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leteicamais vecums: no 5 gadu vecuma
Spélétaju skaits: 1
Komplekta ietilpst: 25 divpuséjas uzdevumu “ ik

kartinas (40 uzdevumi ar B}
@ SOLOGIC

pieaugosu grutibas Q
pakapi), 6 koka sejinas.
Spéles meérkis: izveidot pareizu monstrina seju, izmanotjot noraditas
monstrinu sejas (abas to puses).
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Spéles norise: Izvélieties uzdevuma @ @
kartinu ar vélamo gratibas pakapi.
Panemiet tikai tas koka sejinas, kuras ﬁ ﬁ
noraditas uz uzdevumu karts.
¢ Lieciet sejinas vienu uz otras, lai gala rezultata iegltu tiesi tadu sejinu, kada
ir noradita uz uzdevumu karts.
Sejinas var izvietot jebkada seciba un izmantojot gan priekSpusi, gan
aizmuguri. Svarigi tikai, lai gala rezultata visi elementi uz sejinas sakristu ar
to, kada sejina redzama uz karts.
« Gratakajos uzdevumos ir laucini ar jautajuma zimi. Sados gadijumos nav
zinams, kads elements bds $aja laucina (ta var bat gan mute, gan deguns u.c.).

Tacu Sos laucinus nedrikst atstat tuksus.
Tapat, ka visiem uzdevumiem, ari Siem ir tikai viens iespéjamais atrisinajums.
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Katram uzdevumam ir tikai
viens atrisinajums.

Katra uzdevuma atrisinGjumu
atradisiet bukleta beigas.
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Skatoties atrisinajumu — numuri ir paraditi tada seciba, kada seciba ir
janovieto sejinas viena uz otras. Savukart krasa norada, vai jaizmanto sejas
priekSpuse vai aizmugure. Zala krasa nozimé, ka jaizmanto priekSpuse,
savukart sarkana krasa nozimé pagriezt sejinu otradi. *Ar sadam krasam ari
apziméti numurini uz seju pamatném, kas attiecigi parada, vai ta ir sejinas
priekSpuse vai aizmgure.

Spéles autors: Yoann Levet.
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Amazius: nuo 5 iki 99 mety
Zaidéjy skaicius: 1
Zaidimo sudétis: 6 medinés detalés ir 20 korteliy.
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Zaidimo tikslas: Atkurkite pabaisos veidag naudodami nurodytus medinius
veidus, priekine arba kita puse, atverstas j virsy.

SOLOGIC

x6

Zaidimo eiga:
Pasirinkite isSukio kortele.
Paimkite tik korteléje nurodytus

medinius veidus.

e Sudékite veidus vienas ant kito,
kad atkurtuméte veidg pasirinktoje iSstkio korteléje. Veidus galima sukrauti
bet kokia tvarka, priekine arba kita puse, atverstas j virsy.

¢ Sunkiausiuose isstikiuose yra tarpy su klaustukais.
Tokiais atvejais erdvéje yra nezinomas elementas (burna, nosis ir kt.). Tokios
vietos negali bati tuscios.
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Kiekvienam isstkiui yra tik
vienas sprendimas.
Sprendimus rasite Sios
knygelés pabaigoje.
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Skaiciai pateikiami tokia tvarka, kokia turi bati sudéti veidai.
Spalva nurodo puse, kuri turi bati nukreipta j virSy: Zalia reiskia priekine puse
j virSy, o raudona — atvirkstine puse j virsy.

Zaidimo autorius: Yoann Levet.
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4D CHALLENGES

KANNATLIKKUST OPETAV MANG
Vanus alates: 5 - 99-aastastele
Mangijaid: 1 mangija 2N
Komplekti kuuluvad: 6 Q ;
puidust nagu ja 20 &
Ulesandekaarti (40 jarjest

raskema tasemega llesannet).

Mangu eesmark: teha koletise nagu
jarele, kasutades Uht voi teist pidi
asetatuna vaid loetletud nagusid.

Mangu kaik:

Vali valja Uiks tGlesandekaart.

Kasuta ainult kaardile margitud puidust nagusid.

* Pane ndod Uksteise peale ja tee nii jargi valitud lGlesandekaardil naidatud
nagu. Nagusid voib liksteise peale panna mis tahes jarjekorras ja mis tahes
pidi.

¢ Koige raskemates iilesannetes on kiisimarkidega kohti.

See tdhendab, et neis kohtades on moni tundmatu element (suu, nina jne).
Neid kohti ei tohi tiihjaks jatta.

Nagu koikidel teistel Glesannetel, on ka seda tilpi Glesannetel ainult (ks
vBimalik lahendus.
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Iga Ulesande jaoks on ainult
ks Gige lahendus!
Lahendused leiad vihiku IGpust.

Add4-

Numbrid naitavad jarjekorda, milles tuleb ndod Uksteise peale panna.

Varv naitab nado kiilge, mis peab jddma Ullespoole: roheline tahistab esikiilge
ja punane tagakiilge.

Mcdéngu autor: Yoann Levet.



m A GAME OF PATIENCE
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& 7-99vEARs iﬁm 1 PLAYER

CONTENTS: 6 wooden faces and 20 challenge cards (40 challenges with increasing levels

of difficulty).
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AIM OF THE GAME:

Recreate the monster’s face using the wooden faces indicated, front or reverse side up.

HOW TO PLAY:
« Choose a challenge card.
« Take only the wooden faces indicated on the card.
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« Stack the faces on top of each other to recreate the face on the chosen challenge card.
The faces can be stacked in any order, front or reverse side up.
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« The most difficult challenges feature spaces with question marks.
In such cases, the space contains an unknown element (a mouth, a nose, etc.). Such spaces
cannot be left empty.

Like all the other challenges, this type of challenge only has one possible solution.
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There is only one solution for each challenge.
Solutions can be found at the end of this booklet.

The numbers are given in the order that the faces should be stacked. The colour indicates the
side that should face up: green means front side up and red means reverse side up.

A game by Yoann Levet.




UFPAHA YCUAYUNBOCTb 7-99 NET 1 UTPOK

6 [lepeBAHHDBIX fieTaneii ¢ n306paxeHnem mopgouyek, 20 KapTouek ¢ « Hanoxute aetanu fpyr Ha Apyra Tak, YTo6bl BOCMPOW3BECTU MOPAOUKY, U306paKeHHyIo Ha
3afaHuaMu (40 3afaHni, COCTaBEHHbIX MO BO3PACTAOLLEMY YPOBHIO CIOXHOCTH). BbIBPAHHO KapTouke ¢ 3afiaHnem. MopAoUKM MOXHO pacronarath B I060M NopsaKe Kak
NINLEBOMN, Tak N 0BPATHOI CTOPOHOW BBEPX.
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BOCMPOW3BECTI MOPAOYKY MOHCTPA, Pacrionaras yKasaHHbIe B 3afaHNV 4ETam B + B cambix CNOXHbIX 3aAaHNAX HEKOTOPbIE YaCTU MOPAOYEK OTMEUEHbI BONPOCUTENbHBIMU
NMLEBON UM OBPATHON CTOPOHOM B’Bep)( 3HaKamu. 3TO 03HaYaeT, YTo 3[eCb JOMKEH OblTb PACMONOXEH HEKUI INEMEHT (POT, HOC U T. [.).
' Takue MecTa Hefb3A 0CTaBNATb NYCTLIMA.
+ BbibepuTe KapTOUKY € 3afjaHNeM. Kak 1 B cnyyae fpyrux 3aaHunii, nofobHOro poa 3aaHna npeanonaralT OfHO-eMHCTBEHHOe
+ Bo3bmuTE TONBKO Te AepeBAHHbIE eTanu, KOTOpbIe yKa3aHbl B 3a[jaHNN. pelexne.
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Y Kax[oro 3afjaH1s eCTb TONbKO OAHO peLueHue.
PelueHuns npusepeHbl B KOHLe 6poluiopbl.

Homepa ykasaHbl B TOM NopajKe, B KOTOPOM MOPAOYKM HaknaAbIBaloTCA ApYr Ha Apyra. Liset
noKasblBaeT, KakaA CTOPOHa fleTanu HaxOANTCA CBEPXY: 3eM1eHbll COOTBETCTBYET NLIEBON
CTOPOHE, a KPacHblil — 06paTHON.

Aemop uepei: VioakH Jlese.



