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ILH GALLI
JUmier

by
Haim Shafir

Number of players: 2 - 4 Contents: 54 clown cards
Age: 4 years and over 1 bell
Duration: approx. 15 minutes 1 set of rules

Nine clowns of different colours are bustling about in the cir-
cus ring. Most clowns are happy, but some are very sad,
because they have lost their hats. Whenever two identical
happy clowns can be seen in the circus ring, you have to
strike the bell really fast and ring it. Whoever can do this
most quickly, gets many clown cards. The one who has got
the most clowns at the end wins the game.

On each card a clown is shown. There are clowns in nine
different colours, of each colour five happy clowns and one
sad clown without a hat. The happy and the sad clowns are
just a little different from each other and that is why you
have to be careful.

until two happy clo-

wns of the same E
colour can be seen. If
this happens, each @
player must strike the

bell as fast as possible,
no matter if it is his (her)
turn or not.

Example 1: A green
happy clown, a pink
happy clown, a lilac
happy clown and a
blue happy clown are
uncovered. Until now you must not yet ring the bell. You
put a second green happy clown on the blue happy clown.
As there are now two green happy clowns to be seen the
bell must be rung.

The player who has rung the bell first wins all the open piles
of cards including his (her) own. The cards he (she) has won
are put, clown's face down, under his (her) own covered
pile. The fastest player starts the next round, by turning aro-
und a new card.

Attention: The hands of the players must not be too near the
bell. During the game they must always be kept on the table
near the players' own cards.

Sad Clowns. Don't be confused by the sad clowns, becau-
se they look very much like the happy clowns. It happens all
too soon that you ring the bell wrongly, because two clowns
ofthe same colour were uncovered indeed, but one of them
was a sad clown.

The bell is placed into the middle of the table well within
reach for everybody. The cards are shuffled and dealt even-
ly to all players. If there are four players, two players have
one more card each at the beginning. Each player forms a
pile with his (her) cards that he (she) places, clown's face
down, in front of him (her) on the table.

If it is your turn, you turn around the top card of your pile and
place it face up in front of your pile on the table. Then your
neighbour on your left takes his (her) turn at once. In this
way an open pile of cards is created in the course of the
game in front of each player between the bell and the cover-
ed pack.

Attention: When uncovering you must absolutely make sure
that you turn the card round to the front. The other players
should see first the face of the card that is being uncovered.
Thus you are forced to turn round each card very quickly, if
you also want to see which clown you are uncovering.

Ringing the bell quickly. All the players go on turning
round one after the other the top card of their covered pile,

Example 2: A yellow happy clown, a red sad clown, a blue
sad clown and a blue happy clown are uncovered. Until
now you must not yet ring the bell. You put a blue happy
clown on the yellow happy clown. As two blue happy
clowns can be seen now you may ring the bell, although
the blue sad clown can be seen as well.

Wrong bell-signal! /f you have struck the bell at the wrong
moment, you must give a card to each of the other players
from your covered pile. The other players put the card under
their covered pile.

If it is your turn and you cannot turn round any more cards,
you are out unfortunately. The other players go on playing
until two identical clowns can be seen. The fastest player
collects his (her) cards a last time and then finishes the
game. Now each player counts his (her) cards. The player
with the most cards has won the game.

© AMIGO Spiel + Freizeit GmbH, D-63128 Dietzenbach, MCMXCVII
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play this game. Have fun'

Hi there! My name :
to show you how to

S T L
Players: 2-6 Ages: 4 an

Components

1 shape die

1 color die

36 magnetic discs

é; 'gs:' XYY

The Ildea and Aim of the Game

All players simultaneously try to pick up the colorful magnetic
discs. The dice determine the shape and color that must be
matched. Click the correct discs together quickly — but leave all
the others! The player with the biggest stack of discs wins the
game.

Spread the magnetic discs on the table so thaf the colored
shapes are visible.
Get the color die and the shape die ready.

A white face?

Both the shape and color dice have one white face. If you roll

the white face on either one of them, you only have to pay

attention to what the other die shows when picking up discs.

If you roll the white face on the color die, then all colors match

and you only have to pick up the correct shape. If you roll the

white face on the shape die, you only have to match any discs
= the puzzle piece on

die. Everybody now tries to pick up any discs with a

puzzle piece on them — color does not matter!

showing the color you have rolled on the other die.
— {:‘ e Example: You've rolled

“ "ab i'::bi the shape die and the
S~ S_-7  white face on the color

Both dice show a white face?

You'll have to move extra fast now! If both dice show the white
face, you don't have to pay attention to color or shape — just
try to pick up as many discs as you can! But remember, you can
only use one hand!

dup Duration: approx. 10 minutes 1

One playér rolls both dice. Pay close attention to what is rolled,
as everyone is playing at the same time. Quickly pick up
any discs showing the matching shape and color on the dice.

1= Example: The dice
.| show the color blue
AN p ;}jl and the flash shape.
5 ~—~"  The discs you must
pick up as quickly as possible must all show a blue
flash.

Just one hand!

When picking up discs, you have to make sure you're using
only one hand. The discs are magnetic, so they will stick
together nicely.

Continue until there are no more matching discs left on the
table. Once there are no more matching discs, the next player
starts a new round by rolling both dice and everyone now tries
to pick up the discs that match the new dice roll from the discs
remaining on the table.

Picked up the wrong disc?

When you're in a rush, you may sometimes pick up the wrong
disc. If this happens, you'll have to return the incorrect disc to
the middle of the table and add one of your other gathered
discs as a small penalty. If you don't have any discs yet, you got
lucky and do not have to pay a forfeit.

The End of the Game

When all of the discs have been picked up, the game is over.
Compare the stacks you have collected. The player with the
tallest stack of discs wins. And since it's over so quickly, why
not have another game right away?

Do you have any questions ? We'll be glad to help you:
AMIGO Spiel + Freizeit GmbH
WaldstraBe 23-D5 - D-63128 Dietzenbach
www.amigo-spiele.de
E-Mail: hotline@amigo-spiele.de

Tyl
i le

© AMIGO Spiel + Freizeit GmbH, D-63128 Dietzenbach, MMXII Version 1.1

Playing the Game

Symbols on the magnetic discs © Mirko Milutinovic / Fotolia.com
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by Wolfgang Kramer
with illustrations by Franz Vohwinkel
Not a game for the bull-headed!

Players: 2 - 10 Age: 8+ Duration: about 45 minutes
Contents: 104 cards, 1 set of instructions

GOAL OF THE GAME ﬁ“

Try not to get any cards! Every card you have to take will
cost you a penalty point for each bullhead. The winner is
the player with the least bullheads at the end of the game!

GETTING READY TO PLAY ¥

Shuffle the cards and deal 10 cards to each player All
players hold their cards in their hand.
You'll need a paper and pencil for keeping score.

HOW ARE THE CARDS ARRANGED?

Each card only fits into one row. The following rules apply:

Rule 1: “Ascending Order”

The values of the cards in each row must always increase
from left to right.

Rule 2: “Least Difference”

A card must always be played in the row that ends with the
card that has the closest lower value.

Example:

As shown in Fig. 1, the last cards in rows 1 to 4 have the
following values: 12, 37, 43, and 58. The four players put
down the following cards: 14, 15, 44, and 61. The lowest
card has a value of “14". According to
Rule 1, this card must be played in the
1st row, next to the “12”. The card with
value “15” then goes next to the “14” in
the same row.

According to Rule 1, the “44” card could
be played in rows 1, 2, or 3, so we look
at Rule 2. The “least difference” means
that the card must be played in the third -
row, since “44" is closer to “43” than [ =
“37". The “61" card must be played in ?
the fourth row, according to Rule 2. s v

Fig. 2: The four rows after the 1st play

MAKE FOUR ROWS

Take the top four cards from the leftover
cards and place them face up in the middle
of the table. Each of these cards is the first
card in a row. Each row can only hold
5 cards, including this first card. Put the
rest of the leftover cards aside—you won't
need them until the next round.

@
i
LG
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[

L

o LHE)
v ©

Fig. 1: The four rows at the beginning of
a round

PLAYING THE GAME
I. PLAYING CARDS

There are no turns! All players play at the same time.

Each player takes one card from their hand and puts it face
down on the table in front of them. The cards are turned
over after all players have made their choice.

The player who played the card with the lowest value
adds their card to the end of one of the four rows, followed
by the player with the second-lowest card, etc., until all the
cards played have been added to rows. Players repeat this
process 9 more times, until all 10 cards in every player's
hand have been played.

11. TAKING CARDS

Everything is fine as long as you can play your card in one
of the four rows. The problems start when a row is full or
when a played card does not fit into any of the four rows.
In both of these cases, the player who tries to play one of
these cards must take cards from the table and add them
to their “Bull Pile”.

Rule 3: “Full Row"

A row is full when it has 5 cards. If Rule 2 says that a sixth
card must be played on a row, the player who played this
card must first pick up all five cards in that row, then play
their card as the first card in a new row.

Example:

Our four players put down the following
cards: 21, 26, 30, and 36.

The “21" and the “26" are put in the first row,
which now has five cards and is therefore full.
Now the player holding the “30” must also
put his card in the first row. Since this is the
sixth card, he must first pick up the origina/
five cards in that row before playing his “30”
as the first card in a new row. The “36” must
also be put in the new row, next to the “30”.

Fig. 3: Showing the four rows after the 2nd play
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Rule 4: “Lowest Card”

If a player plays a card with a value that is so low that it does
not fit into any of the rows according to Rule 1, they must
take all of the cards in the row of their choice and play
their card as the first card of a new row.

Example: The following cards
are played: 3, 9, 68, and 93.

The “3” is the lowest card and
must be played first, but it does
not fit into any of the rows.
That player must take all of the
cards in any one of the rows. She
chooses row 2 since it has the
fewest bullheads, and takes the
“37". She then starts a new row
by playing her “3". The player
with the “9” was lucky, because
he may now play his card next
to the “3".

Fig. 4: Showing the four rows after the 3rd play.

Hint: If you have to take a row because the value of the
card you played is too low, it's often best to choose the row
that will give you the least number of bullheads!

BULLHEADS = MINUS POINTS
Each card shows a number of bullheads between the
numbers. Each bullhead is worth one penalty point!
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TIPS AND HINTS ¥

Two examples may give an
idea of the possible pitfalls of
this game:

In the 1st example, a player
wants to play the “45" because
he thinks he can put it next to
the “41" in the third row. He is
mistaken. He must put the card
next to the “42" in the fourth
row because this is the “least
difference” as defined by Rule
2. This is the sixth card, which
means that he must pick up the
other five cards!

A e

Ly

X

1.
s
L

Fig. 5: The cards for example 1

In the 2nd example, a player ®—=
decides to play the “62", thin- l
king that she is making a good | |

= - =

move, intending to put it down

next to the “61” in the first ym’ i
row. She proves to be wrong | || - 1 =
]

)
7

however, as a player playing s
the “29" empties the first row ;
(worth the lowest number of m
points). The player with the == o
“62" must now put her card in - ﬁlﬁﬁw s
the fourth row, and has to pick ﬁ m e
O =

up all five cards!

T

=
I

!

Fig. 6: The cards for example 2

All cards with values containing:

ives (5, 15, 25, etc.) have 2 bullheads

multiples of ten (10, 20, 30, etc.) have 3 bullheads
doublets (11, 22, 33, etc.) have 5 bullheads.

The number , 55" is a doublet that also contains a five, so
it has 7 bullheads!

BULL PILE
When a player has to take cards, they put them in their own
“Bull Pile” in front of them on the table.

Important: Do not add the cards you take to your
hand to play later!

END OF THE ROUND ¥

The round is over when all players have played their 10
cards. Each player then picks up their Bull Pile and counts
the number of bullheads. Each player's penalty score is
written down, and a new round can begin.

Keep playing rounds until one of the players has collected
more than 66 bullheads. The winner is the player who has
collected the lowest number of bullheads.
Of course, you can pick a different goal before the game
begins, or play a fixed number of rounds!

14

ADVANCED VERSION FOR 2-6 mv:nsﬁ*’

We recommend this version of the game for anybody who
enjoys working out tactics. All of the basic rules apply, plus
the following two:

1. ALL CARDS IN THE GAME ARE KNOWN
The number of cards used in the game depends on the
number of players.
The rule for this: the number of players times 10, plus 4.
Example: 3 players = 34 cards from 1 - 34;

4 players = 44 cards from 1 - 44; etc.
All cards with higher values are removed from the game.

2. EACH PLAYER CHOOSES THEIR OWN 10 CARDS
The cards are placed on the table face up. Going round the
The cards are placed on the table face up. Going around
the table, each player takes 1 card at a time until everybody
has 10 cards in their hands. The remaining 4 cards are then
placed on the table to start the rows.

The game is played just like the basic version.

© AMIGO Spiel + Freizeit GmbH, D - 63128 Dietzenbach, MCMXCVIll, MMXI
Version 2.3
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Players: 2 — 8 * Age: 5+ * Playing Time: Approx. 15 min.

Content(:

15 picture plates

Each plate shows the same 15 items : Teddy bear, duck, pen-
cil, pullover, flower, ship, plane, cap, ball, teapot, drum, fish,
butterfly, car, kite.

Every item is two-coloured, but the exact combination va-
ries. So the teddy is sometimes yellow-green, sometimes
green-yellow, sometimes red-blue etc.

How to play

The 15 picture plates are shuffled and put at the edge of the
table as a face-down stock. The oldest player takes the top
two plates off the stock and puts them in the centre of the
table face up, with a little space between them — and the ga-
me begins!

One item is absolutely identical on both plates. All players
look for that item at the same time. A player who thinks he
has found the item quickly calls out its name and points it
out to the other players.

identical

Nadine has found the identical item and quickly calls:
“butterfly”. For control, she points at the two identical

burterflies.

ldea of the gawe

Two picture plates are turned over and put in the centre of
the table. No matter which two plates are picked and turned
over, one, and only one, item on one of the plates will al-
ways be absolutely identical to one item on the other plate.
Never more than one, but always one. To find this item as
quickly as possible is what the game is abour.

Example:

X

absolutely identical

)

not identical

Whoever has the most plates at the end wins the game.

8

The player who first correctly called the name of the identi-
cal item takes one of the two picture plates as a prize and
puts it face down in front of himself.

Note: If a player names a wrong item, he must pause for this
round; the other players keep on looking until one of them
has found the right item.

Then the player who named the right item (and won the
plate) takes the top plate off the stock and puts it face up
next to the remaining one. The game goes on!

Afier Nadine has taken one of the two plates as a prize and
put it face down in front of herself; she turns over the top card
of the stock and puts it in the position of the prize.



And on it goes: Everybody once more looks for the identi-
cal item at the same time.

Note: When a player takes a picture plate as a prize, he
should always take the one that has been on the table lon-
ger. So, if the top plate was taken as a prize in one round,
you should take the bottom one in the next round, then the
top one again, and so on.

End of the game

The game goes on until the stock is used up and there is on-
ly one plate left in the centre of the table. Whoever has the
most picture plates wins the game. Should more than one
player have the highest number of plates, they are all

winners.

Do you have any questions ? We'll be glad to help you:

AMIGO Spiel + Freizeit GmbH
WaldstraBe 23-D5 - D-63128 Dietzenbach
E-Mail: redaktion@amigo-spiele.de

© AMIGO Spiel + Freizeit GmbH, D-63128 Dietzenbach, MMl
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