LV - LatvieSu
DJ08281 Izglitojosa spéle - Ciparu bingo (4 spéles)

leteicamais vecums: no 3 lidz 6 gadu vecumam
Spélétaju skaits: 1 bérns un 1 pieaugusais
Komplekta ietilpst: 4 divpuséjas bingo spélu pamatnes, 48 divpusé€ji zetoni.

Spéles meérkis: Novietot Zetonus atbilsto$ajas vietas uz spéles pamatnes.
e Bérns var pats izvéléties, kuru no pieejamajiem Zetoniem novietot uz
spéles pamatnes.

Visas $1s spéles iespéjams spélét arT grupas vai komandas.
¢ Ja spélé piedalas vairaki sp€létaji, katram ir sava spéles pamatne.
e Spéles vaditajs izvelk Zetonu un to parada vai nosauc bérniem.
¢ Pirmais spélétajs, kurs piesakas Zetonam, drikst to novietot uz savas
spéles pamatnes tam atbilstosaja vieta.
e Spélétajs, kurs pirmais aizpilda savu spéles pamatni, uzvar.

AtbilstoSi bérnu zinasanu [imenim iespéjams spélét kadu no $Sim bingo
spélém.
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SagatavosSanas spélei: : B A
Novietojiet spéles pamatni bérna o] T R )
priek$a ar punktinu pusi uz augsu. b s
Spéles gaita:

Bérns novieto atbilstoSos Zetonus uz laukuma ar skaita (punktinu) pusi uz
augsu.
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Lai parbaudttu rezultatu, nav nepiecieSams pacelt Zetonus. Spélu laukumu
attéli ir pieejami bukleta un So instrukciju beigas.
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Sagatavosanas spélei:

Novietojiet spéles pamatni bérna prieksa ar rotallietu pusi uz augsu.

Spéles gaita:

Bérns novieto atbilstosos Zetonus uz laukuma ar skaita (punktinu) pusi uz

augsu.
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Saja spélé, tapat ka paréjas, atbildes var parbaudit bukleta vai instrukciju

beigas.

BINGO 3

Lai mdcitos saistibu starp daudzumiem un

skaitliem.

Sagatavosanas spélei:
Novietojiet spéles pamatni bérna prieksa

ar punktinu pusi uz augsu.

Spéles gaita:
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Bérns novieto atbilstoSos Zetonus uz laukuma ar skaitlu (ciparu) pusi uz

augsu.




Piezime: Spéli var pielagot bérna prasmju [Tmenim. Spéles sakuma bérns var
apskatit Zetonu aizmuguri, lai saskaititu punktinus.

Saja spélé, tapat ka paréjas, atbildes var parbaudit bukleta vai instrukciju
beigas.
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Spéles gaita:
Bérns novieto atbilstosos Zetonus uz laukuma ar skaitJu (ciparu) pusi uz
augsu.

Saja spélé, tapat ka paréjas, atbildes var parbaudit bukleta vai instrukciju
beigas.

SareZgitaks variants: spéles vaditajs nosauc ciparus skali, tos neparadot
bérnam.



LT - Lietuviy*
DJ08281 Edukacinis Zaidimas - Eduludo - Skaiciy bingo (4 Zaidimai)

Amtius: nuo 3 iki 6 mety
Zaidéjy skaicius: 1 vaikas ir 1 suaugusysis
Zaidimo sudétis: 4 dvipusés bingo Zaidimy lentos, 48 dvipusiai Zetonai.

Zaidimo tikslas: Sudéti Zetonus j atitinkamas vietas ant zaidimo lentos.
¢ Vaikas gali pats pasirinkti, kurj is galimy Zetony padéti ant Zaidimo lentos.

Visus Siuos Zaidimus taip pat galima Zaisti grupése arba komandomis.

¢ Jei Zaidzia keli Zaidéjai, kiekvienas turi savo Zaidimo lenta.

e Zaidimo vadovas itraukia Zetong ir jj parodo arba jvardija vaikams.

e Pirmasis Zaidéjas, kuris atsiliepia j Zetong, gali padéti jj ant savo Zaidimo
lentos atitinkamoje vietoje.

e Zaidéjas, kuris pirmasis uzpildo savo Zaidimo lenta, laimi.

Atsizvelgiant j vaiky Ziniy lygj, galima Zaisti vieng i$ $iy bingo Zaidimuy.
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PasiruoSimas zaidimui: T R RRR
Padékite zaidimo lentg priesais vaikg 2%
taskeliy puse j virsy.

Zaidimo eiga:
Vaikas deda atitinkamus Zetonus ant laukeliy skaiciaus (taskeliy) puse j virsy.
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Norint patikrinti rezultata, nereikia kelti Zetony. Zaidimo lenty vaizdai pateikti
bukleto ir Siy instrukcijy pabaigoje.

BINGO 2

Mokytis skaiciuoti vienodus objektus,
kurie yra iSmetyti.

Sis Zaidimas yra sudétingesnis, nes zaislai
ne visada iSdéstyti grupémis po du ar tris,
bet iSmétyti po visg lauka.

Pasiruosimas Zaidimui:
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Padékite Zaidimo lentg priesais vaikg
Zaisly puse j virsuy.
Zaidimo eiga:

Vaikas deda atitinkamus Zetonus ant laukeliy skaiciaus (taskeliy) puse j virsy.
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Siame Zaidime, kaip ir kituose, atsakymus galima patikrinti bukleto arba

instrukcijy pabaigoje.

BINGO 3
Mokytis rysio tarp kiekiy ir skaiciy.

Pasiruosimas zaidimui:
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Padékite zaidimo lentg priesais vaikg
taskeliy puse j virsy.

Zaidimo eiga:

........

Vaikas deda atitinkamus Zetonus ant

laukeliy skaiciy (cifry) puse j virsy.




Pastaba: Zaidima galima pritaikyti pagal vaiko gebéjimy lygj. Zaidimo

pradZioje vaikas gali paZvelgti j Zetony nugaréle, kad suskaiciuoty taskelius.

Siame Zaidime, kaip ir kituose, atsakymus galima patikrinti bukleto arba
instrukcijy pabaigoje.
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Vaikas deda atitinkamus Zetonus ant
laukeliy skaiciy (cifry) puse j virsy.

Siame Zaidime, kaip ir kituose, atsakymus galima patikrinti bukleto arba
instrukcijy pabaigoje.

Sudétingesnis variantas: Zaidimo vadovas garsiai jvardija skaicius, jy
nerodydamas vaikui.

* Vertimai parengti naudojant dirbtinj intelekta (ChatGPT).



EE - Eesti*
DJ08281 Oppeming - Eduludo - Numbrite bingo (4 mingu)

Vanus alates: 3—6-aastastele

Mangijate arv: 1 laps ja 1 tdiskasvanu

Mangu komplekt sisaldab: 4 kahepoolset bingo mangulauda, 48 kahepoolset
mangunuppu.

Mangu eesmark: Asetada mangunupud vastavatesse kohtadesse mangulaual.
e Laps vdib ise valida, millise olemasoleva mangunupu ta mangulauale asetab.

K&iki neid mange on vdimalik mangida ka riihmades vdi meeskondades.

e Kui mangib mitu mangijat, on igal mangijal oma mangulaud.

* Mangujuht tdmbab mangunupu ja naitab seda voi nimetab selle lastele.

e Esimene mangija, kes mangunupule reageerib, voib selle asetada oma
mangulauale vastavasse kohta.

¢ Mangija, kes tdidab oma mangulaua esimesena, vdidab.

Vastavalt laste teadmiste tasemele on vdimalik mangida Uhte jargmistest
bingo mangudest.

BINGO 1
Oppida loendama iihesuguseid objekte, mis
on lihtlaselt paigutatud. OGO
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Mangu ettevalmistus: : IR
Asetage mangulaud lapse ette tappide pool g
Glespoole.

Mangu kaik:
Laps asetab vastavad mangunupud viljadele loenduspunkte (tdppe) nditava
poolega lilespoole.
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Tulemuse kontrollimiseks ei ole vaja mangunuppe lles tosta. Mangulaudade
pildid on toodud bukleti ja kdesolevate juhiste I6pus.
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Mangu ettevalmistus:

Asetage mangulaud lapse ette manguasjade pool ilespoole.

Mangu kaik:

Laps asetab vastavad mangunupud véljadele loenduspunkte (tdppe) néitava

poolega llespoole.
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Selles mangus, nagu ka teistes, saab vastuseid kontrollida bukleti voi juhendi

IGpus.

BINGO 3

Oppida seost koguste ja numbrite vahel.

Mangu ettevalmistus:

PR N T LT
EX 2 2 N
Sl Bhn Bl BN
s S dede do e de
Go dede e de e
Sedede
s

& (et

Asetage mangulaud lapse ette tappide pool

Ulespoole.

Mangu kaik:

........

Laps asetab vastavad mangunupud
véljadele numbrite (arvude) poolega llespoole.




Markus: Mangu saab kohandada vastavalt lapse oskuste tasemele. Mangu
alguses voib laps vaadata mangunuppude tagakiilge, et tappe kokku lugeda.

Selles mangus, nagu ka teistes, saab vastuseid kontrollida bukleti voi juhendi
I6pus.
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Mangu kaik: IR | i Tl
Laps asetab vastavad mangunupud
valjadele numbrite (arvude) poolega llespoole.

Selles mangus, nagu ka teistes, saab vastuseid kontrollida bukleti v6i juhendi
|6pus.

Keerulisem variant: mangujuht Gtleb numbrid valjusti, neid lapsele
nditamata.

* Tolked on koostatud tehisintellekti (ChatGPT) abil.
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DEROULEMENT DU JEU: 4 BINGO GAMES TO LEARN TO COUNT AND NUMBER
« LU'enfant place les tuiles coté chiffres visible sur les cases jouets. CONTENTS: 4 double-sided bingo boards and 48 tiles.

RULES FOR THE 4 GAMES
AIM OF THE GAME: To place the tiles on the corresponding squares on the boards.
« The child can look amongst all the tiles for the one they want to put on their board by themself.

The games can also be played in a group or in teams.

« For multiple-player games, each child has a board.

«The bingo caller draws one tile after another and names it or shows it to the children.
«The player who asks for it first takes it and puts it on the correct square on their board.
The first one to complete their board wins.

Depending on the child’s knowledge, they can go on to play one of the following bingo games.
Pour ce loto, comme pour les autres, vérifier les résultats a la fin de ce livret.

Variante plus difficile : nommer les chiffres a haute voix, sans montrer le chiffre correspondant.
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HOW TO PLAY:

« The child places the counting-pip-side-up tiles on top of the matching squares.
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To check that the child has not made a mistake, you don’t need to lift the tiles one by one:
at the end of this booklet, identify the board by looking at the first square, at the top left.

BINGO 2

TO LEARN

TO COUNT
identical objects
that are scattered.

This game is already more
difficult because the toys aren’t
always organised into groups of
two or three, but scattered on
the square.

GAME SET-UP:
« Place the board in front of the
child, toy side up.
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+ The child places the counting-pip-side-up tiles on top of the toy squares.
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BINGO 3

TO LEARN

THE ASSOCIATION
BETWEEN AMOUNTS AND
NUMBERS.

GAME SET-UP:
« Place the boards in front of the
child, counting pip side up.

e iy
i
EE

e e
e e

£

e ey

Rl




HOW TO PLAY:

« The child places the number-side-up tiles on top of the counting-pip squares.

PLEASE NOTE: The game can be adapted to the child’s progress. At the start of the game, they

can look at the back of the tiles to count the pips.

For this bingo game, like the others, you can check the answers at the end of this booklet.

BINGO 4

TO LEARN

THE ASSOCIATION
BETWEEN AMOUNTS AND
NUMBERS.

GAME SET-UP:
« Place the boards in front of the
child, toy side up.
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« The child places the number-side-up tiles on top of the toy squares.

For this bingo game, like the others, you can check the answers at the end of this booklet.
More challenging variant: read the numbers aloud without showing the number.



SADAN FOREGAR SPILLET:
« Barnet legger brikkerne med siden med tal opad pa felterne med legetgj.

Ligesom i de andre bingospil kan man kontrollere resultatet bagerst i haeftet.

En lidt sveerere variant: Sig tallene hgjt uden at vise det tilsvarende tal.

3-6 ner 1 pebeHok / 1 B3pocnbiii MpaBuna nrpol

4 UTPbI B IOTO ANA OBYYEHMA ONPEQENEHUIO KOJINMECTBA U CHETY
UrPOBO KOMMJIEKT: 4 gByCTOPOHHMX UIPOBbIX MOAA AR 1OTO 1 48 duLuek.

MPABWJIA 4-X BAPUAHTOB UTPbI
LLEJ1b UIPbl: pa3amecTnTb GULLKM Ha COOTBETCTBYIOLLIME AYEKI UTPOBOrO MONA.
« Pe6eHOK MOXeET cam BblbupaTh cpefn GpurLLIeK Ty, KOTOPYIO OH XOUeT MOMECTUTb Ha CBOeM rore.

B 3T Mrpbl MOXHO TaK3Ke Urpatb C 4PYrviMy UMPOKaMI W Pa3AeMBLUNCH Ha KOMaHADI.

« EC/M B Urpe NpUHMMAET y4acTrie HECKOSIbKO €TEN, TO KaXKAbl PEGEHOK 3anoHAEeT cBoe
MrpoBoE nore.

« BepyLyuin UrpoK BbITATVBAET GULLKYA, OfHY 3a APYTOM, U Ha3bIBAET AV NOKa3bIBAET X APY VM UrPOKaM.

+ OrWKa JOCTAETCA TOMY UrPOKY, KOTOPbIN MPOCKT €€ PaHbLUE APYTVX; OH PAa3MELLAET ee [JOIKHBIM
06pa3om Ha CBOeM nore.

VIrpok, nepBbIM 3amosHMBLLNIA CBOE UrPOBOE Moie, CTAaHOBUTCA NoGeanTenem.

B 3aBMCMMOCTU OT ypOBHS HaBbIKOB U 3HaHWIN pebeHKa NpefiaraloTcs cleayioLme BapruaHTbl
nrpbi.
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XOA UrPbl:

+ PebeHOK pa3melyaeT GpULLKM CTOPOHON C M306paxKeHNeM TOUEK BBEPX Ha COOTBETCTBYOLLME

VIM AYENKN NTPOBOro Nons.
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YT06bl y6eanTbCA, YTO PEGEHOK NPaBMIbHO 3aMOJHWUI UTPOBOE MOJE, HE HYXXHO MOAHNMATD
Kaxayto GULLKY: B KOHLE GPOLLIOPbI ONPEAENITE HYXKHOE MOJIE MO BEPXHEN AUeiiKe CeBa.
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JIOTO 2

HAYYUTBCA

OMPEJENATH KOJIMYECTBO
OfMHAKOBbIX NPEAMETOB,
pacnonoxeHHbIX Bpasbpoc.

3TOT BapWaHT Urpbl HEMHOTO
CNOXHEee, TaK KaK 1306pakeHHble
UrpYLLKU He Bceraa
CrpynnupoBaHbI Mo ABe Uau no
Tpw, a pa3bpocaHbl Mo AYeiKe.

NOoAroTOBKA K UrPE:

« MomecTnTb Nepef peGeHkom
MrpOBOE MosIe CTOPOHOM C
n306paxeHnem nrpyLiek
BBEPX.
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XOA UrPbl:

+ PebeHOK pa3meLyaeT GULLKM CTOPOHON C N306paxKeHNneM TOUEK BBePX Ha COOTBETCTBYHOLLME.

MM AYEKY C UrpyLIKamm

npaBMJ‘IbHOCTb pPe3ynbTaToOB 3TOr0 BapuaHTa Urpbl B 1IOTO, Kak U APYTrnX, MOXXHO NMPOBEPUTbL B

KOHLe 6poLutopbl.

NoTO 3

HAYUYNTbCA

COOTHOCUTb
KONMYECTBO C LMOPAMMW.

NnoAroToBKA K UrPE:
«NomecTnTb Nepep pebeHkom
VrpoBoe nosne CTOPOHON
C n306paxkeHnem rpynb
npegmMeToB BBEPX.
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XOA UrPbl:

« PebeHok pa3meluaeT GULKM urdpamm BBEPX Ha COOTBETCTBYHIOLIME AYEKM C n306pakeHnem

rpynmnbl NpefMeToB.

MPUMEYAHME: AganTpoBaTb Urpy K NpoLeccy 0CBOEHNA pebeHKOM HEOOXOAVMbIX HaBbIKOB.
B Hauane napTun OH MOXeT CMOTPETb Ha 06PaTHYI0 CTOPOHY GULLIEK, YTOObI COCUMTATL TOUKM.

MpaBUNbHOCTL Pe3ybTaTOB 3TOrO BapuaHTa Urpbl B JIOTO, KaK U APYTUX, MOXHO MPOBEPUTD B

KOHLe 6poLutopbl.

JIoTO 4

HAYYNTBCA

COOTHOCUTDb
KONMWMYECTBO C LLMOPAMI.

NnoAroToBKA K UrPE:
«MomecTnTb Nnepea pebeHKom
MrPOBOE MoJsie CTOPOHOW C

I/I306pa)KEHI/I€M urpyliek seepx.
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XOA UrPbl:

« PebeHok pa3meltaeT GULKM Urdpamm BBEPX Ha COOTBETCTBYHIOLIME AYEKM C U306pakeHnem

UrpyLUeK.

npaBI/IﬂbHOCTb Pe3ynbTaToB 3TOro BapvaHTa Urpbl B 10TO, Kak 1 APYTruX, MOXXHO MPOBepUTb B

KOHLe 6poLtopbl.

Bonee cnoxHbiil BApUaHT Urpbl: Ha3biBaTb LdPbl BCIYX, He MOKa3biBas pebeHKy nx

n3o06paxeHue.






