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Mangukarbis on laama pihustipUstol,
64 kaarti ja spetsiaalne tdring.

Nangu eesmiark

Ole teistest kiirem ja jaa kuivaks! Kui laama
on uht mangijat neli korda pritsinud, on
mang loppenud ja koige kuivem mangija
voitnud.

HOIATUS! Mangu kaigus vi'?ll')
saada marjaks ja kovasti nalja!

N&ngu ettevalmistus

- Taida laama pihustipUstol veega ja
keera kork peale.

- Sega kaardid ja jaga need mangijate
vahel ara.

- Mangijad hoiavad kaarte enda ees
virnas, pilt allpool.

- Aseta laama keset lauda. Hea mote
on hoida kaeparast moni taskuratik
voi vaike kateratik!

- Taringu saab mangija, kes sai viimasena
ootamatult marjaks. See mangija on
esimene veeretaja.

Kaartide padramine

Pealmise kaardi pooramiseks haara alati
selle kaugemast servast, et teised mangijad
naeksid kaarti esimesena. Nii laob iga
mangija enda ja laama vahele kaardivirna,
pildipool peal.

\lis paneb laama tatistama?

Laamad on aarmiselt tundlikud loomad,
keda on lihtne arritada. Kuid neid on
voimalik rahulikuna hoida! Kui ringi
pooratud kaardil on pasun voi pritsmed, siis
haara ruttu laama, sest muidu voidakse sind
pritsida!

Pasun Pritsmed

Alati, kui mangijat pritsitakse, votab ta oma
kaardivirnast pealmise kaardi ja asetab selle
eraldi punktivirna.

Nangu kaik
Veereta taringut, nii et koik mangijad
naevad seda. Kui selle vaartus on:

Poora Uks kaart ringi! Mangija
poorab pealmise kaardi ringi. Kui
kaardil on pasun voi pritsmed,
siis seda mangijat pritsitakse.
Pritsimise au on mangijal, kes
istub vasakul kael!

Tahelepanu! Manguvooru ajal voib marjaks
teha ainult seda mangijat, kelle manguvoor
kaib!
() Haara laama! KOIK mangijad
? pUUavad esimesena laamat
haarata. Kui mitu mangijat
haaravad laama Uhel ajal, siis saab
selle endale mangija, kellel on
laama Umber rohkem sormi. Viigi
korral saab laama enda valdusse
mangija, kes hoidis sellest
kovemini kinni.



Poora kaks kaarti ringi! Mangija,
kelle manguvoor kaib, poorab
Uksteise jarel ringi kaks kaarti.
KOIK mangijad on valmis laamat
haarama juhuks, kui TEISEL
kaardil on pasun voi pritsmed.

Poora kolm kaarti ringi!
Mangija, kelle manguvoor kaib,
poorab Uksteise jarel ringi kolm
kaarti. KOIK mangijad on valmis
laamat haarama juhuks, kui
KOLMANDAL kaardil on pasun
VoI pritsmed.
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Tahelepanu! Eelmainitud kolmel juhul tohib
laama haaranud mangija pritsida Ukskoik
millist teist mangijat vaid Uhe korra!

Kui moni miangija haarab laama
kogemata, siis pritsitakse teda! Pritsija
on vasakut katt istuv mangija.

Parast manguvooru |oppu asetage laama
uuesti laua keskele. Anna taring mangijale,
kes on sinust vasakul. NUud on tema kord!

Mingu lopp

Mang lopeb, kui Uht mangijatest pritsitakse
neljandat korda ja ta tostab punktivirna
neljanda kaardi. Voidab mangija, keda
pritsiti koige vahem kordi. Voimalik on ka
viik.

Ara unusta parast
mangu laama veepustolit
tuhjendada.
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Komplekta ieklauts: Lamas Slakstisanas
pistole, 64 kartis un ipass metamais kaulins.

Spéles mérkis

Esiet atraks par citiem un centieties

palikt sauss! Ja kadu speletaju Lama ir
apslakstijusi Cetras reizes, spele beidzas, un
uzvar sausakais speletajs!

BRIDINMUMS' Spéles laika
varat samirkt un parsmletues

Sagatavosana

- lelejiet Lamas sl|akstisanas pistolé
Udeni un aiztaisiet caurumu.

- Sajauciet kartis un izdaliet spelétajiem.
- Speletaji novieto kartis aizklata veida
sev prieksa.

- Nolieciet Lamu galda vidu. Pa rokai
noderes kadas salvetes vai dvielitis!

- Metamo kaulinu iedodiet spelétajam,
kuram pedejam gadijies nejausi
samirkt. Gajiens ir Sim spéletajam.

Karsu apgriesana

Speles laika apgriezot karti, vienmer
satveriet augsejas karts talako malu un
apgrieziet to uz galda t3, lai parejie speletaji
karti ieraudzitu pirmie. Sada veida katrs
speletajs starp sevi un Lamu izveido
atsevisku atklato karsu kaudzti!




Kapéc Lama slakstas?

Lamas ir |oti jutigas radibas, kuras var viegli
aizkaitinat. Tacu ir veids, ka tas nomierinat.
Ja uz pedejas apgrieztas karts ir redzama
taure vai apslakstisana, rikojieties atri un
satveriet Lamu pirmais, preteja gadijuma
tiksiet apslakstits!

Taure Apslakstisana

Kad speletajs tiek apslakstits, tas panem
augseéjo karti no savas kaudzites un noliek
to sava atseviskaja kaudzite.

Sava gajiena laika...
Metiet metamo kaulinu ta, lai visi speletaji
to redzetu. Ja tiek uzmests:

Apgriez vienu karti! Speletajs
sava gajiena apgriez augséjo
karti. Ja taja ir redzama taure vai
apslakstisana, sis speletajs tiek
apslakstits! Speletajam pa kreisi
ir tas gods veikt aps|akstisanu!

Piezime! Vienigais spelétajs, kurs var
samirkt $aja gajiena, ir tas, kuram ir gajiens.
o Satver Lamu! VISI speletsji
? censas pirmie satvert Lamu. Ja

skiet, ka vairaki speletaji satvera
lamu vienlaicigi, tad Lamu

sanem speletajs, kurs ap Lamu ir

aplicis vairak pirkstu. Neizskirta
gadijuma Lamu sanem spéletajs,
kurs to ir stabilak satveris.

Apgriez divas kartis! Speletajs
sava gajiena péc kartas apgriez
divas kartis. Visi speletaji
gatavojas satvert Lamu, ja
OTRAJA karti ir redzama taure
vai aps|akstisana.

Apgriez tris kartis! Spéeléetajs
sava gajiena péc kartas apgriez
tris kartis. Visi spelétaji gatavojas
satvert Lamu, ja TRESAJA

karti ir redzama taure vai
apslakstisana.
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Piezime! éajos trijos gadijumos speletajs,
kurs satver Lamu, var aps|akstit jebkuru
no parejiem speletajiem ar vienu Udens
Savienu!

Ja kads spéletajs nejausi satver Lamu, tad
vins tiek apslakstits! Apslaksta spélétajs,
kurs atrodas pa kreisi.

Pec gajiena beigam nolieciet Lamu atpakal
galda centra. ledodiet kaulinu speletajam
pa kreisi. Tagad ir vina karta!

Spéles beigas

Spele beidzas tad, kad kads no speletajiem
tiek apslakstits ceturto reizi un sava
kaudzite ir novietojis ceturto karti. Uzvar
spélétajs, kurs spéles laika ticis aps|akstits
vismazak reizu. Ir iesp&jams ari neizskirts.

Péc katras speles obligati
iztuksojiet Lamas Udens
pistoli!
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Turinys: lamos formos vandens pistoletas,
64 korteles ir specialus zaidimo kauliukas.

Zaidimo tikslas
BUkite greitesnis uz kitus ir pabandykite
nesuslapti! Kai lama viena zaidéja apipurskia

keturis kartus, zaidimas baigiasi, o laimi
sausiausias!

spt 7 aisdami galite
SPEJIMIAS! ?al? i -
su§||apt'| ir beprotiskal pasnlmksmmtl

Pasirunsimas 2aisti

- ] lamos formos vandens pistoleta
pripilkite vandens ir uzkimskite anga.

- Sumaisykite korteles ir padalinkite
jas zaidéjams.

= iaidéjai padeda uzversty korteliy
kalades priesais save.

- Pastatykite lama stalo viduryje.
Patartina taip pat turéti siek tiek
popieriniy serveteliy arba nedidelj
ranksluostj.

- Kauliuka gauna paskutinis netiketai
suslapes zaidéjas. Tas zaidéjas eina
pirmas.

Korteliy atvertimas

Kai zaisdami atverciate kortele, visada
imkite uz tolimojo krasto ir atverskite ant
stalo, kad kiti zaidéjai kortele pamatyty
pirmi. Taip kiekvienas zaidéjas tarp saves ir
lamos sukuria savo atversty korteliy kalade.

=
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Kada lama purskia?

Lamos — labi jautrUs padarai, kurivos lengva
suerzinti. Bet galima jas islaikyti ramias! Jei
paskutineje atverstoje korteleje yra trimitas
arba purslai, pirmasis ¢iupkite lama, nes
kitaip galite buti apipurkstas!

Trimitas Purslai

Kai zaidéjas apipurskiamas, jis paima
virsutine kortele is savo kaladés ir padeda j
savo atskirg tasky krovele.

Zaidimo taisyklés
Ridenkite kauliuka taip, kad visi zaidéjai jj
matyty. Jei iSkrenta:

Atverskite viena kortele! Ejima

atliekantis zaidéjas atvercia savo

virsutine kortele. Jei korteléje

pavaizduotas trimitas ar purslai,

zaidéjas apipurskiamas! Garbe

apipurksti tenka zaidéjui kairéje!
Pastaba! Vienintelis, kuris gali buti
apipurkstas sio éjimo metu, yra tik &jima
atliekantis zaidéjas.

Griebkite lama! VIS zaidéjai
turi bandyti pirmieji pagriebti
lama. Jei vienu metu lama
pagriebia keli zaidejai, ja gauna
tas, kuris lama liecia daugiausia
pirsty. Lygiyjy atveju lama
gauna stipriau ja laikantis
zaidéjas.



Atverskite dvi korteles! Ejima
atliekantis zaidéjas viena po
kitos atvercia dvi korteles. Visi
zaidéjai pasirengia griebti lama,
jel trimitas arba purslai yra
ANTROJOJE korteléje.

Atverskite tris korteles! Ejima
atliekantis zaidéjas vieng po
kitos atvercia tris korteles. Visi
zaidéjai pasirengia griebti lama,
jei trimitas arba purslai yra
TRECIOJOJE korteleje.
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Pastaba! Siais trimis atvejais zaidéjas, kuris
pagriebia lama, gali vienu papurskimu
apipurksti bet kurj kita zaidéja!

Jei vienas i$ zaidéjy netycia paima lama,
jis apipurskiamas! Jj apipurskia zaidéjas
kairéje.

Pasibaigus éjimui, grazinkite lama | stalo
vidurj. Perduokite kauliuka zaidejui kairéje,
dabar jo eile!

Zaidimo pabaiga

Zaidimas baigiasi, kai vienas i§ 7aidéjy
apipurskiamas ketvirtg karta ir padeda
ketvirta kortele j savo tasky krovele.
Zaidéjas, kuris per zaidima buvo apipurkstas
maziausiai karty, laimi! Taip pat gali bati ir
lygiosios.

Nepamirskite po
kiekvieno zaidimo i$
lamos iSpilti vandens!

Copepskmoe KOpo6KH: BOASIHOM
nucTonet 8 popme [lamsl, 64 KapTouku H
cneumnansHbIK KyGuK.

Llenb Hrpsl

Bawwa 3apaya — 6bITb GbICTpee ocTanbHbIX
MFPOKOB W MOCTapaThbCs He MPOMOKHYTh.
Ecnu Ilama nntoHeT B Bac YeTbipe pasa, Urpa
3akaHuMBaeTcs. [o6exaaeT cambli Cyxom
MFpOK.

1 Bo spema Wrps!

CTOPOXHO !

c6,|=|aae1' oueHb MOKpO ¥ cMmewH
[0 NKOTbI.

I'Iu.qru'runua K Hrpe

- HanewTe BoAy B BOASHOM NUCTONET U
3aTKHWTE OTBEpPCTUE NPOGKOM.

- [epemeluanTe KapTbl U pasganTe mx
MrpoKaM.

- Kaabin Urpok Knaget ceou KapTbl
nepeg, co60M, py6aLLKOM BBEPX.

- [MocraBbTe [lamMy nocepepmHe cTona.
Ha Bcakui cnyyan nyylle noAroToBUTb
NoONoTeHLE.

- Ky6uk pamte Urpoky, KOTOpbIM HEAABHO
roe-HWbyab npoMok. OH xoauT
nepsbIM.

Kak nepeBopa4YyHBaTh KapThl

[Lenas xop, Bcerna 6epuTe BEpXHIOK KapTy
3a JanbHWM Kpak 1 nepesopaymsamTe

ee TaK, YTOBbl NepBbIMU KapTy yBUOENM
BaLLM COMepHUKKM. Kaxxabll M3 Urpokos
CKNafblBaeT OTKPbITHIE KapThl B CBOIO,
OTAENLHYIO CTOMKY, KOTOPAs MEXKHUT MEXAY
MrPOKOM U amolt.




Ot yero NNanna nnoerca?

NaMbl — oueHb HEXHble XKMBOTHbIE,

W WX Nerko oropymTb. YTobbl lama

He paccepamMnack, HY>KHO cobnoaTh
onpefeneHHsle npasmna. Ecnu Ha nocnegHen
NepeBepHYTOM KapTe eCTb KMaKCOH Unu
6pbI3ri BoAbl, xBaTanTe IlaMy Kak MOXHO
cKopee, MHaye Bbl MOXeTe 6bITb 06MUTbIMM!

Knakcon Bpbizrn

ToT, B Koro nntoHyna ama, To ecTb B KOro
6pbI3HYNK 13 BOASHOrO MUCTONETa, 6epeT
BEPXHIOIO KapTy 13 CBOEW KoMogbl M KNageT ee
B OTAEMNbHYIO CTOMKY AN NOACYETa OYKOB.

Xop vrpsi

BpocbTe ky6UK Tak, UTOGLI BCE €ro BUAENM.
MocMOoTpHTE, YTO BLINANO Ha KyGUKE.

OrtkpouTe oaHY KapTy! Mrpok,
6pOCaBLUMM KyOUK, OTKpLIBAET
BEPXHIOIO KapTy M3 CBOEW KOMOAPI.
Ecnu Ha kapTe ecTb KnakcoH

1N 6pbI3rk BOAbI, 3HAUWT B

urpoka nntoHyna ama. MoyetHas
0653aHHOCTb O6MUTL NOCTPaAABLUErO
[OCTaeTCs ero coceay Cnesa.

BynbTe BHUMaTenbHbI! B 5TOM cnyyae o6nmTb
MOXHO TOMbLKO TOTO UrPOKa, KOTOPbLIM 6poCHn
KYOUK.
) Xeataute Namy! BCE mrpoku
? MbITAIOTCH CXBATUTL [1aMy paHbLUe
conepHuKoB. Ecnn Heckonbko
MrPOKOB [OTSHYNMUCb OJHOBPEMEHHO,
NUCTONET JOCTAETCA TOMY, Y KOO
60nbLUe nanbLes KOCHYNOCk [1aMbi.
Ecnu gga urpoka cxsatunu [lamy,

NUCTONET J,OCTAETCS TOMY, KTO
LLEPXKUT Kpenye.

Orkpoute pge KapThi! Urpok,
6pOoCaBLUMM Ky6HK, OTKPLIBAET ABe
KapTbl N0 O4Yepeau, O4HY 3a APYrom.
Ecnu Ha BTOPOW kapTe ecTb
KNaKCOH UNK 6pbI3ri BOAbI, 3HAYMT
B Urpoka nntoHyna /lama. Mrpoku
NbITALOTCA CXBATUTH [lamy.
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OtkpounTe TpH KapThi! Mrpok,
6pOCHBLLMM KY6HK, OTKPLIBAET TPU
KapTbl MO OYepeay, OfHy 33 4pyrom.
Ecnu Ha TPETBEW kapTe ecTb
KNaKCOH Wni 6pbI3ri BOAbI, 3HAUWUT
B Urpoka nntoHyna /lama. Mrpoku
NbITAlOTCH CXBATUTL [Tamy.
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BypbTe BHUMaTenbHbI! B 5THX Tpex cnyyasx
MrpOK, CXBaTWBLUMM [lamy, nonyyaeT npaso
OfMH pa3 06NMTL NOGOrO CONepHMKa (0AMH
pa3 HaXaTb Ha KHOMKY NUCTONETA).

Ecnu kto-To cxsatun MNamy 8 HapyweHue
npasun, ero o6NMBaloT OAMWH pas B KayecTee
wrpada. fenaet 3To cocep, HapylwuTens
cnesa.

3aKOHUMB CBOM X0[, BepHUTE [lamy B LeHTp
crona. MNepegpamTe KyGWK UrpoKy, CUAsLLEMY
cnesa. [lanblue X04WUT OH.

3aBEepLUEHHE HIPbI

Korpa koro-To 13 Mrpokos 060nb6I0T B
YeTBEPTbIM Pas 1 OH MOMOXMT YETBEPTYIO
KapTy k ce6e B CTOMKY A1 NOACYETa OYKOB,
urpa 3akaHumnsaetcs. Mo6exJaeT ToT, B KOro
Nama nnesana MeHbLLe Bcex. Hnubs Toxe
BO3MOMHa.

He 3a6bisamnTe BbINUBaTL
OCTaTKU BOAbI U3
nucToneTa Nocne Urpsbl.

| a2
HarpuTte ewe 6onbuie Y www.tadicnet
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BwmicT: [lama-posnunioeay Bogm, 64

KApTKM, CReLiansHUi Ky6UK, Npasmuna rpy.

NMeTa rpu

ByabTe WwBKMALLE 32 CYyNEpHUKIB Ta
cnpobymTe 3anumnTUcs cyxmm! Konu ogmu
rpaBeLb YOTUPU pPasu OTPUMYE KAYLL» 3
PO3MMNOBaYa, rpa 3aKkiHUyeTLCS, CyXum
rpaBeLb BUrpae!

WARNINEG! You may get wet and

have crazy fun while playmg

MiproToBKa po rpu

- FHanogHiTb po3nuntosay Ilama
BOJOHO | 3aTKHITb OTBIP.

- [epeTacymTe KapTku i po3gamTe ix
rpaBLaM.

- [paBLi pO3MILLYtOTL KapTH nepes,
Cco60H0 Y CTOCKKaxX O6NMUYYAM OOHM3Y.

- PosTaluymTe posnuntosay
nocepenuHi ctona. He noraHo 6 6yno
MaTK MopyY HEBENMMKMM PyLLHMK!

- Ky6uk oTpu1Mye rpaseLyb, SK1K
HeLL,04aBHO HECMOAiBaHO NOTpanms
nig, oo, BiH posnoyuHae rpy.

MepeBepTaHHA KAPTOK

KoxxHoro pasy, konu Bu BigKpuBaeTe
BEPXHIO KapTy Mif, 4ac CBOTO XOAY, 3aBXAH
GepiTh ii 33 anekui Kpak 1 nosepTamTe i
NMLLOBOIO CTOPOHOIO BrOPY Ha CTif, W06
IHLUI rpaBLyi NEPLUMMM NOGAYMIU MANFOHOK.
TaK1M YMHOM, KOXKEH rpaBeLib CTBOPIOE
BMaCHWI CTOCKK KapTOK Mix co60to Ta
Namoto!

Lo po6uTH 3 Nanna-
po3nHnBayenn?

IaMu - py>ke YyTAMBI ICTOTH, SIKI NErko
OpatyroTbcs. Ane € cnoci6 yTpuMaTh ix
crokIMHWUM! AKLLLO OCTaHH:A NepeBepHyTa
rpaBLLEM KapTa Ma€ 306paXkeHHs pixkka a6o
CTPYMEHIO BOAM, LUBUALLE CXOMITh MEPLUMM
Namy, ToMy LLLO B IHLLOMY BMMaAKy BU
MOXKeTe OTPMMATU «OYLLY» Bif, CynepHUKIs!

Horn Spray

KosxHoro pasy, konu rpaseLib OTpUMye
MpaBo 6pMU3KATH, BiH NepeKnafae BEpXHIO
KapTy 3 KOMOAM Y CBOKO OKpEeMy KyrKy Ons
3apaxyBaHHs 6anis.

Hk rpatH

Kunpante Ky6uK, LLLO6 BCi FpaBLii MOro
6aunniu. AKLLO BiH NOKa3ye:

Bipkpunte oaHy KapTy! [paseLb,
y CBOIO Yepry, nepeBepTae

CBOIO BEPXHIO KapTy. AKLLO Ha
KapTL € Pi>KOK a60 CTPYMiHb
BOAM, FPaBeLb OTPUMYE

«oyw»! lpaseLb 3 NiBOro 60Ky
OTPUMYE NPaBO 3pOGUTH Lie
06MpUCKyBaHHS!

MNpumiTtka! EQMHUM rpaBLEM, AKMM MOXKE
3MOKHYTH Y LibOMY PayHZ, € aKTUBHWUM
rpaBeLb, LLLO KMO3B KYOUK.
o XanauTe Namy! Bci rpasui
? HaMararoTbCs MEPLUMMM CXOMUTH
NMamy. FKkwio aekinbka rpasLjis

CXOMWNHK 1i OQHOYACHO, FpaBeLlb,
AKMUM 3aX0NMB 1 BibLIOKD
KINbKICTIO NanbLiB, oTpUMye [lamy.



rpaBeLib, SKMW TPUMAE MiLjHILLIe.

MNepesepHiTb a8i kKapTu! MpaseLb,
y CBOIO Yepry, BIAKPUBAE ABI
KapTW, ofHa 3a ogHoto. Bei rpasu
rOTYIOTbCA CXOMUTH ITamy, AKLLO
Ha Bawiv OPYIIN kapTui € piskok
a6o CTPyMiHb BOAM.
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MNepeeepHiTb Tpu KapTu! MpaseLb
y CBOIO Yepry nepesepTac Tpu
KapTW ofHy 3a ogHoto. Bei rpasuy
rOTYIOThCH CXOMUTH [lamy, SKLLLO
Ha TPETIN kapTui € pi>kok a6o
CTPYMiHb BOAM.

3

NpumiTka! Y Lmx 0BOX BUMNAAKax rpaseLib,
KWK xanae I1aMy, Mo>xe o6npuckaTh 6yab-
IKOTO IHLLIOrO rpaBLs 3BHUYaUHUM YKUHOM!

AKLLO O/4MUH 3 rPaBL,iB BUNAAKOBO CXONUB
Namy, noro o6npuckytoTs. Lie pobuts
rpaseu,b, AKUA CUAUTL NIBOPYY.

Konu payHa, 3akiHuyeTbcs, [lamy
noBepTatoTh y LieHTp cTona. Give the die to
the player on your left, who is now in turn!

Kineus rpu

Konu oguH 3 rpasLis oTpuMye
06MpUCKYBaHHS B YETBEPTUW pa3 Ta
BWKNaOa€e YeTBEPTY KapTy B CBOIM Ky
nigpaxyHKy 6anis, rpa 3akiHUyeTbCS.
Mepemarae rpaBelyb, KUK OTPUMaB
HaMMeHLLY KiNbKICTb 06MPUCKYBaHb Mif Yac
rpu! MoxxnuBa Hiums.

He 3a6ysauTe nicna
KOXXHOI FpHU pPO3pAaUTH
onpuckysau-/lama!

.. -'- .-"
LWykanTe Havikpawi irpu ans P s ciush)

AlTen Ta A0pocnUx Ha {/’/)
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Tartalom: Lama vizipisztoly, 64 kartya és
egy specialis kocka.

A jaték célja

Legy gyorsabb a tobbieknél és probal]
szaraz maradni! Ha egy jatékost négyszer
lespriccelt a Lama, a jatek véget ér és a
legszarazabb jatékos nyer!

11 skot minden bizonnyal

od meg szarazon = de att;.ol
jol szorakozol!

nem UsZ 3
még garantaltan

Eldkészités
- Toltsd fel, majd zard le a Lama
vizipisztolyt.

- Keverd meg a kartyakat, majd oszd
szét a jatékosok kozott.

- A jatékosok lefelé forditva maguk elé
helyezik a kartyaikat.

- Helyezd a Lamat az asztal kozepére.
Tipp: nem art, ha keznél tartasz
néhany zsebkenddt vagy egy
torolkozot!

- A kocka ahhoz a jatékoshoz kerUl, aki
utoljara volt vizes. Ez a jatékos kezdi a
kort.

A kartyak

Amikor neked kell felforditanod egy
kartyat a jaték soran, mindig a kartya toled
tavolabb eso6 vegenél fogva forditsd fel,
hogy el6szor a tobbi jatékos lassa meg.

Igy minden jatékosnak meglesz a maga
felfedett paklija sajat maga és a Lama
kozott!




NNitél frocskal a lama?

A Lamak meglehetdsen erzékeny allatok

és elég konnyU felhlzni cket. Azonban

van ra mod, hogy nyugodtak maradjanak!

Ha az utolso felforditott kartyan kirt vagy
vizipisztoly van, akkor legyél az elso, aki
megragadja a lamat, kildnben konnyen vizes
lehetsz!

Kirt Vizipisztoly

Ha egy jatékos vizes lesz, akkor le kell vennie
a paklija felso kartyajat, majd egy kilon
halomba kell tennie.

A jaték menete

Dobj a kockaval Ugy, hogy minden jatékos
lassa. Amennyiben a kovetkezot latod:

Fontos! Csak az a jatékos azhat el, akinek épp
a kore van.

’0 Ragadd meg a lamat! Az OSSZES

Fordits fel egy kartyat! A jatékos,
akinek epp a kore van, felforditja

a sajat legfelso kartyajat. Ha kirt
vagy vizipisztoly van a kartyajan,
akkor bizony vizes lesz! A tole balra
levo jatékosnak jut a megtiszteld
feladat, hogy lefrocskolje!

jatékos megprobalja eloszor
megragadni a lamat. Ha tobb
jatékos probalja megragadni
egyszerre, akkor az a jatékos nyer,
akinek a legtobb ujja van a laman.
Dontetlen esetén az a jatékos nyer,
akinek erdsebb a fogasa a laman.

Fordits fel ket kartyat! A jatékos,
akinek épp kore van, egyesével
felfordit ket kartyat. Ha kirt

vagy vizipisztoly van a MASODIK
kartyan, akkor minden jatékos
megprobalja megragadni a lamat.
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Fordits fel harom kartyat! A
jatékos, akinek épp a kore van,
egyesével felfordit harom kartyat.
Ha kurt vagy vizipisztoly van a
HARMADIK kartyan, akkor minden
jatékos megprobalja megragadni a
lamat.

Fontos! Ebben a harom esetben az a jatekos,
aki megragadja a lamat, egy probalkozasbol
akarhany masik jatekost lefrocskolhet
egyszerre a lamaval!

Ha egy jatékos véletlenUl ragadja meg a
lamat, akkor le lesz frocskalve! A tole balra
lévo jatekosnak kell lefrocskalini.

Ha vége a kornek, tedd vissza a lamat az
asztal kozepére. Add a kockat a toled balra
levo jatekosnak, akinek a kore kovetkezik!

A jaték vége

Ha egy jatékost négyszer lefrocskolnek, es
négy kartya van a halomjaban, akkor a jaték
veget ér. Az a jatékos nyer, akit a legkevesebb
alkalommal frocskoltek le! Dontetlen esetén
osztozzatok a gyozelmen!

A jaték utan ne felejtsd
el kiUriteni a Lama
vizipisztolyt!
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Continut: un pistol Lama cu pulverizare,
64 cartl de joc si un zar special.

Dbiectivul joculuwi

Fii cel mai rapid dintre toti si incearca sa
ramai uscat! Cand un jucator a fost stropit
de Lama de patru ori, jocul ia sfarsit si cel
mai uscat jucator castiga!

) ibil sa fii
unie in

IIIIIIIII Estepos|
ERTISI\HENT'

A\‘Jtiat sisate distrezi la neb

timp ce joci!

Pregitirea
- Umple cu apa pistolul Lama de

pulverizare si conecteaza capacul pe
gaura.

- Amestecd pachetul de carti si
imparte-le intre jucatori.

- Jucdtorii plaseaza cartile in fata lor,
cu fatain jos.

- Plaseaza Lama in mijlocul mesei.
Poate fi o idee buna sa ai la dispozitie
servetele sau, la fel de bine, un prosop
mic!

- Zarul va filnmanat jucatorului care a
fost udat intr-un mod neasteptat cel
mai recent. Acel jucator este primul.

intoarcerea cirtilor cu fata in sus

Ori de cate ori trebuie sa intorci o carte

in timpul jocului, ia intotdeauna cartea cea
mai de sus din teanc si intoarce-o cu fata in
sus pe masa. In acest fel, fiecare jucdtor Tsi
creeaza propria punte cu fata in sus intre el
si Lama!

Ce o face pe Lama sa stropeasca?

Lamele sunt creaturi foarte sensibile, usor
iritabile. Dar exista o modalitate pentru a le
mentine linistite! Daca ultima carte intoars3
cu fata in sus infatiseaza un corn sau un
pulverizator, misca-te repede si insfaca
primul lama, altfel risti sa fi stropit!

Corn Pulverizator

Ori de cate ori un jucator este stropit, acesta
ia partea superioara a puntii de carti de joc
etalate si o pune in propriul teanc separat
pentru punctaj.

Cum se joaca

Roteste zarul, astfel incat toti jucatorii sa-|
poata vedea. Daca acesta arata:

intoarce o carte! Jucitorul care
este la rand intoarce cu fata in

sus cartea de deasupra teancului
de carti de joc. Daca acea carte
infatiseaza un pulverizator, acel
jucator va fi stropit! Jucatorul de la
stanga lui are onoarea de a-| stropi!

Nu uita! Singurul jucator care poate fi udat in
aceasta runda este jucatorul al carui rand este.

Insfaca Lama! TOTI Jucatoru vor
incerca s3 puna primii mana pe
Lama. Daca mai multi jucatori

par sa o fi prins in acelasi timp,
jucatorul care are cele mai multe
degete n jurul Lamei va fi cel care
o primeste. In situatie de egalitate,
jucatorul care a reusit o prindere



mai puternica a Lamei va fi cel care
o primeste.

intoarce dou3 carti cu fata in
sus! Jucatorul al carui rand este
dezvaluie doua carti, una dupa alta.
Toti jucdtorii se pregatesc sa apuce
Lama daca exista un corn sau un
pulverizator pe a doua carte.
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intoarce trei carti cu fata in

sus! Jucatorul al carui rand este
dezvaluie trei carti, una dupa alta.
Toti jucatorii se pregatesc sa apuce
Lama daca exista un corn sau un
pulverizator pe a treia carte.

3

Nu vita! In aceste trei cazuri, jucdtorul care
apuca Lama poate stropi pe oricare dintre
ceilalti jucatori cu o singura pulverizare!

Daca unul dintre jucatori apuca Lama
accidental, acesta va fi stropit! Jucatorul
din stanga lui 1l va stropi.

La sfarsitul turei, Lama va fi repusa in
centrul mesei. Da zarul jucatorului din
stanga ta, al carui rand este acum!

Sfarsitul jocului

Atunci cand unul dintre jucatori este stropit
pentru a patra oard si pune o a patra carte
in teancul pentru punctaj, jocul ia sfarsit.
Jucatorul care a fost stropit de cele mai
putine ori in timpul jocului castiga! O situatie
de egalitate este de asemenea posibila.

Nu vita sa golesti de apa
pistolul Lama de pulverizare
dupa fiecare joc!
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Contents: a Llama spray gun, 64 cards,
and a special die.

Aim of the game

Be faster than anyone else and try to stay
dry! When one player has been sprayed
four times by the Llama, the game ends
and the driest player wins!

WARNINEG! You may get wet and

have crazy fun while playing‘.

Set-up

- Fill the Llama spray gun with water
and plug the hole.

- Shuffle the cards and deal them
between the players.

- The players place the cards in front of
themselves as face down decks.

- Place the Llama in the middle of the
table. It may be a good idea to have
some tissue or a small towel handy as
well!

- The die is given to the player who last
got unexpectedly wet. That player is in
turn first.

Turning cards

Whenever you turn a card during the
game, always grab the far edge of the top
card and turn it face up on the table so
that the other players see the card first.
This way each player creates their own
face-up deck between themselves and the
Llama!




What makes the Llama spray?

Llamas are very sensitive creatures that are
easily irritated. But there is a way to keep
them calm! If the last card turned features
a horn or a spray, be quick and grab the
Llama first because otherwise you might
get sprayed!

Horn Spray

Whenever a player is sprayed, they take
the top card from their deck and place it in
their own separate scoring pile.

How to play

When you're in turn, roll the die so that all
the players can see it. If it shows:

Note! The only player who can get wet on
this turn, is the player in turn.

‘. Grab the Llama! ALL the

Turn one card! The player in
turn turns over their top card. If
there’s a horn or a spray on the
card, that player gets sprayed!
The player to their left gets the
honour of doing the spraying!

players try to be the first to
grab the Llama. If several
players seem to grab it at the
same time, the player who has
most fingers around the Llama
gets it. In case of a tie, the
player with the steadier grip on
the Llama gets it.

Turn two cards! The player

in turn reveals two cards, one
after the other. All the players
get ready to grab the Llama if
there's a horn or a spray on the
SECOND card.

Turn three cards! The player

in turn reveals three cards, one
after the other. All the players
get ready to grab the Llama if
there’s a horn or a spray on the
THIRD card.

Note! In these three cases, the player who
grabs the Llama can spray any of the other
players with a single spray!
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If one of the players grabs the Llama by
accident, they get sprayed! The player
on their left does the spraying.

When the turn is over, return the Llama to
the centre of the table. Give the die to the
player on your left, who is now in turn!

End of the game

When one of the players gets sprayed for
the fourth time and puts a fourth card

in their scoring pile, the game ends. The
player who has got sprayed the least times
during the game wins! A tie is also possible.

Remember to empty
the Llama water pistol
after each game!
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