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DJ08542 Spéle - Tapikékoi - )

leteicamais vecums: no 5 gadu vecuma
Spéléetaju skaits: 2-4

Spéles ilgums: 15 mindtes

Komplekta ietilpst: 4 spéles pamatnes (virtuve,
dzivojama istaba, gulamistaba, darzs), 36
“priekSmetu” Zetoni (9 katrai pamatnei), 1
“gimenes” Zetons, maisins.

Stat, zaglis! AtgrieZoties no pastaigas, gimene atklaj, ka kads no vinu majas
ir nozadzis vairakas lietas. Vai vari palidzét gimenei atklat, kuras lietas ir
pazudusas?

Speles mérkis: Tapikekoi ir atminas spéle. Noteikta seciba katrs spélétajs
ienem gimenes lomu, bet paréjie spélétaji ienem zaglu lomas. Kamér gimene
ir iemigusi, zagli panems vienu vai vairakus priekSmetus no spéles pamatném
un tad “gimenes” uzdevums ir atklat, kuri priekSmeti ir pazudusi.

SagatavosSanas spélei: novietojiet visas 4 pamatnes galda vidi ta, lai visi
spélétaji tas var redzét. Visus priekSmetu Zetonus saliek maisina. No maisina
izvelk 12 Zetonus un izvieto uz pamatném dazadas vietas, jaukta seciba. Katrs
priekSmets pieder noteiktai pamatnei: tie ir viena krasa ar atbilsto3as
pamatnes ramiti.

Uzmanibu! Pirms spéles sakuma vélams visiem spélétajiem kopigi apskatit
priekSmetu Zetonus un vienoties, ka tos sauks, pieméram, lai nav ta, ka viens
attéla redz divriteni, bet cits to saskata, ka skrejriteni.

@ 3TE e I: -E l v| .T_,»‘#

g &Y e o - = v 2 e ETT g
3 S |

.. a0 P mimic " iiie

Spéles norise: pirmaja gajiena “gimenes” lomu ienem vecakais spélétajs. Péc
tam spéle turpinas pulkstena raditaja virziena. Spélétajs, kur$ ienem
“gimenes” lomu, noliek “gimenes” Zetonu sev prieksa.
Ir nakts: “Gimenes” spélétajs aizver acis un skali skaita Iidz 10. Kamer
spéléetajs ir aizvéris acis, paréjie spélétaji panem no majas dazadus
priekSmetus péc savas izvéles. Nozagtos priekSmetus spélétaji paslépj sev
rokas:

e Jaspelispélé 2 spéletaji: zaglim janozog 4 priekSmetus

e Jaspéli spélé 3 spélétaji: katrs zaglis nozog 2 priekSmetus

e Jaspéli spélé 4 spélétaji: katrs zaglis nozog 1 priekSmetu

Kad “gimenes” spélétajs ir aizskaitijis l1dz 10, vins atver acis un ripigi izpéta
visas Cetras telpas, lai saskatitu, kas ir pazudis. Spélétajs nosauc katru
pamatni un kads priekSmets vai priekSmeti attiecigaja telpa ir pazudusi. Ja
spélétajs pareizi nosaka, kads priekSmets ir pazudis, vins ieglst sava ipasuma
attieciga priekSmeta Zetonu un novieto to sev prieks3, ar attélu uz augsu.
“Gimenes” spélétajs turpina pétit maju. Gajiens beidzas, kad:

- “gimenes” spélétajs ir ieguvis visus naktl nozagtos priekSmetus, vai

- “gimenes” spélétajs pielauj klidu (nosauc kadu priekSmetu, kas netika

nozagts, vai nosauc priekSmetu kopa ar nepareizo pamatni), vai
- “gimenes” spélétajs padodas, jo vairs nevar atceréties nevienu
priekSmetu, kas bUtu pazudis.

Gajiena beigas zagli, kuriem rokas joprojam saglabajuSies neatminétie
priekSmetu Zetoni, ieglst Sos Zetonus sev un novieto tos sev prieksa, ar
attéliem uz augsu.
Péc tam “gimenes” lomu ienem nakoS3ais spélétajs. Spélétaji panem no
maisina 4 jaunus Zetonus un novieto uz atbilstoSajam pamatném. Tad
“gimenes” spélétajs var panemt “gimenes” Zetonu un sakas jauns raunds.
Uzmanibu: lai batu viegldk atceréties prieksmetu Zetonus, tiem jabat
novietotiem atbilstosds vietds, ka tas bdtu dzivé. Pieméram, vazei jabdt uz
galda vai plaukta, nevis uz divana.

Spéles beigas: spéle beidzas, kad gajiena sakuma vairs nav palicis neviens
priekSmetu Zetons, ko novietot maja. Spéli uzvar dalibnieks, kurs$ ieguvis
visvairak priekSmetu Zetonu.

Grutaks spéles variants pieredzéjusiem spélétajiem “Juceklis!”:
“PriekSmetu” Zetonus izvieto uz jebkuras pamatnes, neatkarigi no to krasas.
Spéles autori: Romaric Galonnier un Laurent Toulouse.
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DJ08542 Zaidimas: Tapikékoi .

Amzius: nuo 5 iki 99 mety

Zaidéjy skaicius: 2-4

Zaidimo trukmeé: 15 min

Zaidimo sudétis: 4 7aidimo kortelés (virtuve,
svetainé, miegamasis, sodas), 36 daikty Zetonai
(po 9 kiekvienam pagrindui), 1 didelis Seimos
Zetonas, 1 medziaginis maiselis.

Stop, vagis! Atsibude seimos nariai pastebi, kad kazkas juos apvogeé. Suraskite, kuriy
daikty namuose triksta?
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Zaidimo principas: Tapikekoi yra atminties lavinimo Zzaidimas. Paeiliui
kiekvienas zaidéjas vaidina Seimg, o kiti apsimeta vagimis. Kai Seima miega,
vagys nuima nuo kambariy korteliy po vieng ar kelis daiktus. Vaidinantis
Seima

Zaidéjas turi atspéti, kokiy daikty triksta.
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PasiruoSimas Zaidimui: Padékite keturias kambariy korteles stalo viduryje
taip, kad visi Zaidéjai jas gerai matyty. Sudékite visus daikty Zetonus j
medziaginj maiselj. Istraukite i§ maiselio 12 Zetony ir sudéliokite juos
atitinkamai ant kiekvienos kortelés. Visi Zetonai priklauso konkreciai kortelei:
jie yra tos pacios spalvos, kaip ir kortelés apvadeélis.

Démesio: Pries pradedant Zaisti rekomenduojama, kad visi Zaidéjai apZiiiréty
Zetonus ir susitarty kaip koks daiktas vadinasi.

b' I
1

. Ak | fﬂ:‘-:"" uﬁ}"w

't \

-

Zaidimo eiga: Vyriausias 7aidéjas pirmasis tampa $eimos atstovu, 7aidimas
vyksta pagal laikrodZio rodykle. Pries jj padedamas didelis Seimos Zetonas.
Naktis: Seimos Zaidéjas uzsimerkia ir garsiai skaiCiuoja iki 10. Tuo metu like
Zaidéjai pasiima nuo kambariy korteliy j rankas bet kuriuos daikty Zetonus.

- Jei zaidzia tik 2 Zaidéjai, vagis turi paimti 4 daiktus.

- Jei zaidzia 3 zaidéjai, vagys turi pasiimti po 2 daiktus.

- Jei zaidzia 4 zaidéjai, vagys turi paimti po 1 daikta.

Suskaiciavus iki 10, Seimos Zaidéjas atsimerkia ir apziGri nama. Jis garsiai
pasako, koks daiktas i$ kokio kambario dingo.

Atspétus daikty Zetonus jis pasiima i$ vagiy ir pasideda atverstus priesais
save.

Seimos Zaidéjas toliau tikrina nama. Kito Zaidéjo éjimas baina tik tuomet, jei:
- Seimos Zaidéjas surinko visus pavogtus daiktus;
- padaré klaidg (jvardijo daiktg, kuris nebuvo pavogtas arba buvo
pavogtas ne i$ to kambario);
- pasiduoda, nes nebegali prisiminti visy dingusiy daikty.

Jei éjimo pabaigoje pas vagis dar liko neatspéty daikty Zetony, jie juos
pasiima kaip savo laiméjimus ir pasideda atverstus priesais save.

Sekantis Zaidéjas vaidina Seima. Jis i$ maiSelio iStraukia naujus Zetonus ir po
4 i$délioja juos atitinkamuose kambariuose. Seimos kortele pasideda priesais
save ir Zaidimas tesiamas.

Pastaba: Tam, kad bity lengviau jsiminti Zetonus, juos reikia iSdélioti ant
pagrindy tokiose vietose, kuriose guli atitinkiami daiktai realiame gyvenime.

Zaidimo pabaiga: Zaidimas baigiamas, kai naujo éjimo metu maiselyje
nebelieka Zetony. Laimi Zaidéjas, surinkes daugiausiai Zetonu.

Sudétingesnis Zaidimo budas: “Netvarkingi namail!”: Daikty Zetonai
iSdéliojami ant bet kuriy korteliy, nepriklausomai nuo spalvos.

Zaidimo autoriai: Romaric Galonnier ir Laurent Toulouse.
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DJ08542 — Méng: Tapikekoi =

Vanus alates: 5-99

Mangijate arv: 2-4

Manguaeg: 15 minutit

Mangu komplekt sisaldab: 4 mangualust | By
(kook, elutuba, magamistuba, aed), 36 %m“
»objekti“ poOhist Zetooni (9 iga mangualuse d
jaoks), 1, perekonna“ Zetoon ja kott.

Stopp, vargad! Kui perekond drkab siis nad avastavad, et méned asjad on
majast varastatud. Kas leiate, millised asjad on puudu?
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Mangu pohimote: Tapikekoi on malutreenimise mang. Iga mangija mangib
oma mangukorra ajal perekonna rolli ja teised mangijad mangivad vargaid.
Sel ajal, kui pere magab, vargad eemaldavad mangualuselt Gihe vGi mitu eset.
See mangija, kes on perekond peab dra arvama, mis asjad on varastatud.

Mangu ettevalmistus: Asetage neli mangualust lauale mangijate vahele, et
mangijad naeksid neid. Asetage koik ,objekti” Zetoonid kotti. VGtke kotist
vdlja 12 juhusliku valimi alusel ,objekti“ Zetooni ja asetage need keset
mangualuseid. K&ik objektid kuuluvad kindlatele alustele: Zetoonid on sama

varvi kui mangualuste kontuur. Asetage Zetoonid Gigetele mangualustele.

N.B.1: enne mdngu algust on soovitav, et kbik mdngijad vaataksid ja
tutvuksid ,,objekti” Zetoonidega ja lepitakse omavahel kokku kuidas neid
nimetatakse.

Mangu kaik: Kdige vanem mangija on ,perekonna” mangija mangu alguses
ja mang jatkub kella osuti liikumise suunas. Tema asetab ,perekonna”
Zetooni enda ette.
On 06aeg ja , perekonna” mangija sulgeb oma silmad ja loeb kdva haailega
kiimneni. Samal ajal teised mangijad votavad mangualuste tubadest objekte,
mis neile meeldivad. Nad peidavad véetud objektid enda katte.
e Mang 2 mangijaga: voetakse dra 4 objekti.
e Mang 3 mangijaga: vGetakse dra 2 objekti iga mangija poolt, kes on
vargad.
e Mang 4 mangijaga: vOetakse dra 1 objekt iga mangija poolt, kes on
vargad.
Kui perekonna mangija on Idpetanud kiimneni lugemise siis avab ta silmad ja
tutvub majaga. Ta nimetab iga toa ja selle, mis objekt on sellest toast
kadunud. Kui mangija nimetab puuduoleva objekti siis ta voidab endale
varastatud objekti Zetooni, mille asetab enda ette pilt lilesse poole.

Perekonna mangija tutvub majaga, mangukord on labi:
e Kui perekonna mangija on nimetanud k&ik puuduolevad objektid,
mis varastati 60sel.
e Kui ta teeb objekti nimetamisel vea (litleb objekti mida ei ole
varastatud vGi nimetab vale toa objekti)
e Mangija annavad mangukorra edasi, kui mangijale ei meenu Uhtegi
objekti mis on kadunud.
Mangukorra I8pus saavad vargad endale need objektide Zetoonid, mis jaid
neile kadtte peidetuks. Asetavad voidetud Zetoonid enda ette pilt llesse
poole.
Nilid saab jargmine mangija ,perekonna” mangijaks. Kotist voetakse uued 4
objekti Zetooni ja asetatakse mangualusele. Seejarel saab jargmine mangija
endale ,,perekonna“ Zetooni ja mang algab uuesti.
N.B.2: Kergemaks objektide meeldejdtmiseks véib Zetoonid asetada kohe
oigete tubade mdngualustele, nii nagu objektid asetsevad toas.

Mangu 16pp: Mang on labi, kui kotis ei ole enam objektide Zetoone, mida
mangualustele asetada. Mangija kellel on kdige rohkem vdidetud objekte
voidab mangu.

Mang edasijoudnud mangijatele: “Keeruline maja”
“Objekti” Zetoone vodib asetada likskdik millistesse tubadesse olenemata
nende varvist.

Mcdngu autorid Romaric Galonnier ja Laurent Toulouse.



i p i ?
Contenu « EN Content Ta p l ke kol Contetdo « ' Inhoud

DEInhalt . =< Contenido . Innehall « DA Indhold
Contenuto CopepaHune




()

Game rules S it e

Stop, thief! When they wake up, the family discovers that some scallywags have stolen some
things from the house. Can you find which objects are missing?

Principle:

Tapikekoi is a memory game. In turn, each player plays the role of the family, and the others will play
the thieves. While the family is asleep, the thieves will remove one or more objects from the boards.
It's up to the “family” player to find out what the missing objects are.

Setting up:

Put the 4 boards in the middle of the table so all players can see them clearly.

Put all the “object” tokens in the bag. Draw out 12 tokens at random and divide them across the
boards. Each of the objects belongs to a specific board: they are the same colour as the outline of
the board they belong to.

N.B.1: Before starting the game, it is recommended that the players all look at the “object” tokens and
agree on what they will call them.

Playing the game:

The oldest player is the “family” player for the first turn, and play then continues in a clockwise
manner. They put the “family” piece in front of them.

It is night-time: the “family” player closes their eyes and counts to 10 out loud. During this time,
the other players take objects from wherever they like in the house.

They hide the stolen object or objects in their hands.

- For 2 players: the thief must take 4 objects
« For 3 players: the thieves must take 2 objects each
« For 4 players: the thieves must take 1 object each

When they have finished counting to 10, the “family” player opens their eyes and inspects the
house. They name each board and say what object or objects have disappeared.

If they remember one of the missing objects, they win the stolen token, which they put in front of
them, face up.

The “family” player continues to inspect the house. The turn is over when:

- the “family” player has collected all of the objects stolen during the night,

- they make a mistake (listing an object that was not stolen or giving the wrong board for an object),
- they give up on their search because they can’t remember any more objects that have disappeared.

At the end of the turn, any “thief” players who still have one or more tokens in their hands win those
tokens and put them in front of them, face up.

A new player then becomes the “family” player. They take 4 new tokens from the bag, which they
put on the corresponding boards. They then take the “family” piece and a new turn begins.

N.B.2: To make it easier to memorise the tokens, they should be put in their proper place on the boards,
as if you were arranging real rooms!

End of the game:
The game is over when there are no more objects to put in the house at the start of a new turn.
The player who has the most objects wins.

Variant for expert players: “The topsy-turvy house!"”
“Object” tokens can be placed on any board, regardless of their colour.

A game by Romaric Galonnier and Laurent Toulouse.
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JloBu Bopa! PaHHMM yTpoMm cembsl 06HapPY»Kua, YTO BOPbI YKpanu 13 JoMa HeKoTopbie Belyu.
CmoxKeTe onpeaennTb, KaKUX Belllen He XBaTaeT?

Tapikekoi — vrpa Ha pa3Butne namaTu. Kaxzablii o ouepeamn UrpaeT 3a CEMbIO, a OCTaJIbHblE UTPaIOT
3a BopoB. [Toka ceMbsl cnnT, BOPbI KpagyT 1 U HECKONIBbKO NPeMEeTOB C LWAbJIOHOB.
A TOT, KTO UrpaeT 3a CeMblo, IOJIXKEH ONpefeNnunTb, Kaknx NpeMeTOB He XBaTaeT.

Monoxwute 4 WwWabnoHa B LeHTpe CToNa, YTOObl OHU ObINY XOPOLLO BUAHbI BCEM UTPOKaM.
MonoxwuTe BCe »KeTOHbI «NMpeAMeT» B MeLLOK. [locTaHbTe 12 CllyyalHbIX >KeTOHOB U Pa3noXute
Ux no wabnoHam. Kaxablil npeMeT OTHOCUTCA K onpefeneHHoOMy WwabnoHy — ux uset
COBMajaeT C LIBETOM PaMKI1 COOTBETCTBYIOLLEro WabnoHa.

MpumeyaHue 1. leped Ha4anom napmuu pekomeHOyemcs 8cem 8Mecme NOCMOMpPeMb XemoHsb!
«npedmem» U 002080pUMbCA, KK 8bl ByOeme ux Ha3bI8aAMb.

B nepBoM payHfe posib CemMbM UCMOJTHAET CaMblil CTAaPLUMIA UFPOK, A 3aTeM 3Ta posib GyaeT
nepexoanTb Mo YacoBol cTpenke. OH 6epeT GpULLKY «CeMbs» 1 CTaBUT ee nepeg co6oM.

HaCTyI'IaET HOYb: I/lrpaIOLI.l,I/lIh 3a CEMbIO 3aKpblBaeT rasa 1 BC1yX CYUTaeT Ao 10.
B ato BpemMaA OCTaNlbHbl€ UTPOKN 6epyT 13 goma nobble npeameTbl n NPAYYT UX B PyKe.

« 2 rpoka: Bop 6epet 4 npeameTa.
+ 3 Urpoka: Kaxabli U3 BopoB 6epeT no 2 npegmeTa.
4 urpoka: Kaxabli 13 BopoB 6epet no 1 npegmerty.

3aKoHuMB cumnTaTh Ao 10, UrpaioLmin 3a ceMblo OTKPbIBAET rfla3a U OCMaTprBaeT JOM.

OH noKasblBaeT Ha KaXKAbll LWabnoH 1 roBopuT, Kakne npeameTbl ucyesnu.

Ha3BaB HefocTalowWwmii NpeameT, OH 3apabaTbiBaeT YKpaeHHbIN XeTOH U KnageT ero nepef coboi
N1LEeBOW CTOPOHOW BBEPX.

3aTem urpatoLmin 3a ceMblo MPOAOSIKAET OCMOTP Aoma. Ero xof 3akaHUMBAETCA, €C/IN OH:

- Ha3Ban Bce NpegMeTbl, YKpaeHHble HOUbIo;

- JonycTun owmnbKy (HazBan npeameT, KOTOPbIN He Bbl yKpaAeH, v HeBepHO yKa3an WabnoH ans
npeameTa);

- OTKa3ascA NPOoAOMIKaTb MOMCKM, TaK KaK He MOMHUT, Kak1e NpeamMeTbl UcYesnu elle.

Ecnun B KoHUe xofa y «Bopa» OCTaNnCA OfVH WM HECKOMbKO XXeTOHOB B PYKe, OH X 3apabaTbiBaeT 1
KNageT nepep coboi N1LeBo CTOPOHOI BBEPX.

Ponb cembn nepexognT K cnegyowemy Nrpoky. OH JocTaeT 13 MeLKa 4 HOBbIX XeTOHa, KnageT nx
Ha COOTBETCTBYOLWMNE WwabnoHbI, 6epeT (I)I/ILIJKy «CemMbs», U HAYNHAETCA HOBbIN payHa.

npume'-laHue 2. Ymobwbl xxemoHsi 661710 npowe 3anoMHUMe, 00CMamoYHo KJ1acme UX HA c8oU Mecma
Ha wWaboHax, Kak 6y6mo paccmassiaeme mebesb 8 KomHamax!

MapTua 3aKaHUYMBaAETCA, KOTAa B Hauae HOBOTO payHAa B MELLKe He OCTaNoCh XETOHOB «MPeaMeT»,
YTO6bI BbIIOXKUTD UX.
Mo6expaaeT Urpok, sapaboTaslunii 6onblue BCex NpeaMeToB.

YKeToHbl «npeamMeT» BbIK/IaAblBaOT Ha NI06OI WabnoH, He obpallas BHUMAHWA Ha UX LiBET.

AsTOpbl Urpbi: Pomapuk NanoHHbe n Jlopa Tynys.



