy «BOJIK», B cbpoC, a 3aTeM BepeT
KapTy U3 Konoabl. [lpyroii urpok Takxe bepet cebe
OfLHY KapTy U3 KONOABI.

KoHeL, urpbl: BbIMIPbIBAET TOT UFPOK, KOTOPBIN
paHblue BCex cobepeT 6 “CkasouHbIX” KapT.




