LV — LatvieSu
DJ08267 Izglitojosa spéle - Kermenis

leteicamais vecums: no 3 gadu vecuma
Spélétaju skaits: 2 - 6 spélétaji

Komplekta ietilpst: laimes rats, 6 modelu
kartis, 36 dazadu formu detalas.

Spéle mazajiem, lai iepazitos un izzinatu
cilveka kermena dalas.

Spéles meérkis: bit pirmajam, kas atveido sava modela figiru.

lepazisanas ar spéli: Kopa ar bérniem atpazistiet un nosauciet visas uz laimes

rata attélotas kermena dalas.
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Péc tam ari paludziet bérniem paradit un nosaukt $is dalas uz vinu pasu
kermeniem.

Sagatavosanas spélei:
e Novietojiet laimes ratu galda vida.
e Katrs spélétajs izvélas vienu modela kartinu un panem tai attiecigas
6 formu detalas (krdsa uz detalu aizmugures atbilst kartinas fona
krasai).

e Péctam katrs spélétajs atrod savu sakuma detalu, pagrieZ to ar seju
uz augsu un novieto sev prieksa.
Sakuma detala ir apzimeéta ar simbolu: .

e Tad ari paréjas detalas apgriez
otradi un novieto blakus.

Spéles gaita:
e Spéli sak jaunakais spélétajs un iegriez laimes ratu. Laimes rats
norada kadu no kermena dalam.
e Péctam bérns skatas, vai vina detalas ir atbilstosa kermena dala.

Ja bérnam ir atbilsto$a kermena dala, vinam ir:
1. Pareizi janosauc ST kermena dala,
2. Japarada i dala uz sava kermena.
Pieméra: “Roka!”

Ja bérns Sis abas darbibas izdara pareizi, vins drikst panemt detalu un
novietot to vajadzigaja pozicija (ka redzams kartina) pie savas sakuma
detalas.

Tad gajiens pariet nakamajam spélétajam.

Ja bérns vienu vai abas darbibas izdara nepareizi, gajiens tiek izlaists un
pariet nakamajam spélétajam.

Ja starp bérna detalam nav tadas kermena dalas, kada uzgriezta uz laimes
rata, gajiens tiek izlaists un pariet nakamajam spélétajam.



Svarigi!
Spéléetajiem precizi jaievero, kada kermena dala ir noradita.
Pieméram, ja laimes rats norada pédu, spélétajs nedrikst nemt kajas detalu.
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Tiesi tapat, ja laimes rats norada plaukstu, spélétajs nedrikst nemt rokas

detalu.
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Spéles beigas: Kad kads no spélétajiem ir pabeidzis savu figliru, spéle beidzas
un Sis spélétajs ir uzvargjis.



LT — Lietuviy
DJ08267 Edukacinis zaidimas - Kiinas

Amzius: nuo 3 mety
Zaidéjy skaicius: 2 - 6
Zaidimo sudétis: suktukas, 6 modeliy kortelés
ir 36 formos detalés.

Pirmasis Zaidimas, skirtas Zmogaus kiino
pazinimui ir suvokimui.

Zaidimo tikslas: Pirmam atkurti figiirg pagal $ablona.

Zaidimo pristatymas: Padékite vaikui atpaZinti ir jvardyti ant suktuko

pavaizduotas kino dalis.
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Paprasykite vaiko taip pat atpaZinti ir jvardyti Sias kiino dalis ant savo kiino.

PasiruoSimas Zaidimui:
e Padeékite suktuka stalo centre.
e Kiekvienas Zaidéjas pasirenka Sablono figlréle ir surenka 6 figtréles,
susijusias su jo Sablonu (figliréliy nugarélés spalva atitinka Sablono
kortelés fono spalva).

e Kiekvienas Zaidéjas ieSko savo pradinés figlirélés. Tai ta, kurios gale
yra Sis simbolis: . J3 padeda priesais save.

e  Kitos dalys taip pat apverciamos ir iSskleidZziamos j vieng puse.

Zaidimo eiga:

e Jauniausias  Zaidéjas eina
pirmas ir suka rodykle ant
suktuko. Rodyklé sustoja ant
vienos i$ kiino daliy.

e Vaikas zidri, ar jo figlrélése yra atitinkama kno dalis.
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Jei vaikas tarp savo daliy turi atitinkama kdno dalj, jis turi:
1. Teisingai jvardyti kiino dalj,

2. Parodyti, kur ji yra ant jo kiino:

PavyzdZiui: ,Ranka!”

Jei vaikas teisingai atlieka Siuos du veiksmus, jis paima figlréle ir pastato ja
tinkamoje vietoje (kaip parodyta Sablono korteléje) savo pradinés figrélés

atzvilgiu. * Q
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Tuomet éjimg daro kitas Zaidéjas.

Jei vaikas vieng iS Siy dviejy dalyky padaro neteisingai, Zaidimas
perduodamas kitam Zaidéjui.
Jei vaikas tarp savo figiiréliy neturi tinkamos kiino dalies, Zaidimas
perduodamas kitam Zaidéjui.



Svarbu!
Zaidéjai turi laikytis nurodytos kiino dalies:
Jei rodyklé sustoja ant pédos, bet vaikui reikia 2 kojy daliy, jis negali imti kojy.
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Panasiai ir su rankomis, jei Zaidéjas iSsuka delng, bet jam reikia 2 ranky, jis
negali imti ranky.
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Zaidimo pabaiga: Zaidimas baigiasi, kai vienas i§ Zaidéjy pirmasis uzbaigia
savo figlirg. Tas Zzaidéjas yra nugalétojas!



EE — Eesti*
DJ08267 - Hariduslik mang - Keha

Vanus: alates 3. eluaastast
Mangijate arv: 2 - 6.

Komplekti kuuluvad: 1 keeruti, 36
siluetikujulist kaarti ja 6 Sablooni.

Esimene mang inimese keha /-
tundmadppimiseks ja teadlikkuse arendamiseks.

Mangu eesmark: Olla esimene, kes taastab oma Sabloonkuju.

Mangu tutvustus: Aita lapsel tuvastada ja nimetada keerutil ndidatud
kehaosad.
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Paluge lapsel nimetada ja naidata neid kehaosi omaenda kehal.

Mangu ettevalmistus:
e Asetage keeruti laua keskele.
e Iga mangija valib lGhe Sabloonkuju ja kogub 6 tiikki, mis selle juurde
kuuluvad
(ttikkide tagakiljel olev varv vastab Sabloonkaardi taustavarvile).

e Iga mangija otsib oma algustiiki. See on see, mille tagakiiljel on see
siimbol: . Ta asetab selle enda ette pildiga Ulespoole.

e Ka teised tikid keeratakse
imber ja laotatakse (hele
poole laiali.

Mangu kaik:
e Noorim mangija alustab ja keerutab keeruti noolt. Keeruti peatub
Ghel kehaosal.
e Laps vaatab, kas tal on oma tiikkide hulgas vastav kehaosa.
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Kui lapsel on see tiikk olemas, peab ta:

1. Oigesti nimetama kehaosa,
2. Naitama, kus see asub tema enda kehal: “Kasil”.

Kui laps teeb need 2 asja digesti, vGtab ta tiiki ja asetab selle Gigesse kohta
(nagu naidatud tema Sabloonkaardil) oma algustiiki suhtes.
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Seejarel on jargmise mangija kord.
Kui laps eksib iihe v6i m6lemaga, ldheb kord jargmisele mangijale.

Kui lapsel ei ole vastavat kehaosa oma tiikkide hulgas, Iaheb kord jargmisele
mangijale.

Oluline: mangijad peavad jargima keerutil ndidatud kehaosa.



Kui keeruti peatub jalal, aga laps vajab veel 2 jalatiikki, ei tohi ta votta jalga.
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Samamoodi, kui keeruti peatub kael, aga laps vajab veel 2 katt, ei tohi ta votta

katt.
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Mangu I6pp:
Mang IGpeb siis, kui liks mangija on esimesena oma kuju taielikult kokku
pannud.

See mangija on voitjal



@ Rules of the game BODYCO

2to6 GZOmin

A first game on knowledge and 3 years
awareness of the human body and over

Contents: 1 spinner, 36 silhouette-shaped cards and 6 templates.

Aim of the game: Be the first to recreate your template figure.

Introducing the game:

* Help the child to identify and name the parts of the body shown on the spinner.

head arm hand

leg foot

* Ask the child to identify and name these parts of the body on their own body.

Game set-up:

* Place the spinner in the centre of the table.

* Each player chooses a template figure and
collects the 6 pieces associated with their template
(the colour on the back of the pieces corresponds to the background colour of the
template card).

* Each player looks for their starting piece. It is the one with this symbol on the
back: . They place it face up in front of them.

* The other pieces are also turned over.
They are spread out to one side.




How to play:
* The youngest player goes first and spins the pointer on the spinner. The spinner
lands on one of the body parts.

* The child looks to see if they have a matching body part among their pieces.
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If the child has a matching body part among their pieces, they have to:
1. Correctly name the body part.
2. Show where it is on their own body: "An arm!"

If the child does these 2 things correctly, they take the piece and place it in the
right position (as shown on their template card) in relation to their starter piece.

Then it is the next player's turn.
If the child does one of these 2 things wrong, play passes to the next player.



If the child does not have a matching body part among their pieces, play passes to
the next player.

Please note that players must adhere to the body part indicated:
If the spinner lands on the foot but the child needs 2 leg pieces, they cannot take
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Similarly, if the spinner lands on the hand but the child needs 2 arms, they cannot
take the hand.
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* The game ends when one of the players becomes the first to complete their figure.
That player is the winner!




RUS MpaBuna urpobl BODYCO
Wrpa ansa 3HaKoMcTBa €O CTPOEHUEM 3 ner 16 @ 20 muH
yenoBe4yeckoro tena \

WUrpoBoit kKomnnekT: 1 Koneco, 36 GUrypHbIX KapTouek 1 6 mogenei.
Lienb urpbl: nepBbiM cobpaTh CBOEro NEPCOHaXKa COrIacHO MOLENN.
Mepea Hayanom urpbi:

* BmecTe ¢ pebeHKOM Ha30BWTe YacTu Tesa, n3obparkeHHble Ha Kosece.

ronosa PYKa NaaoHb

HOra cTtona

* Monpocute pe6eHKa HaWTWU 3TN YacTn Tena i cebs 1 Ha3BaTb MX.

MoaroToBKa K urpe:
 MoNOXKUTE KONECO B LEHTp CToa.

o Kakablit UrpoK BbIBUPAET MoAe/b NepcoHaka
1 6epeT 6 COOTBETCTBYIOLLMX AeTanel

(usem obpamHoli cmopoHel demareli coomeemcmayem ugemy ¢)oHA KAPMOYKU C MEePCOHAMEM).
o Kaaplit UrPOK MLLET B cBOEM Habope HavyanbHyto AeTanb. Ee MOXXHO onpeaenunTs no
3TOMY CMMBOJy Ha 0B6pPaTHOM CTOpoHe: . OH Knaget 3Ty feTanb nepes cobow
NNLIEBOI CTOPOHOW BBEPX.

® 3aTem OH NepeBOpPaYMBaAET Apyrue AeTanu
M pacKkNaabIBaeT UX pAAOM.




Xop, vrpbl:

¢ MepBbIM XOAUT CaMblit MAAALIMIA UTPOK. OH KPYTUT CTPenKy Ha Konece. Koneco
YKa3blBAET Ha OAHY M3 YacTeit Tena.

® PebeHoK nposepAeT, eCTb I cpeau ero LeTaneu aTa yacTb Tena.
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Ecnu B Habope aeTaneli pebeHka ecTb Hy)XXHaa YacTb Tesa, eMy HeobxoamMmo:

1. NpaBWbHO ee Ha3BaTb.
2. nokasatb ee Ha cebe: «PyKal»

Ecnu pe6eHOK BbINONHAET 3TU 2 3aaHMA NPaBUAbHO, OH 6epeT AeTanb U KNageT ee
Ha COOTBETCTBYHOLLEE MECTO (KaK Ha MOAENU) PAAOM C HauyabHOMN AeTasblo.

3aTeM X04, NePEXOAMNT K CEeLYIOLWEMY UTPOKY.

Ecnn 0aHO U3 2 3a4aHuii BbINOIHEHO HEBEPHO, XOA, NEPEAAETCA CIEAYIOLWEMY UIPOKY.



Ecnun B Habope aeTaneli pebeHka HET HYXKHOM YacTu Tesa, Xo4, nepesaerca
CIeflytoLLEeMY UTPOKY.

Ba)KHOe NPaBUANO: HYHHO CMPo20 cob00aMb YKA3AHHYI0 Yacme mena:

€Cs1U KOoseco yKasbleaem HaA cmory, a p€6€HKy HYM(HbI 2 demanu ¢ Ho2amu,
OH He Moxtem 834mb cmorny.
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TOYHO MAK Xce, ecau Koneco yKazeleaem Ha Aad0Hb, HO pebeHKy HyH#HbI 08e pyKu,
OH He Moxcem 83Amsb /1000Hb.
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° /rpa 3aKaHYMBAETCA, KOTAA OAMH U3 UrPOKOB NOTHOCTbIO COBepeT CBOero
nepcoHaxa. IToT UrpoK cuuTaeTcs nobeautenem!




