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Blitz Junior is great

for players from 4 years old, :
but can be made more challenging
for more experienced players

(6 and up). These changes are
described at the end of this
rulebook, in Advanced Rules.

CounTRY AIR Story

Usually, Gary the Ghost lives in a castle,
Just as ghosts are supposed to. But when
his cousin Scarecrow Steve wants to go
on holiday, Gary agrees to fill in for him
while he's away.

So now Gary haunts the countryside,
scaring the field mice out of the
haystacks and the crows out of the
fields. And he's also made some new
friends - Freddie the Frog, Charlie the
Chicken and Peter the Piglet.




IS EVERYTHING HEREY Components
4 friends:
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Gary  Freddie  Charlie Peter
the Ghost  the Frog  the Chicken the Piglet

55 Cards

7 of them
showing
a black ghost

CincLe or FRIENDS Set up

Place the four friends in a circle in the
middle of the table. Shuffle the cards
and place them face down as a deck.

Whoever has most recently fed an animal
flips a card face up, making sure that
everyone sees it at the same time.

Ler’s co! Play: Grab the friends

The moment a card is flipped face up,
everyone must look at the same time to
see which friends it shows in the right
color. Then each of you tries to grab as
many of those friends from the table as
fast as you can.

Each card shows one, two or even three
friends in the right color.



Example:

Freddie the Frog is green
and Charlie the Chicken
is yellow.

Quickly, grab them both!
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Hupran! Play: Grabbed correctly?

Did you make no mistakes? Well done!
For each friend you grabbed take one
reward card - either the card that was
just flipped or a card from the top of
the deck. Keep all your reward cards in a
face-down pile in front of you.

Un on! Play: Grabbed a wrong friend?

Did you grab a friend you shouldn't
have? That's bad news! Then you take

no reward cards at all, even if you
grabbed other friends correctly.

If no one grabbed correctly, shuffle the
card that was flipped back into the deck.

Gary the Ghost isn't
white, he's pink.
That's not right,

so don't grab him!

Peter the Piglet isn't
shown at all, so don't
grab him either.

Game End

Aut pone?

When you have used up all the deck the
game ends. The player who collected the
most reward cards wins.

If tied, all those tied players win.

If there aren't enough cards in the deck
at the end of the game to use as reward
cards, you simply keep the friends you
just grabbed (correctly). Each friend is
worth one reward card.
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Tue Piack Guosr Advanced Rules

Gary the Ghost loves playing after a
hard day’s work, and his favorite game is
flying through the chimney and popping
out the other side covered in black soot.
Great fun, but now he is too dirty to
touch!

With more advanced players, 2
follow all the rules above. N
In addition, when a card

showing a black ghost is \\
flipped, nobody can grab =
any friends, not even friends

whose right color is shown.

Everyone who doesn't grab anything
gets a reward card.

Designer: Jacques Zeimet
Illustrations: Gabriela Silveira
Layout: Volker Arthur Maas
Translation: Neil Crowley
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Penatry €apps Advanced Rules

In advanced games, you also
lose reward cards when you grab
wrong friends.

Did you grab a wrong friend?

Or did you grab a friend when the

black ghost was on the card?

Big trouble! Not only do you get

no reward card, but you also have

to give back a reward card for each
wrong friend you grabbed (if you can).

Shuffle these penalty cards
back into the deck.
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A Blitz Junior egy nagyszerd
tarsasjatek 4 éves korti gye'rekek
<zaméra. A jatekmenet tovabb
nehezithetd, igy a tapasz_ta|tabb
jétékosok( 6 éves kortol) is
talalnak kihivast maguknak. ’
A valtoztatasokat az (tmutato
végén, a Haladonak részben
talaljatok.

VIDEKI LEVECH

Szili, a szellem egy elhagyatott kas-
télyban €I, ahogy ez a szellemeknél lenni
szokott. Amikor unokatestvére, Mimi a
maddrijeszté szeretne elmenni nyaralni,
Szili azonnal a segitségére siet, hogy
helyettesitse 6t, amig az a tengerparton
siitteti a hasdt.

lgy most Szili a vidéket kisérti, elijesztve
az egereket a szénakazlakbol, a varjakat
a mez6krél. Kézben uj bardtokra taldl -
Béla, a béka, Csipi, a csibe és Mamusz, a
malac személyében. .




MINDENKI ITT VAN? Jaték elmei

4 barat:
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Szili Béla Csipi Mamusz
a szellem a béka a csibe a malac
55 kartya

a pakliban 7
kartyan a fekete
szellem szerepel

BARATI K6R El6késziiletek
Helyezd a négy baratot korbe az

asztal kozepére. Keverd meg alaposan a
kartyakat, és tedd ket lefelé forditva
egy pakliba. Aki legutobb etetett

egy allatot, az fedheti fel els6ként a
huzopakli lapjat, tigyelve arra, hogy
mindenki jol lassa azt.

KezpHETIUK? Jaték menete
Amint egy kartyat felforditunk,
mindenki egyszerre figyeli, hogy a
kartyalap melyik allatot mutatja a
megfelel6 szinben. Ezutan mindannyian
megprobaljatok - lehetSleg minél
gyorsabban- elkapni azt a figurat az
asztalrol, amely a kartyan helyesen
szerepel. Minden kartyanak egy, kettd
vagy akar harom jo megoldasa is van.



Példa:
Béla, a béka zdld,

Csipi a csibe pedig
sdrga. Gyorsan, kapd el
mindkettst!
‘ g & &
HurrAAAATY Helyesen dontottél?!

Sikeriilt j6l valasztanod? Ugyes vagy!
Minden elkapott allatkaért, egy- egy
kartyalap a jutalmad. Valaszthatod a
most felforditott kartyat, vagy egyet a
huzépakli tetejérdl is. Tedd a jutalomkar-
tyadat leforditva magad elé.

6666 Janans! Rossz megoldas?
Elkaptal egy baratot, akit nem kellett
volna? Ebben az esetben nem kapsz
jutalomkartyat, még akkor sem, ha van
j6 megoldas is a valasztasaid kozott. Ha
senkinek sem sikeriilt az adott kérben a
jo szind allatkat megszereznie, tegyétek
vissza a felforditott kartyat a huzopakli
aljara.

Szili, a szellem ebben
az esetben nem fehér,
hanem rozsaszin. Tehat
6t vdlasztani rossz
megoldds lenne!

Mamusz malac
egydltaldn nem ldthato
a kdrtyalapon, szoval 6t
sem tudod elkapni!

Mir véee s ? Ki nyeri a jatékot?
Amikor az 6sszes kartyat felhasz-
naltatok, a huzopakli elfogyott, a

jaték véget ér. Az a jatékos nyer, aki

a legtobb jutalomkartyat gydjtotte
0ssze. Dontetlen esetén, tobb jatekos is
gydéztes lehet.

Ha a jatek végén nincs mar elég kartya
a pakliban, egyszer(ien megtarthatod
azokat a fafigurakat, amiket helyesen
elkaptal. Minden megszerzett kis barat
egy jutalomkartyat ér.
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A rexeTe sZELLEM  Szabalyok haladoknak — RiiNTeTékARTYiK

Szili, a szellem nagyon szeret jatzani egy ~ Halado jaték esetében jutalomkartyai-

fdraszto nap utdn. Kedvenc jdatéka az, dat el is veszitheted, abban az esetben,
amikor dtreplil a kémény egyik oldaldn, ha rossz baratot kapsz el.
majd a mdsik oldaldn fekete korommal
beboritva bukkan fel. Ez igazdn nagyon Nem a megfeleld allatkat szerezted meg?
Jj6 mdka, de még a bardtai sem szivesen Vagy elfogtad egyikiket, holott fekete
jatszanak vele, mert Szili igy > szellem volt a kartyan? Jaajj- Jajjj! Nem
talsdgosan piszkos lesz! S csak hogy nem kapsz jutalomkartyat,

N de minden rossz valasztaseért, vissza kell

Ebben a jatékmodban is \
kévessétek az fent leirt =
szabalyt. Annyi csak a kiilénbség, hogy
amikor egy fekete szellemet abrazold
kartyat forditotok fel, senki sem kaphat

el semmit. Még azokat az allatkakat sem,
amelyek a megfelel§ szinben szerepelnek
a kartyan.

adnod egy kartyadat.
Tedd vissza ezeket a blintet6kartyakat

a huzopakliba és jol keverjétek meg a
lapokat.

Mindegyik jatékos, aki nem fog meg

egyetlen fababut sem, jutalomkartyat Z
kap. “\ -
@
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Blitz Junior e uyaecHa urpa 3a
feua ot 4-rognuiHa B8bH3pPacT,

Ho MOXKe o3 bbae HanpaseHa no-
npepay3suKaTenta sa Mo-OnNUTHW
yrpaum (Ha 6 roaUHU U noseue).
Te3n npomeHn ca onucaHu B
Kpas Ha TOBa PBKOBOACTBO,

g pasgena Mpasunasa
HanpeaHanu.

ObukHoseHo [lpuzpaksm /yx4o xusee
8 30MbK — KOKMO n0006asa Ha eOUH

UCMUHCKU NPU3PAK.
Ho Kozamo 6pamosyed my,
Maawunomo Caamyo, pewaga 0a

uznese 8 omnyck, [yx4o ¢ padocm ce

cvanacasa 0a 20 3amecmu.
Y maka, ceza [yx4o obukans
NPOBUHYUAMA, NAGWU MUWKUME &

CeHOMO U 20HU 2ap2ume om Husume.

A Hali-xybasomo? Hamepun cu e

Ho8U npusmenu — #Habokvm MHabyo,

luneHyemo lMunu u lNpaceHyemo
lpacyo!
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BenuKmM nu €A TYK?

4 npuarenu:

Mpu3pakbT  HKaboKbT
[yx4o abuo

55 Kaptn

KomnoHeHTH

MuneHueto MMpaceHueto
Munn Mpacuo

7 oT TAX
nokassar
yepeH npu3pak

Mibuatenexkm Kpdr  loarotoska 3a urpa

MocTaBeTe YeTUpUMaTa NPUATENN B KPBT B
cpepaTa Ha macaTa. PasbbpKaiiTe KapTuTe U
T MocTaBeTe C IMLLeTO HAaJ 01y KaTo TecTe.

KoiTo nocnefeH e XpaHua 3KMBOTHO, UMa
npaBo NpbB Aa 06bpHe KapTa.

BuHaru obpbluaitTe KapTuTe Taka,

Ye BCUMYKM A4a MOTaT A4a rv BUAAT
eiHOBPEMEHHO.

Ja sanoupAME!

B MOMmeHTa, B KOMTO KapTaTa 6bae
06bpHaTa C IMLETO Harope, BCUYKM
TpsbBa e4HOBPEMEHHO Aa NnoraeaHart, 3a
0,3 BUAAT KOW NpUaTenn ca nsobpasexu 8
NPaBUAHUA LBAT.

Cnep ToBa BCEKM Urpad ce OnuTea
Bb3MOXKHO Hai-6bp30 Aa rpabHe KOAKOTO
ce MOJKe NnoBeye OT Te3W NPUATENN OT
macaTa.

BcAKa KapTa NMoKasBsa efuH, ABama uau
LOPU TPMMA NPUATENIN B MPAaBUIHWSA LBAT.



[Tpumep.

Mabokvm MKabyo e
3eseH, a MuneHyemo
lunu e #vamo. bvp3o,
epabHu 2u u dsamamal

Yoaaaall!

Xog Ha urpata: XBaHaTv npasuiHo?

He Hanpaswu nu rpewkn? bpaso!

3a BCeKM NpuATeN, KOroTo CU XBaHan
npaBu/IHO, B3EMM eiHa KapTa 3a Harpaaa
— WY 06bpHaTaTa TOKY-LO KapTa, Uau
Hali-ropHaTa KapTa oT TecTeTo.

[pbXK BCUUKMTE CU CeYesIeHu N0 To3n
HauYMH KapTu C INLLETO HAZ0/Y B KyMYMHa
npeg cebe cu.
ona! XBaHa rpeweH npuaten?
XBaHa /i1 rpelueH npuaten? Toea He e
nobpe!

B TakbB C/ly4Yail He NoslyyYaBall KapTa

3a Harpaga, 0Py 4a CU XBaHan Apyru
NpUATENN NPaBUHO.

AKO HUKOI He e ynyunn, obbpHaTaTa KapTa
ce Bpblla B TECTETO U ce pa3bbpKBa.

lpuspakem [yx4yo He e
671 —mol e posos. Tosa
He e npasusiHo, 3amosa
He 20 xeauwjali!

lpaceHyemo lpac4yo
u306wWo He e NOKA3aHo,
maka ye He xeawad u
Heao.

Foror nu en? Kpait Ha urpata
KoraTto TecteTo CBbPLUK, UrpaTa
npukatoysa. NobexkaaBa UrpaysbT C
Hal-MHOrO CneyeneHmn KapTu.

AKO MMa PaBEeHCTBO — BCUYKM C paBeH bpoi
KapTu nobexaasar.

AKO B Kpasi Ha UrpaTa B TeCTeTO He ca
oCTaHa/NM AOCTaTbYHO KapTu 3a Harpaaa,
NPoCTO 3anaseTe NPUATEANTE, KOUTO
TOKY-LLLO CTe XxBaHau (NpasuiHo). Bcekn
npuaTen ce 6pou 3a egHa cneyeneHa KapTa.
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Yepuuar nonpax Mpaswna 3a HanpeaHaan  HAKASATEJTHM KAPTH [1paBuna 3a HanpeaHav

lpuspakem Lyx4o oboxasa da uepae Crnopeg npasuaata 3a HanpeaHaau ryéuw
cn1ed 0bsve pabomeH 0eH, a MIO6UMAMA  kapTu 3a Harpaza, KOraTo XBaHeLl FrpeLHM
My ue2pa e 0a npeauma npe3 KOMUHa npuaTenu.

u 0a u3cka4ya om opyeama My CmpaHa
Ueauam nokpum 8 YepHu camcou. [oaamMo
3ab6asneHue, HO ceca e M8bpPOe MPBCEH,
30 0a 6v0e 0oKocsaH!

XBaHa v rpeweH npuaten? Unv nuk cm

nocerHan, KoraTto Ha KapTaTa Uma YepHOTO

~ npuspaye? fonemum HenpuATHOCTH!

.  Hecamo ue He nonyyaBall KapTa 3a
Harpaga, Ho U TpAbBa Aa BbpHeL Mo eAHa
33 BCEKM rPeLUHOo XBaHaT NnpuaTen (ako

L\l MMall TaKkuBa).

M B TO3M peXXmMm Ha urpa

cnepBaiTe NpaBuUAOTO, ONUCAHO

no-rope. EAMHCTBEHATa pasanka

e, Ye KoraTo ce 0bbpHe KapTa ¢ =
YyepeH nNpuspak, HUKOW He MOXKe Aa XBaHe
HULLO — LOPYU MBOTUHKMUTE, KOUTO Ca B
NPaBUIHUA LiBAT, NOKa3aH Ha KapTarTa.

BbpHaTUTe HaKka3aTesIHU KapTu ce
pa3bbpKBaT 06pPaTHO B TECTETO.

BceKku Urpay, KOWTO He XBaHe HUTO efHa
AbpBeHa Gpurypka, nonyyasa KapTa 3a
Harpaga.

ABTop: Xak 3aiimeT CUMBA TOWC BbATAPUA EOO/
Mnwoctpauuu: fabpuena Cunseipa Yn. Po3osa paguHa 17,
lpaduka: Bonkep A. Maac BG-1588, c. KpneuHa

A
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RATOR
JocuULDE REACTIE FULCE =

1
PENTRU DI!!SCO\.AR| DRICED“‘!‘I,

2

Blitz Junior este ideal pentru

jucatorii cu varsta mai mare de Aenut bE TARA
4 ani, dar poate deveni si mai il
provocator pentru jucdtorii mai

experimentati (6 ani si peste).

Aceste adaptari in functie de

vArsta sunt descrise 1a finalul

acestui requlament, in sectiunea

Reguli Avansate

Poveste




EsTE TOTUL AlCI? Componente
4 prieteni:
16Q) (
R :
Gabi Felix Cristi Petre
fantoma  broscoiul puiul purcelul

55 cdrti de joc

7 dintre ele
aratand o
fantoma neagra

14

CERCUL DE PRIETENI Pregdtirea jocului

Asezati cei patru prieteni intr-un cerc
in mijlocul mesei. Amestecati cartile si
puneti-le cu fata in jos ca pachet.

Cine a hranit cel mai recent un

animal intoarce o carte cu fata in sus,
asigurandu-se ca toatd lumea o vede in
acelasi timp.

SUNTETI CATA? Joc: Prinde prietenii

in momentul in care o carte este intoars3
cu fata in sus, toata lumea trebuie sa

se uite in acelasi timp pentru a vedea

ce prieteni arata cartea, si dacd suntin
culoarea potrivita. Apoi fiecare dintre voi
incearca sa ia cat mai repede posibil si
cat de multi dintre acesti prieteni de pe
masa. Fiecare carte arata unul, doi sau
chiar trei prieteni in culoarea potrivita.



Exemplu: -
Felix broscoiul este verde, // ’
iar Cristi puiul este

galben. Repede, apuca-le
pe amdndoud!

< @v

UurpanaY! Joc: Ai prins corect?

Nu ai facut greseli? Foarte bine! Pentru
fiecare prieten pe care I-ai luat, ia o
carte ca si recompensa - fie cartea ce
tocmai a fost intoarsd, fie o carte din
partea de sus a pachetului. Pastreaza
toate cdrtile de recompensd intr-un teanc
cu fata in jos in dreptul tau.

Var! Joc: Ai prins prietenul gresit?
Ai luat un prieten pe care nu ar fi trebuit
sa-| iei? Este o veste proastd! Atunci

nu iei nicio carte ca si recompensa,
chiar dacd ai luat corect alti prieteni.
Daca nimeni nu a luat prietenul corect,
amestecati cartea care a fost intoarsa,
fnapoi in pachet.

Gabi fantoma nu este
alb, el este roz. Nu este
corect, asa ca nu-I lua!

Petre purcelul nu apare
deloc, asa ca nu-I lua.

Gara? Sfarsitul jocului
Cand ati epuizat tot pachetul, jocul se
termind. Castiga jucatorul care a strans
cele mai multe carti recompensa. Dacd
sunt la egalitate, toti acei jucdtori la
egalitate castiga.

Dacd nu exista suficiente cdrti in pachet
la sfarsitul jocului pentru a le folosi ca

si carti de recompensad, pur si simplu
pastrati prietenii pe care tocmai i-ati luat
(corect). Fiecare prieten valoreazd o carte
recompensa.

N
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FaNTOMA NEACRA Reguli Avansate

Lui Gary fantoma ii place sa se joace
dupa o zi grea de munca, iar jocul lui
preferat este sa zboare prin cos si sa
iasd pe cealalta parte acoperita cu
funingine neagra. Foarte distractiv, dar
acum este prea murdar pentru &

a fi atins! ~

Cu jucatorii mai avansati,

urmati toate regulile de mai

sus. in plus, atunci cand o carte care
indicd o fantoma neagra este intoarsa,
nimeni nu poate prinde niciun prieten,
nici mdcar prietenii carora li se arata
culoarea potrivita.

Toti cei care nu iau nimic primesc o carte
ca si recompensa.

Autor: Jacques Zeimet
llustratii: Gabriela Silveira
Aspect: Volker A. Maas
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CARTI PENALIZATE Reguli Avansate
in varianta avansata a jocului, pierzi

si carti de recompensd atunci cand iei
prieteni gresiti.

Ai luat un prieten gresit? Sau ai prins
un prieten cand fantoma neagrd era
pe cartonas? Mare necaz! Nu numai cd
nu primesti nicio carte de recompensa,
dar trebuie si sd returnezi o carte de
recompensa pentru fiecare prieten
gresit pe care |-ai luat (daca poti).

Amestecd aceste cdrti de penalizare
inapoi in pachet.




