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CIR ner WUrpoKoB MUH.

KOMNNEKT UTPbI

WrpoBoe none, 6 ancbepros, 6 Grrypok
nyTeLwweCcTBEHHNKOB, 1 durypka 6enoro
MeaBeas, 18 KapTouek pbib, 24 KeToHa
pbl6, 54 KapTbl, 45 KAPTOHHbIX MOHET.

NOATOTOBKA

sk lNepep Tem, Kak UrpaTb B NePBbIii pas,
aKKypaTHO OTAENNTE KETOHbI Pbl6
1 MOHETbI OT KAPTOHHbIX PAMOK 1
U3BJIEKUTE 13 NONA KAPTOHHbIE AeTanu,
NMOMEYEHHbBIE KPECTUKOM (MX MOXKHO
OTOPOCUTL B CTOPOHY).

3k CobepuTe urpoBoe none. YctaHoBUTe
ancbepru Ha CTosne N COeAUHUTE UX C
UIPOBbIM MOJIEM TaK, YTOObI OHV MPOLLIK
yepes Bblpe3bl B KAPTOHE.

LLEJIb UTPDBI

NMPABUIA

MpumKnTE yyacTre B apKTUYECKOM NPUKIYEHN 1 TOHKe 3a nobepy! MNepemelyante
NyTeLweCcTBEHHNKOB TakK, YTOObl OHW MOTTIN HANIOBUTb M NMPOAATb Ha PbIHOYHOW
NJIoLWaAn Kak MOXHO 6orblue pbi6bl. BHUMaTeNnbHO NnaHMpyiTe CBOW XOAbl, TaK KaK
B KOHL|E K@XK[A0ro payH/a ornaynBaetca pbiba TonbKo ofHoro Buga! beperutech
MOPO30B 1 HafjenTeCh, YTO BaM MOBE3ET C ynoBom!

MepemelualTe XeTOHbI Pbl6 KaPTUHKOM
BHW3, MOMECTUTE UX Ha NPopyou Ha
UrPOBOM MOJIE 1 MepeBepHUTE.

[1Be MOHETbI JOCTOMHCTBOM «1» 1 6enoro
MefBefA NOMeCTUTE Ha PbIHOYHOW
N/oWaAy B LeHTPE MNosis, a Kax4oro

13 NyTeLeCTBEHHNKOB — B Nanatky
CooTBeTCTBYtoLero LBeTa. OcTanbHble
MOHETbI OCTaBbTe B KOPOOKe. OHYM BygyT
HY>KHbl TOJIbKO B KOHLIE KaXK[Oro payHAaa.

*

*

Paspante Kaxgomy Urpoky no 3 pasHole
KapTOuKM pbl6. OCTaBLUVECA KAPTOUKM
pbl6 He 6yAyT 1MCMONb30BaTbHCA B Urpe.

MepemeluaiiTe UFPOBbIE KAPTOUKH,
pasgfaiTe KaxkaoMy UrPOKY Mo 6 LUTYK,
a OCTATOK CTOMKM MOJSIOXKMTE PAJOM C
UrpoBbIM nosem. He nokasbiBaiTe cBou
KapTOUKM APYrvM Urpokam!

HaunHaeT nrpok, KoTopblii NOCNegHUM
noriman pbi6y. [lanee ouepenb xoaa
MepexoauT Nno YacoBo CTPeSKe.



XOA4 UTPbI

Jlio6011 NTPOK MOXeT nepemewiaTb Ha
cBOE&M xoay nio6oro nyrewecTrBeHHNKa,
€C/IN Y Hero ecTb KapTouka
COOTBeTCTBYlOLLErO LiBeTa!

1. [na s1oro BO3LMUTE TaKyIO KAPTOUKY U
MONOXWTe eé Ha cTon nepeg coboi. Ecnn
Yy BaC HECKOJIbKO KapToueK O4HOro LBeTta
C OMHAKOBbIM KOIMYECTBOM LUAroB, NX
MOXHO pa3birpatb OJHOBPEMEHHO!

2- I'IepemeCTMTe nytewecTtBeHHKa Ha
o6u.|ee KOJIMYeCTBO Waros, ykadaHHoe
Ha OAHOVI NN HECKOJTIbKMNX KapTO4Kax.
Ecnn nyTewecTBeEHHNK NPOXoanT Yyepes
OOVH WU HECKOJIbKO XETOHOB pbl6 mnnn
3aKaHYMBaeT X0 Ha TaKOM XETOHE, Bbl

MoXxeTte CO6paTb nx.
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BENbIA MEABERD

Ecnu Bbl pa3birpbiBaeTe KapTOUKY, Ha KOTOPOIA
NMOMVMO KOJIMYECTBA LUAroB VIMEeTcs CMBOJ

6enoro MefiBefisi, Bbl AOJKHbI NepeMecTUTb
durypky 6enoro mefiBeas Ha fipyroin ancoepr

N yXKe 3aTem caeniatb Xon nyTeecTBeHHUKOM.

Kaxzbli ancéepr CoeaUHEH C ogHOM
13 TPOMWHOK MyTeLleCcTBEHHUKOB, 1 TOT

nyTewecTBEHHUK, TOOMUNHKY KOTOPOIoO CTOPOXKNUT

6enbll MefiBeflb, He MOXKeT gBuraTbca!

Ecnuv y Bac HET KapTouek ¢ CUMBOJIOM 6e1oro
MefBefs, Bbl BCE paBHO MOXKeTe nepemecTu
ero, e/l JaAnTe eMy OANH 13 COBPaHHbIX

NOACYET 0YKOB

B virpe ecTb pbi6bl TPEX BUAOB, @ TaKXKe
MOJITIOCKM-AXKOKEPbI, KOTOPbIX MOXHO
cynTaTb Kak pbiby noboro Buga. Ytobbl
BbIUFPATb PayHA, NocTapanTecb cobpatb
KaK MOXKHO 60ibLLe pbiGbl OAHOMO BUAA.

Korpa HacTynuT Bpema nofcyéTta O4KoB,
BblbepuTe, KaKyio pbiby Bbl Oyaete

HaitpuTe ewe Gonbiwe yenekatenbbix urp Ha SRR TTHTNTYD !

3. Tenepb oTOXMTE UCNONB30BaHHYIO
KapTouKy (M1 KapTouKM) B CTOMKY cbpoca
1 BO3bMUTE CTOJIbKO »Ke HOBbIX KapTOYeK.
Koraa ocHoBHas cTonKa 3aKoHUMTCA,
cTonka c6poca He ncnonb3yerca
NMOBTOPHO, HO MIPOKU NPOAOIKAOT
pasbirpbiBaTh payHA Kak 06blIuHO.

4, PayHp 3akaHUMBaeTCs, KOrga OguH 13
nyTewweCcTBEHHNKOB AOCTUTHET PbIHOYHOW
NIOLAAN B LIEHTPEe NrpoBoro nons!

5. Wrpok, KoTopbln NpUBEAET ero TyAa,
Nnosny4yaeT ABe MOHETbI C PbIHOYHON
nnowaaun. Kaxzabli UrpoK NoACUUTbIBAET
CBOW OYKM M NMOJTyYaeT COOTBETCTBYOLLYIO
CYyMMY UrpoBbIMU AeHbramu (cm. Mopcuét
OYKOB).

Tb

npopasaTb, BO3bMUTE MO OJHON MOHeTe
3a KaxkZy'o TaKyto pblby 11 MOMoCKa U
CcOpOoCbTe COOTBETCTBYIOLLYIO KAPTOUKY
PbIObI. OTa KapToUKa Pbibbl BbIXOAUT

13 UTPbl, TaK YTO B AasibHElLLEM Bbl
CMOXKeTe JIOBUTb TaKyio pblby, HO He
CcMoXeTe eé npogatb!
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6. YTo6bI HauaTb cneaylowwi payHg,
BEPHYITE XETOHbI pblib Ha MrPOBOE Mone 1
MOAroToBbTECH K HOBOW Urpe. MNepBblii XO4
[enaeT UrpoK, KOTOPbI JOMKEH Obln XOANUTb,
Korga 3akoHUYMIICA NpeablayLWniA payHa.

Mepemelaem XENToro nyTelecTBeHHNKa
Ha ABa wara! To, 4To Ha OfAHOI KapToukKe
n3o6pakéH 6enbiit MeaBeAb, a Ha

ApYyroii — HeT, He UMeeT 3HauYeHuA.

KETOHOB pbl6 (Takom »eToH cnenyet 3atem
OT/IOXKUTb B CTOpOHy). Mocne 3TOro Bbl MOXKeTe
Pa3bIrpatb CBOO KapPTOYKY U MepemecTuTb
nyTewecTBeHHMKA, Kak 06bIYHO.

Ecnu Bbl NepemMeLiaeTe NyTellecTBEHHWNKA,
KOTOPOro CTOpOoXuUT 6enblit meaBeab, TO
[OJIKHbI OTAATb TOT U3 CBOUX XKETOHOB, Ha
KOTOPOM yKa3aHO camoe 60siblioe KONMyecTBo
pbl6. Ecniv y Bac eCTb HECKOMBKO KETOHOB C
OfMHAKOBbIM MAaKCVIMasbHbIM KOIMYECTBOM
pbl6, Bbl CAM BbIOVPAETe, KAaKOW U3 HUX
OTAATb Y OTNIOXKUTb B CTOPOHY. Bo3bmuTe
Ha3ap pasbirpaHHyI0 KAPTOUKY, BEpHUTE
nyTeLlecTBEHHUKA Ha MECTO, OTKYAa Bbl €ro
nepemecTui, Y HAYHUTE CBOW XOf 3aHOBO.

3ABEPLUEHUWE UTPbI

Mrpa 3akaHuYMBaeTCsA NoCse TPETbEro
nopAcyéTa OYKoB, Koraa byayT
NCMOJIb30BaHbl MOCeAHNE KAaPTOUKN
pbi6bl. IrpoKM NOACUNTBIBAIOT AEHBIN,
roJsilyuYeHHble 3a Tpu payHaa. BeivrpbiBaet
TOT, KTO OKakeTcA 6orave Bcex!
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CONTENTS

Game board, 6 icebergs, 6 Adventurer
figures, 1 polar bear figure, 18 fish tiles,
24 fish tokens, 54 cards, 45 cardboard
coins.

SETUP

sk Before the first game, carefully
remove the fish tokens and coins
from the cardboard frames, and
remove the cardboard pieces marked
‘X' from the game board (they can be
discarded).

% Assemble the game board. Place the
icebergs on the table, and slot the
game board on them so that they
come through the holes in the board.

RULES

AIM OF THE GAME

Join this arctic adventure and race for victory! Move the adventurers to hook the
most fish and sell them at the Market Place. Choose your moves carefully, because
at the end of each round, you will be paid for just one type of fish! Watch out for
frostbite and hope for the catch of the century!

sk Shuffle the fish tokens face down, sk Give 3 different Fish tiles to all the
place them on the ice holes on the players. The tiles that are left over are
game board, and turn them over. not used in the game.

%k Place two coins marked “1”and the sk Shuffle the cards, deal 6 to each player
polar bear in the Market Place, in the and place the deck next to the game
middle of the game board, and place board. Don't show your cards to the
each Adventurer on a tent of the same other players!
colour. Keep the rest of the coins % The last player to have caught a fish
in the game box, as they are only starts the game and the turns pass
needed at the end of each round. clockwise.



HOW TO PLAY

Any player can move any adventurer
on their turn as long as they have a card
of that colour!

1. To move an Adventurer, pick a card
from your hand that matches its colour,
and place it in front of you on the table.
If you have several cards with the same
colour and the same number of steps,
you can play them at the same time!

2. Move the Adventurer according to the
total number of steps shown on the card
or cards. If the Adventurer passes one or
more fish tokens or ends up on one, you
can collect them.

3. Now, put the used card or cards in a
discard pile and draw as many cards as
you played, from the deck. The discard

THE POLAR BEAR %/}/

If you play a card that has a

Polar Bear symbol in addition

to the movement number, you have to
move the Polar Bear figure onto another
iceberg and then move the Adventurer.
Each iceberg is connected to one of the
Adventurer paths and an Adventurer that
is on the path the Polar Bear is guarding
cannot be moved!

If you don't have any cards with a Polar
Bear symbol, you can also move the

SCORING

There are three kinds of fish as well as
clam jokers that count as any kind of fish
during the scoring. To win a round, try
to collect as much fish of a single kind as
possible.

When it’s time for the scoring, choose
which type of fish you want to sell, take
one unit of money for each fish of that

More entertaining games at @FFTITITALTITNTY)
V

pile is not used again after the draw
deck is gone, but the players continue
the round as normal.

4. When one of the Adventurers is
moved into the Market Place in the
middle of the game board, the round
ends!

5. The player who moved the Adventurer

into the Market Place receives the

two coins placed there. Each player
counts their score and receives the
corresponding amount of game money
(see Scoring).

6. To start a new round, return the fish
tokens to the game board and set up the
game again. The player, who would have
been in turn when the round ended,
plays first.

type as well as each clam you collected,
and discard that Fish tile.

That Fish tile will now be out of the
game for the rest of the game, so you
can still collect that type of fish later

in the game but you can’t earn more
money by selling it!

Moving the yellow Adventurer!

It doesn’t matter, if one of the cards has
a picture of a polar bear and the other
one doesn’t.

Bear by giving her one of the fish tokens
you have collected (that fish token is then
set aside). Then, play a card and move the
Adventurer as normal.

If you move an Adventurer guarded by
the Polar Bear, you have to give up the
token with the highest number of fish
you have collected. If several tokens have
the same highest value, you can choose
which one you give up and set aside.
Take back the card you played, return the
Adventurer to the space you moved it
from, and restart your turn.

THE END OF THE GAME

The game ends after the third scoring
when the last Fish tiles have been used.
The players tally up their money from
all three rounds and the player with the
most money wins the game!
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