LV — LatvieSu
DJ08592 Spéle - Dzivnieku driizmeésanas

leteicamais vecums: no 5 gadu vecuma
Spéléetaju skaits: 1

Komplekta ietilpst: 25 numurétas uzdevumu
kartinas (ar 3 pieaugosam gritibas pakapeém),
spéles pamatne un 15 koka Zetoni (pa 3
Zetoniem ar katra dzivnieka attélu).

S@IL@GIC .

Spéeles meérkis: parvietojiet dzivniekus pa pamatni t3, lai uz pamatnes paliek
tikai tie dzivnieki, kas noraditi uz uzdevumu kartinas.

Spéles norise: novietojiet spéles pamatni sev prieksa. Izvélieties uzdevumu
kartinu ar sev vélamo gritibas pakapi:

* = 1.limenis * ’* = 2. limenis ‘4* * * = 3. limenis

Novietojiet atbilstosos " °°®”W—zz';;"::;z - .
dzivnieku Zetonus uz P11
spéles pamatnes, saliekot
tos noraditajas vietas, ka
paradits uz uzdevumu
kartinas.
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Lai izpilditu noradito uzdevumu, parvietojiet dzivnieku Zetonus pa spéles
laukumu. Zetonus var parvietot pa vienam viena reizé, nemot véra ari
sekojoSus noteikumus, kas skar kustibu veikSanu:
- Visi dzivnieki parvietojas pa vienam laucinam uz prieksu, virzoties
vertikali vai horizontali.
- Peles, kaki, suni un ziloni drikst parvietoties uz laucinu tikai tad, ja
vini var aizbiedét dzivnieku, kas uz ta atrodas. e e

Tas nozimé, ka m @.’ 2

- Zilonis var parvietoties tikai uz laucina, kur atrodas
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- Suns var parvietoties tikai uz laucina, kur atrodas (&‘E
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Kakis var parvietoties tikai uz laucina, kur atrodas ;’“”"" gl
'8

2 R S e

- L . Py 3

- Pele var parvietoties tikai uz laucina, kur atrodas % AL i
zilonis. w. -

Nobaidita dzivnieka Zetons (pieméram, peles Zetons, kad kakis izdara

kustibu), tiek iznemts no spéles un Zetons, kas tikko veica kustibu, ienem ta

vietu (pieméram, kaka Zetons tiek novietots peles Zetona vieta). Tadéjadi

zilonis vairs nevar parvietoties uz o laucinu, jo uz ta ir kakis.

- Ezis parvietojoties pagruz visus paréjos dzivniekus. Ezis pagriZz dzivnieku
taja pasa virziena, kada dodas. Vin$ var pagrist dzivnieku tikai uz tuksu
laucinu blakus. Dzivnieku nedrikst pagrast uz laucinu, kur jau atrodas kads

cits dzivnieks vai arpus 1 2
spéles pamatnes. Tapat, ka . © 7 P
citi dzivnieki, ari ezis pec .= . |

gajiena ienem pagrusta 7 - 3

dzivnieka vietu. Ezis sava ; “ ® }

gajiena var pagriast tikai
vienu dzivnieku nost no cela.

Papildus ir noteikums, ka ezis drikst parvietoties tikai tad, ja vinam ir
iespéja pagrust citu dzivnieku nost no cela. Ja apkart esosie Zetoni nelauj
veikt pagrisanu uz prieksu, ezis parvietoties nevar.

Lai veiksmigi izpildttu uzdevumu, uz spéles pamatnes ir japaliek tikai tiem
dzivniekiem, kas noraditi uzdevumu kartinas augSpusé un tada skaita, ka
noradits.

Katram uzdevumam ir tikai viens
atrisinajums.

Katra  uzdevuma  atrisinGjumu
atradisiet bukleta beigds (bultinas
ar skaitliem norada secibu, kada
Jetoni japarvieto). Zetons, kas
apvilkts ar melnu parada dzivnieku v
Zetonu pédéjo poziciju. DaZas kustibas daZreiz var tikt veiktas ari atskirigd
seciba.

Spéles autors: Valéry Fourcade.



LT — Lietuviy
DJ08592 Loginis Zaidimas - Zizanimal

Amzius: nuo 5 mety

Zaidéjy skaicius: 1

Zaidimo sudétis: 25 sunumeruotos uzduogiy {
kortelés (3 sudétingumo lygiai), 1 trumpa ! :
taisykliy kortelé, 1 zaidimo lenta ir 15 mediniy ¥ ‘
figlreliy (po 3 kiekvieno gyviino). S@ IL@G I C .
Zaidimo tikslas: Judink gyviinus taip, kad lenteléje likty tik nurodytieji.

Kaip Zaisti:
e Padékite Zaidimo lentg priesais save.
e Pasirinkite iSSukio kortele pagal pageidaujama sunkumo lyg;j:

¥* = 1lygis ¥ 05 = 2lygis ¥ ¥ ¥ =3 lygis

e |Sdéliokite gyvinus taip, kaip parodyta uzduoties korteléje.:
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Norédami jvykdyti uzduotj, judinkite gyviny figliréles po vieng per éjima,
laikydamiesi Siy judéjimo taisykliy:
— Visi gyvinai juda tik po vieng langelj — vertikaliai arba horizontaliai.
— Pelés, katés, Sunys ir drambliai gali pereiti j langelj tik tuo atveju, jei
jie ggsdina tg langelj uzémusj gyviina.
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Tai reidkia, kad: 3@‘@)) %
- Dramblys gali judéti tik j langelj su Sunimi. P WJ
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- Suo - tik j langelj su kate. % (,) ‘ ?

- Katé - tik j langelj su pele. f, g
3
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- Pelyte —tik j langelj su dramblio figuréle. )e:" A %

Kai gyvinas isggsdinamas (pvz., pelé iSsiggsta katés), jo figlrélé pasalinama
i$ Zaidimo, o gyvinas, kuris juda, uZima jos vietg (pvz., katé uzima pelés
vietq).

Dramblys negali eiti ant langelio su kate.

- EZys eidamas stumia visus kitus gyvinus, kurie pasitaiko jo kelyje. Jis stumia
gyving ta pacia kryptimi, kuria juda pats, bet tik j tuscig langelj. Pastumtas
gyvinas negali bati jstumtas j langelj su kitu gyvinu ar nuo lentos.

Kaip ir kiti gyvinai, ezys 1 SES— —— 2’
uZima iSstumto gyvino

Vieno éjimo metu eZys gali
iSstumti tik vieng gyving.  © '_‘j‘ ‘
Be to: EZys gali judéti tik tuo atveju, jei stumia kitg gyving savo judéjimo
kryptimi.

Norint sékmingai jvykdyti uzduotj, lentoje turi likti tik tie gyvinai, kurie
nurodyti kortelés virsuje, ir tiksliai nurodytas jy kiekis.

Kiekvienas uzdavinys turi tik vieng teisingg sprendima!

Sunumeruotos rodyklés {NM"“}‘"'*M}%””}MW} Lo
rodo, kokia tvarka turi bati .G b el
judinamos figdréles. }@%f 7. ﬂ} W‘«?) f

Juodu apskritimu paZyméta ; % el

figaréle  rodo  galuting : &

gyviino padétj. %

Kai kuriuos éjimus kartais
galima atlikti kita eilés
tvarka.

Zaidimo autorius: Valéry Fourcade.



EE — Eesti*
DJ08592 Loogikamang - Zizanimal

Vanus alates: 5 - 99-aastastele

Mangijaid: 1 mangija

Komplekti kuuluvad: 25 nummerdatud
védljakutsekaarti (3  raskusastmega), 1 -} \ 2
kiirjuhendikaart, 1 mangulaud ja 15 puidust ' ‘
nuppu (3 iga looma kohta). S@ IL@GIC .
Mangu eesmark: Liigutada loomi mééda mangulauda nii, et alles jaaksid
ainult need, mis on kaardil ndidatud.

Mangu kdik: Aseta mangulaud enda ette. Vali valjakutsekaart soovitud
raskusastmega:

* = Tasel ** = Tase 2 ***:TaseB

Aseta loomad lauale vastavalt valjakutsekaardil ndidatule.
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Et valjakutse I|Opetada, liiguta loomade nuppe modda mangulauda,
Uhekaupa, jargides jargmisi liikumisreegleid:
- Koik loomad liiguvad (he ruudu kaupa, kas vertikaalselt voGi
horisontaalselt.
- Hiired, kassid, koerad ja elevandid vdivad liikuda ainult sellele
ruudule, kui nad hirmutavad seal olevat looma.
See tahendab, et: PP
- Elevant voib liikuda ainult sellele ruudule, kus on z% @‘) }
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- Koer voib liilkuda ainult sellele ruudule, kus on kass. E ('&" “ ;
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- Kass voib liikuda ainult sellele ruudule, kus on hiir. }
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- Hiir voib liikuda ainult sellele ruudule, kus on i }
elevant. i@? 1
gt g Py

Hirmutatud looma nupp (nditeks hiir, kui kass teeb kaigu) voetakse mangust
vélja ja kaigu teinud nupp asendab seda (naiteks kassi nupp votab hiire nupu
koha). Elevant ei tohi seega liikuda ruudule, kus on kass.

- Siil luikkab oma teel koik teised loomad eest ara. Siil likkab looma
samas suunas, kuhu ta liigub; ta véib looma likata ainult tiihjale
ruudule. Torjutud looma ei tohi likata ruudule, kus on teine loom,
ega laualt maha.

Nagu teised loomad, vétab 'V
ka siil selle looma nupu 4
koha, kelle ta eest dra i = .
likkas. Siil vBib the T " gm
kdiguga eest &ra lukata ° &
ainult ihe looma.

Lisaks voib ta liikuda ainult siis, kui ta llikkab mone looma eest ara.

Viljakutse edukaks I6petamiseks peavad lauale jaama ainult need loomad ja
tapselt selles koguses, mis on kaardi ilaosas ndidatud.

Iga llesande jaoks on ainult Uks dige lahendus!

Lahendused leiad vihiku I6pust. R — :
poro o . @
Nummerdatud nooled nditavad Q N Y YRR AR
}
jérjekorda, milles nuppe tuleb

liigutada. Musta ringiga téhistatud L,” 4
nupp nditab looma I6ppasukohta. :
Méned kdigud voivad ménikord olla

tehtud ka teises jérjekorras.

Mdngu autor: Valéry Fourcade.
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m LOGIC GAME & 5-99vEARs rﬁ'ﬁq\ 1 PLAYER

CONTENTS OF THE GAME:
25 numbered challenge cards (with 3 levels of difficulty), 1 Quick Guide
Card, 1 game board and 15 wooden tokens (3 of each animal).

AIM OF THE GAME:

Move the animals around the board so that only the ones indicated are
left.

HOW TO PLAY:
-Place the game board in front of you.

+Choose a challenge card with the desired level of difficulty:

e =Levell  HEHE - =Level2 ¥ =Level3

+Position the animals on the board as indicated on the challenge card.
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+To complete the challenge, move the animal tokens around the board, one at
atime, all whilst respecting the following rules covering movement:

-All animals move by one square at a time, in either vertical or
horizontal movements.

-Mice, cats, dogs and elephants may only move to a square if they frighten
the animal on that square.

This means that:

-The elephant may only move to a
square with a dog onit.

-The dog may only move to a square
with a catoniit.

- The cat may only move to a square
with a mouse on it.

-The mouse may only move to a square
with an elephant oniit.
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m LOGIC GAME & 5-99vEARs mﬁq\ 1 PLAYER

The token of the frightened animal (for example, the mouse when the cat
makes a move) is taken out of the game and the token that has made a
move takes its place (for example, the cat token takes the place of the mouse
token). The elephant may not, therefore, move to a square with a cat on it.

- The hedgehog pushes all the other animals out of its way as it moves.
The hedgehog pushes an animal in the same direction as its own path of
travel; it may only push the animal onto an empty square. The displaced
animal cannot be pushed into a square occupied by another animal or off
the board.

As with the other animals, the hedgehog takes the place of the animal token

it has pushed out of its way.
The hedgehog may only push one animal out of the way when it moves.
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In addition, it is only allowed to move if it is pushing another animal
out of the way.



-To successfully complete the challenge, only the animals indicated at the
top of the card should be left on the board, in the quantities indicated.
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There is only one solution for each challenge!

Solutions can be found at the end of this booklet.

The numbered arrows indicate the order that the tokens should be
moved in. The token circled in black indicates the final position of the animal
token(s). Some moves may sometimes be made in a different order.



JIOTUYECKAA UTPA 5-99 JIET 1 UrPOK

25 KapTouek C 3agaHuAMM (3 ypoBHA cnoxHocTu), 1 MNMamaTtka, 1 nrposas
focka 1 15 pepeBAHHbIX puLLek (Mo 3 Ha KaXKAoro >KUBOTHOTO).

MepemelyaTb 3Bepert MO UrPOBOMY MO0 TaK, YTOObl B MTOre Ha Hem
OCTan1Cb TOMbBKO T€, UTO YKa3aHbl Ha KapTouKe.

- MonoxwuTe nepep coboin nrposoe none.
« Bo3bMuTE KapTOUKY C 3ajaHMeM B COOTBETCTBUM C BblIGPaHHbIM YPOBHEM
CNOXHOCTN:

P 3 =ypoBeHb1 ¥ H - =yposeHb2 ¥ ¥ ¥ =yposeHb 3

» PacnonoxmuTe >KMBOTHbIX Ha NrpOBOM MoJe TakK, Kak yKa3aHO B 3afjaHNN.

:".'J' ‘ Q@ @ m‘— KoHeuHas uenb Mone

NcxopHan
7 nosuyua




+ YTOObI BBINOMHNTL 3afaHKe, nepemMellanTe GULLIKM C XUBOTHBIMY OLHY 3a
[pyroii B COOTBETCTBUN CO ClieAyoLWy MU NPaBuiamMu:

- Bce 3Bepm MOryT nepemeLlaTbCsl TONIbKO Ha OfHY KIeTKy Mo npsMbiM
yrnom (BepTrKanbHO UM FOPU3OHTasNbHO).

- Mbiwu, KOWKK, CO6aKM N CIOHBI MOTYT NepeMeLlaTbCs TONbKO Ha KIETKY
C >KMBOTHbIM, KOTOPOE NX GonTCA.

Takum o6pazom:
- CnoHa MOXXHO NepemelLaTh TONIbKO Ha z, a m
KNeTKy ¢ cobako.

- Co6aKy MOXHO NepemeLLaTh TONbKO Ha é g
KNeTKY C KOLUKOW.

s et A A

- Kome MOXHO nepemMeliaTtb TOJIbKO
Ha KNETKY C MbilLbIO. N
M\**&‘é Kt

- Mbiwb MOXHO nepemellatb TONbKO
Ha KNeTKy CO CJIOHOM.



JIOTUYECKAA UTPA 5-99 JIET 1 UrPOK

DuwKa C MCMyraHHbIM >KUBOTHBIM (Hanpumep, Mbillb, K020d HA ee KiemkKy
nepemewjaemcs Kowka) BblObIBaeT W3 Urpbl, a Ha €e MecTo BCTaeT
nepemeLlleHHasa GuLLKa (Hanpumep, huliKa ¢ KOWKoU 3aHUMaem mMecmo uliKu
C MblWbIO).

CoOTBETCTBEHHO, CJIOHA HeNb3A NepPeMecTUTb Ha KIETKY C KOLLKOW.

- EXMK npy nepemelLieHUM BbITECHAET C KNETOK BCEX OCTaNlbHbIX 3Bepei.
EXUK BbITeCHSIET XMBOTHOE B TOM HamnpaBJfieHNI, B KOTOPOM MepemMeLlaeTcs
Cam, NPV 3TOM XKMBOTHOE MOXET BCTATb TOJIbKO Ha MYCTYto KNeTKy. *KNBOTHOE,
KOTOPOTo EXMK BbITECHUN C KNETKM, HE MOXET ObITb NePEMELLEHO Ha 3aHATYIO
KNeTKy Ui 3a npegesbl UrpoBOro Mnorsi.

Kak v gpyrvie 3Bepu, EXXMK BCTaeT Ha MeCTO CABUHYTOW GULLKN.
EXXMK MOXeT BbITECHUTb TONbKO OHO »KMBOTHOE 3a XOf.
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[lpn 3TOM OH nepemewjaeTca TONbKO B TOM caiy4vyae, ecnin BbiTeCHAET
CKNeTKN gpyroe XnBoTHoe.



» Bbl ycnewHo cnpaBwincb € 3agaHnem, e Ha Ballem none ocCTtanncb
TOJIbKO T€ 3BEpPW, KOTOPbI€ YKa3aHbl Ha KapTO4ke CBEPXY, B TAaKOM K& CaMOM

Konmn4yecTse.
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Y Ka)XKgoro 3ajlaHnA ecTb TONIbKO OAHO pel.ueHme!

PelweHvia npuBegeHbl B KOHLE 6poLLopbI.

poHymMeposaHHble cMpesiKu yKasbi8arom nopsook nepemewjeHus guwiex.
DQUWIKA C YepHbIM KPYXKKOM YKA3bl8dem HA KOHEYHYI0 NO3ULUI0 hUWKU Unu utuex
C XKUBOMHbIMU. Hekomopeie X00bl Mo2ym Gbimb 8bINOJIHEHbI 8 Opy20M NOPAOKe.



