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Card Game

112 Cards as follows:

19 Blue cards-0t09

19 Green cards - 0t0 9

19Red cards-0t09

19Yellow cards-0t0 9

8 Draw Two cards - 2 each in blue, green, red and yellow
8 Reverse cards - 2 each in blue, green, red and yellow
8 Skip cards - 2 each in blue, green, red and yellow

4 Wild cards

4 Wild Draw Four cards

4 Fashion Trend cards

Object of the Game

Be the first player to get rid of all of your cards in each round and score points for the cards your opponents are left holding.
Points in rounds accumulate and the first player to reach 500 points wins.

1. Each player draws a card; the player that draws the highest number deals (count any card with a symbol as zero).
2.The dealer shuffles and deals each player 7 cards.
3. Place the remainder of the deck facedown to form a DRAW pile.

4.The top card of the DRAW pile is turned over to begin a DISCARD pile. NOTE: If any of the Action Cards (symbols) are turned over
to start the DISCARD pile, see FUNCTIONS OF ACTION CARDS for special instructions.

Let’s Play

The person to the left of the dealer starts play.

On your turn, you must match a card from your hand to the card on the top of the DISCARD pile, either by number, color or symbol
(symbols represent Action Cards; see FUNCTIONS OF ACTION CARDS).

EXAMPLE: If the card on the DISCARD pile is a red 7, the player must put down a red card OR any color 7. Alternatively, the player
can put down a Wild card (See FUNCTIONS OF ACTION CARDS).

If you don't have a card that matches the one on the DISCARD pile, you must take a card from the DRAW pile. If the card you picked
up can be played, you are free to put it down in the same turn. Otherwise, play moves on to the next person in turn.

You may also choose NOT to play a playable card from your hand. If so, you must draw a card from the DRAW pile. If playable, that
card can be put down in the same turn, however you may not play any other card from your hand after the draw.

Functions of Action Cards

gz 7w | Draw Two Card - When you play this card, the next player must draw 2 cards and miss their turn. This card
SLgia | may only be played on amatching color or on another Draw Two card. If turned up at the beginning of play,
/| the same rule applies.

Reverse Card — When you play this card, the direction of play reverses (if play is currently to the left, then
play changes to the right, and vice versa). This card may only be played on a matching color or on another
Reverse card. If this card is turned up at the beginning of play, the dealer goes first, then play moves to the
right instead of the left.

2 Skip Card — When you play this card, the next player is “skipped” (loses their turn). This card may only be
(o played on a matching color or on another Skip card. If a Skip card is turned up at the beginning of play, the
= || player to the left of the dealer is “skipped,” hence the player to the left of that player starts play.

Wild Card — When you play this card, you get to choose the color that continues play (any color including
the color in play before the Wild card was laid down). You may play a Wild card on your turn even if you
have another playable card in your hand. If a Wild card is turned up at the beginning of play, the person to
the left of the dealer chooses the color that continues play.

Wild Draw 4 Card — When you play this card, you get to choose the color that continues play PLUS the
next player must draw 4 cards from the DRAW pile and lose their turn. However, there is a hitch! You may
only play this card when you do NOT have another card in your hand that matches the COLOR on the
Caflon) DISCARD pile (but it is acceptable to play this card if you have matching number or Action Cards). If tumed
A up at the beginning of play, return this card to the deck and pick another card.

NOTE: If you suspect that a Wild Draw 4 card has been played on you illegally (i.e. the player has a matching card), then you
may challenge that player. The challenged player must show you (the challenger) their hand. If quilty, the challenged player
must draw the 4 cards instead of you. However, if the challenged player is innocent, you must draw the 4 cards PLUS an
additional 2 cards (6 total)!

= Fashion Trend Card — When you play this card, start a fashion trend by calling out a color that the other players
\ must match. Beginning with the next player after you, each player must show a card from their hand that
4 a matches the color you called out (Wild cards do not count). Players do not discard these cards; they just show
them to you and return them to their hand. Proceed around the table until you reach the first player who cannot
show the matching color — this player must draw 2 cards from the DRAW pile. If everyone has a matching card,
no one has to draw. Play then resumes with the next player after you.

When you play your next-to-last card, you must yell “UNO” (meaning “one”) to indicate that you have only one card left. If you
don’t yell “UNO” and you are caught before the next player begins their turn, you must draw two cards.

Once a player has no cards left, the round is over. Points are scored (see SCORING) and play starts over again.

If the last card played in a round is a Draw Two or Wild Draw Four card, the next player must draw the 2 or 4 cards respectively.
These cards are counted when the points are totaled.

If no player is out of cards by the time the DRAW pile is depleted, the DISCARD pile is reshuffled and play continues.

The first player to get rid of their cards in a round receives points for all of the cards left in their opponents’hands as follows:

All number cards (0-9) Face Value
Draw Two 20 Points
Reverse 20 Points
Skip 20 Points
Wild 50 Points
Wild Draw Four 50 Points
Fashion Trend 50 Points

Once the score for the round has been tallied, if no player has reached 500 points, reshuffle the cards and begin a new round.

Winning the Game

The WINNER is the first player to reach 500 points.

Alternative Scoring and Winning

Another way to score points is to keep a running tally of the points each player is left with at the end of each round. When one
player reaches 500 points, the player with the lowest points is the winner.
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Naiyvidt Kaprov

112 kapreg:

19 MmAe kapreg- 0 w¢ 9

19 Npdowveg kapTee - 0 we 9

19 Kokkiveg kapreg - 0 we 9

19 Kitpveg kapreg - 0 we 9

8 Kaprec "Mape Avo" - 2 pme, 2 mpdatveg, 2 KOKKIVEC Kal 2 KiTpveg

8 Kaprec "ANNaler n ®opd” - 2 pumhe, 2 mpaotveg, 2 KOKKIVEG Kal 2 KiTpIveg
8 Kaprec "Aev Maie o Emopevo” - 2 pmhe, 2 mpdoivec, 2 KOKKIVEG Kal 2 KITpIveg
4 Kaprec "Mmahavtép”

4 Kapreg "Mmahavtép Nape Téooepic”

4 Kapreg "Moda"

Ikomog Tov Mayvidiov

Na yivete o mpatog maiktng mou Ba cuykevtpaoel 500 Babpovc. Ot Babpoi ouykevtpwvovTal pixvovtag OAEC TIC KAPTEC OV KpaTdTe
0Ta Xépla oag mptv amd Tov avrinaho i Toug avtindhoug oag. Ot fabyioi ouykevipwvovtal mpooBEétovtag Toug apBolg Twv KapTav
TIOU PéVOuV 0TOUG QVTITAAOUG 00,

Ag Eroipactoupe

1. KdBe maiktng tpaPaet pia kdpta. Autdg mou el v kapta pie To peyahitepo apiBd potpdlel mpwtog (o1 Kdpteg Apdong
umohoyidovat wg undév).

2. Apou avakaTéeTe TiC KApTeC, poipdlete 7 kapTee o€ kABe maik.
3. To uméhotmo Tou TaKETOL TOMOBETEITAL fE TV O TWV KAPTAV TIPOG Td KATW, £T01 WOTE Va oXNpatioTei ) otoifa TPABHTMATOY.

4. Hmdvw kapta me otoifag TPABHTMATOZ avamodoyupiletat yia va oxnpatiotei n otoifa twv AXPHETON kaptav. EHMANTIKO:
Avn kdpta mou epgaviotnke eivar Kdpta Apdong (kdpta pe ovpBodo), ToTe EpappooTe Toug eldikol Kavoveg yia Ti Kdpteg
Apdong mou onpetvovTal mapakdtw.

Ac Naioupe

0 maiktng mou kdBetal oTa aploTepd autol mov poipace, mailel mpWTOC.

Autc o maiktng mpémet va emAéSe kat va piel o otoiBa Twv AXPHITON kaptav pia amd Tig KApTEC Tou, ToU va Talpladel pe Tov
ap1Bpd, To xpwpa 1y To aVpBolo g "axpnotng kaptag”.

Napadetypa: Av n "dypnotn kapta" eivat 7 KOKKIVO, 0 Maiktng mpémet va piget pia KOKKIVN KApTa 1 pia KAPTa pe Tov apipo 7,
omoloudiimote pwpartog. EvaNhaktikd, o maikng pmopei va picet pia "Kapta Mnahavtép" (AaBdote napakdte Toug kavoveg yia
Ti¢ Kapreg Apdong).

Av o maiktng dev éxet kapia katdNAnAn kapta yia va pigel, TTe mpémet va mape! pia kdpta and v otoia TPABHTMATOE.
Av aquth n kapta Taipiadel, Tote pmopei va T picel o€ autov To yupo, dlagopeTikd To matxvidl ouvexiCeTat pe Tov EMOpEVO maiKTn.

‘Evag maiktng pmopei va pn Behioet va pi€et pia kdpta akdpa ki av €xel pia mou va Tatptddel. Le autn Ty mepimTwon 6pwg, mpémel
va mapet pia kdpta amd v otoifa TPABHTMATOX. Av auth n kapta mou TpdBnée pmopei va mayBei, o maiktng Tote pmopei va
maie autiv Ty kdpta, ald dev pmopei va maiet kapia kdpta and autég mou éxet 1§0n ota yépta Tov. Mmopei va mai¢et nhadn
v TV KdpTa mov Tpapnée.

Kavoveg yia tig Kapreg Apdong

g7 | Nape Avo - Otav mailerat auti n KApTa, 0 EMOpEVOG KNG PEMEL va TPEL 2 KAPTEC Kat val i piget
_H i | KdpTa, xdvovtac é1o1 T o€lpd Tou. O endpevog maiktng pmopei va piget kdpta "Mdpe 50" 1y omotadiimote
/| kdptaTou idlov pwpatog. Av auti n KdpTa eppavioTEL TNV apyr) Tou matxvidio, 1axuouy ot idlot kavoveg.

AN\aleun ®opa — Auti n kdpta aMalet T popd Tou matyvidiod. Anhadn, To maixvidi mpog Ta aplotepd
aMadel popd mpo Ta Seid i avtiotpoga. O endpevos maikTng pmopei va pigel kdpta idlov xpwpatog 1 pia
/| 1610 kdpta "AMACeln Gopd”. Av auth n kGpTa eppavioTe ot apyr Tou mayvidiod, mailel mpwrog autdg
TIou potpddet kat To matxvidt ouvexiCetat mpog Ta e€id avti yia apiotepd.

@ | AevNailer o Emdpevoc — 0 endpievog maikTng xdvel  oeipd Tou dTav eppavioTl autA N kdpra.
(o 0 endpevog maikTng amd autdv mou £xace T 0€lpd Tou, pmopei va picel pia kdpta "Aev Mailer o Emdpevoc” i
= /| pia &\n kdpta Tou ibtou xpwpatog. Av autd n kApTa ejpavioTei oty apxr Tou maividiod, o maiktng oTa
aploTepd Tou maikTn mou potpddel, xavel T o€lpd Tou, omote mailel autdg mou kdBetal oTa aploTepd autod
mov dev énaie.

Mmahavtép — 0 maiktng mou mailet autiv TV KdpTa amo@acilel pe moto Xpwpa kaptag Ba ouveyiotei 0
matxvidt. Mmopei akopa kai va ouveyioet pe To idlo xpapa mou maidetar. H kdpta "Mmahavtép" pmopei va
natyBei omoladrimote oTiypr and évav maiktn, akopa K1 av éxel kat AMn kdpta va Taiptdget. Av o
"Mnahavtép" epgpaviotei 6Ty apyr Tou matxvidlol, o maikTng 0Ta aploTepd Tou MaikTn mou Hotpadel,
anogacilel To ypwya pe To omoio Ba ouvexioTei To matyvidl.

Mmahavtép Mdpe 4 — Avti €ivat n kahoTepn kdptal Autdg mou mailel amogacilel To xpapa pe To omoio Ba
ouvextotei To matxvidt. Emiong, o emopevog maiktng mpémet va ndpet 4 kdpteg and v otoifa TPABHTMATOX
Kau xavet t o€lpd tov. Aev eivat dpwe 6Aa To00 amhd! AuaTuxwe, auTr n kapta pmopei va maiyBei, povo otav
. 0 maikTng mou T éyet, dev pumopei va Taipta&et AN kdpta pe to XPAMA e kaptag mou Bpioketat otn

A otoiBa Twv AXPHETON KAPTON. Av dpwc 0 maikTng éxel kdpra pie Tov idto apiBpo 1 pia Kdpta Apdong
————— pmopei va mai§er my kapta "Mmadavtép Ndpe 4", Av n kapta auth epgaviotei otV apyx Tou matgvidiol,
TIPEMEL VA TNV EMOTPEYETE 0TN 0ToiPa Kat va TpaBigete pia aMn.

THMANTIKO: Av vopilete 0T1 évag maiktng énaiée "mapdvopa” pia kdpta "Mnakavtép Ndpe Téooepic” (eva €ixe dnhadn dAn
Kapta mou Taipiade) pmopeite va tov mpokaléoete. Av évag maiktng maiel "Mmaavtép Ndpe 4" eva éxet ota xépia Tov AR
Kapta mou pmopei va Taiptdget (idtou xpwpatoc), "tpwpeitar” maipvovtag 4 kdpreg. Av opw nayBei 6wotd, T0Te aUTOC TOU
appLoBrTnoE T Kapta, mpémet va mapel 2 emmhéov kapteg, dnhadry ouvohika 6. H kdpta pmopei va appioBntnBei povo and
TOV TIaiKTN ToU TIpémel va MAPEL TIG 4 KAPTEC.

— Kapra "Mada" - Otav kdmotog maiktng pi€et avtiv v kapta Ba mpémet kai va el éva xpwpa mov Ba ivai To
\ "pwpa g podac”. Ohot ot maikteg e T o€lpd Ba mpémet va Sei€ouv jiia kapTa Toug Mo va xel To "ypwpa TG
4 g podac” (ot pnahavtép de petpdve). Ormaikteg e pixvouy autég Ti kdpteg, alhd amhd ig Seiyvouv kai Ti¢ faouv
ava otic umhoimeg kapteq mou Kpatave. 0tav Bpebei o mpaytog maiktng mou dev éxel Kdpta e auTo To XpWpa
TpaPaet 2 kdpte¢ amd v otoiBa TPABHIMATOL. Edv oAt (uéxpt va @dgouv otov maiktn mou Enate Ty kapta

6dac) éxouv kdpra mou va Taiptddet, de xperaletal kaveic va tpapriéet. To matyvidi suveyiletat pe Tov emdpevo
aikTn and exeivov mou £nat§e Ty kapta poda.

Nwg Tehewwver o Mopog
'0tav o maikTng peivel pe pia povo kdpta, mpémet va wvagel "UNO" (mou onpaivel "éva"). Av dev To kdvel, "tipwpeital’, maipvovtag
800 kapteq amd v otoiBa TPABHTMATOZ. Auto BéBata yiverar, pévo dtav Tov avriin@Bolv ot dMot maikteg.
'0tav évag maikTng eivel Ywpic KApTe, 0 yupog Tehetcvet. Ot Babyioi ouykevipwvovtar (Stafdote T BAOMOAOTIA) kat apyilet o
EMOYEVOC YUPOC.
Av n tehevtaia kdpta evo maiktn eivar "NMdpe Avo" i "Mnahavtép Nape Téaoepic’, o endpevog maiktng mpémet va mdpet 21 4
KapTEC avTioTOLYa, akOpa K1 av To matyvidl TeNel@vel. Autég ol kdptec Ba mpoaTeBoly aTig dNeg mou 1j0n éxel kai Ba
BabyooynBovv.
Av o1 maikeg éxouv kdpteg oTa xépia Toug dtav 1) otoiBa TPABHTMATOX tehetcoel, Téte ot kdptec otn otoifa AXPHITON kaptav
avakatebovTal Kat To mayvidt ouveyideral.

BaBpoloyia

0 mparog maiktng mou Ee@opTwvetat ONEC TIC kApTEC Tou, palever aBpolc yia Tig KAPTES TOU PEVOLV 0TOUC AVTIMANOUG TOU.
H BaBuodoyia Twv Kaptav €ivat:

‘ONEC 0L KAPTES HE APIBHOUC (0-9) ..o ‘000 Ipagouv Ndvw
TTAPE A0 ... 20 BaByoi
AMACEN DOPA..c..veeiciec s 20 BaByoi
Dev NATe 0 EMOPEVOC ... 20 BaBpoi
MITAAGVTED ... 50 BaByoi
MmaAaVTEP MAPE TEGTEPIC ....cverveereeereeeer e 50 BaBpoi
MOBE....cet e 50 BaBpoi

Agou petpnBotv ot Babioi kai kavévag amd Toug maikTeg dev £xel Katagépel va GTdael Toug 500, aVaKATEYTE TIC KAPTEC Kal
exwviote évav kawouplo yopo.

Ko viknig givat o...

...TIp&TOG Maiktng mou Ba ptdoel Toug 500 Babpouc.

EvalhakTikn) BaBpohoynon Maigvidiod

To maugviét pmopei va BaBpoloynBei eniong, anpetavovtag Toug ouvolikous Babpol mou éxel o kaBe maikTng oTo Téhog kde
YUpou. Ze auti TV mepimTwon, VIKNTA¢ Ba ival 0 TaikTng e Toug AyoTepoug movToug.
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Kart Oyunu

icindekiler

Asagidaki sekilde 112 kart:

19 Mavi kart - 0'den 9'a kadar

19 Yesil kart - 0'den 9'a kadar

19 Kirmizi kart - 0'den 9'a kadar

19 Sari kart - 0'den 9'a kadar

8adet '2 Kart Al karti - mavi, yesil, kirmizi ve sari renklerin her birinden 2’ser adet
8 adet 'Yon Degistir' karti - mavi, yesil, kirmizi ve sari renklerin her birinden 2'ser adet
8 adet 'El Geger' karti - mavi, yesil, kirmizi ve san renklerin her birinden 2'ser adet
4 adet Joker' karti

4 adet '4 Kart Al ve Joker' karti

4 Moda Trendi karti

Her turda elinizdeki tiim kartlardan ilk dnce siz kurtulun ve rakiplerinizin elinde kalan kartlarin toplam puanini kazanin. Her turda
puanlar birikir ve 500 puan yapan oyuncu kazanir.

Nasil Oynanir

1. Her oyuncu bir kart ceker; en yiiksek sayiy ceken kagitlan dagutir (sifir gibi bir sembolii olan her kart icin gegerlidir).
2. Dagitacak kisi kaditlan kanigtinr ve her oyuncuya 7’ser adet kagit dagitir.
3. Kalan kagitlan, CEKME destesi olusturmak icin masaya yiizleri asagi gelecek sekilde koyar.

4. GEKME destesinin en iistiindeki kagit agilir ve ortaya atilir, boylece ISKARTA destesi olusmaya baslar. NOT: ISKARTA kagit
destesini baslatmak icin agilan kart Hareket Kartlarindan (sembollerden) herhangi biri ise, dzel talimatlar icin HAREKET
KARTLARININ FONKSIYONLARI'na bakin.

Haydi Oynayalim
Kart dagrtanin solundaki kisi oyuna baslar.

Sira size geldiginde, elinizdeki kartlardan birini ISKARTA destesinin en Gistiindeki kaditla eslestirmeniz gerekir. Bu eslestirme
saylya, renge veya sembole dayali olabilir (semboller Hareket Kartlarini temsil eder; HAREKET KARTLARININ FONKSIYONLARI'na
bakin).

ORNEK: ISKARTA art destesinin en iistiindeki kagit kirmizi 7'li se, sirasi gelen oyuncu kirmizi bir kart VEYA herhangi renkte bir
7'li atmalidir. Alternatif olarak, oyuncu yere bir "Joker" kart: atabilir (HAREKET KARTLARININ FONKSIYONLARI'ma bakin).

Eger elinizde ISKARTA destesindeki kartla eglesen bir kart yoksa, CEKME destesinden bir kart cekmeniz gerekir. Cektiginiz kartla
oynayabiliyorsaniz, ayni turda ortaya atabilirsiniz. Aksi takdirde sira bir sonraki oyuncuya geger.

Elinizdeki oynayabileceginiz karti OYNAMAMAYI da segebilirsiniz. Durum boyleyse, CEKME destesinden bir kart cekmeniz gerekir.
Oynanabiliyorsa, gekilen kart ayni turda ortaya atilabilir, ancak ektiginiz kartin diginda elinizden bagka bir kart oynayamazsiniz.

Hareket Kartlarinin Fonksiyonlari

2 Kart Al - Bu kart oynadiginizda, bir sonraki oyuncu 2 kart ¢eker ve o el oynayamaz. Bu kart, sadece ayni
renk veya baska bir '2 Kart Al' kartinin eslesmesi olursa oynanabilir. Eger bu kart oyunun basinda aglirsa,
ayni kural uygulanir.

Yon Degistir — Bu kart oynandiginda oyunun yonii degisir (oyunun yonii soldan saga ise, sagdan sola
olarak dedisir - ya da tersi). Bu kart, sadece ayni renk veya baska bir 'Yon Degistir' karti eslesmesi olursa
oynanabilir. Bu kartin oyunun basinda aglimas durumunda, 6nce kagidi dagitan oynar, ardindan oyun sol
yerine sagdan devam eder.

El Geger — Bu karti oynadiginizda, bir sonraki oyuncu “atlanir” (yani o el oynayamaz). Bu kart, sadece ayni
renk veya baska bir 'El Geger' karti eslesmesi olursa oynanabilir. Oyunun basinda bir 'El Geger' karti agilirsa,
dagtianin solundaki oyuncu “atlanir" ve atlanan oyuncunun solundaki oyuna baslar.

Joker — Bu karti oynadiginizda, oyuna devam edilecek rengi belirleme sansiniz olur (Joker' karti atiimadan
dnce oynanmakta olan renk dahil). Elinizde oynayabileceginiz bagka bir kart olsa bile ‘Joker' karti oynayabilirsiniz.
Oyunun baginda bir ‘Joker' kart agilirsa, dagitiainin solundaki oyuncu oyunun rengini belirler.

4 Kart Al ve Joker — Bu karti oynadiginizda, oyuna devam edilecek rengi belirleme sansiniz olur, USTELIK
sizden sonraki oyuncu CEKME destesinden 4 tane kart ceker ve o el oynama hakkini kaybeder. Bununla birlikte,
zor bir durum var! Bu karti yalnizca, elinizde ISKARTA destesindeki RENGE uyan bir kagit YOKSA oynayabilirsiniz
) (ancak sayr ya da Hareket Karti eslesmesi varsa bu karti oynayabilirsiniz). Eger oyunun bainda agilirsa, bu karti
ortaya atin ve yeni bir kart gekin.

NOT: Bir 4 Kart Al ve Joker' kartinin kural disi olarak oynandidindan siiphelenirseniz (6r: oyuncunun elinde eslegen bir kart
olmasi), bu oyuncuya itiraz edebilirsiniz. itiraz ettiginiz oyuncu size (itiraz edene) elini géstermek zorundadr. Sayet
sucluysa, itiraz ettiginiz oyuncu sizin yerinize 4 adet kart cekmelidir. Ancak, itiraz ettiginiz oyuncu sugsuzsa, 4 kart ARTI 2
kart daha (toplamda 6) siz ekersiniz!

m Moda Trendi karti — Bu karti oynadiginizda diger oyuncularin eglestirmesi gereken bir renk sdyleyerek bir moda
\ trendi baglatirsiniz. Sizden sonraki oyuncudan baslamak iizere sirayla her oyuncu sizin sylediginiz renkle eglesen
/4 g renkte bir kart gdstermeli (Joker karti gecerli dedildir). Oyuncular bu kartlan oyundan glkaramaz, yalnizca bu
kartlan size gostermeli ve ellerindeki diger kartlann yanina geri koymali. Oyunculardan biri eslesen renkte bir kart
gosteremeyene kadar masanin etrafinda oyunu devam ettirin - Karti gdsteremeyen kisi CEKME destesinden 2 kart

almall. Herkesin eslesen bir karti varsa, kimsenin yeni kart almasina gerek kalmaz. Sizden sonraki oyuncuyla oyun
yeniden baslar.

Oyunu Bitirme

Sondan bir dnceki karti oynadiginizda, elinizde tek kart kaldigini belirtmek icin “UNO” diye bagirmaniz gerekir (UNO, BIR
demektir). "UNO” demezseniz ve siz séylemeden bir sonraki oyuncu oynamaya baslarsa, 2 kart cekmeniz gerekir.

Bir oyuncunun elinde kart kalmadiginda, tur biter. Puanlar yazilir (bkz PUANLAMA) ve oyun tekrar baslar.

Turda atilan son kart bir '2 Kart AI' veya bir '4 Kart Al ve Joker' karti ise, bir sonraki oyuncu ‘2 Kart Al karti igin 2 adet, '4 Kart Al ve
Joker' karti iginse 4 adet kart ceker. Puanlar toplandiginda bu kartlar da sayilir.

CEKME destesinde kagit kalmadiginda oyun hala devam ediyorsa, yerine ISKARTA destesi karistirlip konur ve oyun devam eder.

Elindeki tiim kartlardan ilk once kurtulan oyuncu, rakiplerinin elinde kalan kartlarin toplam puanini alir. Puanlama goyledir:

Uzerinde sayi olan tiim kartlar (0-9) Kendi Degerleri
2Kart Al 20 Puan
Yon Degistir 20 Puan
El Gecer. 20 Puan
Joker. 50 Puan
4 Kart Al ve Joker 50 Puan
Moda Trendi Karti 50 Puan

Tur puanlan toplandiginda, highir oyuncu 500 puan alamazsa, kartlan yeniden karistirin ve yeni bir tura baslayin.

Oyunu Kazanmak

500 puan yapan ilk oyuncu KAZANIR.

Alternatif Puanlama ve Kazanma

Bir diger puanlama yolu da, her turun sonunda her oyuncuda kalan puanlan hesaplamaktir. Boylece bir oyuncu 500 puana
ulagtiginda, en az puana sahip olan kisi kazanir.
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Wrpa ckaptu

112 kapTH KaKTo CnepBa:

19 cuum kaptn -0 09

19 3enenun Kaptn- 0709

19 yepBenu Kaptn-0709

19 xbnTn KapTn -0 0 9

8 Kapra "WU3ternu pBe" - N0 2 0T BCeKM LiBAT - B (MHBO, 3eNeHO, YepBEHO U XKbBATO
8 KapTu "06pbuiane” - n0 2 0T BCeKY LBAT - B CHBO, 3€1EHO, YePBEHO 1 XKBATO
8 KapTu "lpeckayaHe" - 1o 2 0T BCeKY LBAT - B CUIHBO, 3€M1EHO, YEPBEHO U XKBATO
4 Xokepa

4 Xokepa Usternu YeTupu Kaptn

4 KapTH C MOAHM TeHACHLUN

CTaHn MbPBUAT UrPay, KOIATO LLie U3Mrpae BCUUKY CBOW KapTi BB BCEKY KPbT 1 LLe Ceyenit TOUKM 3a KapTuTe, KOUTo ca
0CTaHanu B pbLieTe Ha NPOTUBHUKA. TouKUTe OT KpbroBeTe ce CbOUpaT U nobeauTen cTaBa MbPBUAT Urpay, KOiATo ycnee Aa
cneyeny 500 Touku.

HOCTaBﬂHe

1. Bcekv urpay u3Terna kapTa; UrpauT, KOWTO U3Terny Haii-ronAmara uudpa (6poiite BCAKa Kapta CbC CMBON 3 Hyna).

2. Pa3jaBalLwAT pa3mecBa kapTuTe 1 pasfiaBa Ha BCeKM Urpay 1o 7 KapTu.

3. MNocTaeTe 0cTaHanaTa Yacr oT TeCTETO C NULEBATa CTPaHa Hajony, 3a HanpaswTe Kyn 3a TEMEHE .

4. TopHata kapta oT kynuuHarta a TEMIEHE ce npeo6pbLua 3a 3anousate Ha kynuuHa 3a M3XBbPIIAHE. BENEMKA: Korato Hakos

o EKLbH KapTuTe (cuMBOAM) Ca NpeAafeHn 3a Cb3AaaHe Ha Kyn 3a M3XBBPNAHE, npouetete OYHKLIMUATE HA EKLLUBH
KAPTUTE 3a cneunantin HCTpYKLmu.

YoBeKbT 0T N9BO Ha pa3jaBaya 3anoysa urpa.

Koraro cte Hapes, TpA6Ba Aa oTKpueTe CbBNajieHue Ha KapTa OT pbkata € kapTa oT Bbpxa Ha Kyna 3a U3XBBPIAHE, unm kato
undpa, uBat unmu cameon (cumsonute npepctasnaar EKLLIBH KAPTU; suxte OYHKLIMW HA EKLUBH KAPTUTE).

NPUMEP: Koraro kapara Ha kyna 3a I3XBbP/IAHE e uepsena 7, urpaust TpabBsa Aa 0cTaBi ejHa YepBEHa KapTa uiu 7 0T KoiTo
1 ia 6uno uAT 7. Kato antepHatuBa, Urpayst Moxe Aa ocTaBu efHa Xokep kapra (Buxte OYHKLIMIA HA EKLUDH KAPTUTE).

B cnyuait, e He panonarate c kapTa, KoATo CbBNaja ¢ Ta3 B kyna 3a I3XBBPIIAHE, Tpa6sa aa B3emeTe Kapta oT Kyna 3a
TETTIEHE. Korato Kaprata, KOATO M3TernATe MoXe Aa ce Urpae, MoXeTe 1 A M0CTaBUTe B CblunA pes. B npoTusen cnyvai, urpata
LLie ce NPOABIKY CNEABALLMAT N0 Pes YoBeK.

Mosxe 61 LLe npeanoyeTeTe Aa He UrpaeTe KapTa, ¢ KOATO MOXETe [1a UrpaeTe oT Balata pbka. Korato ToBa e Taka, TpabBa aa
n3TernuTe kapta o kyna 3a TEMIEHE . Korato kaptata Moxe Aa ce NOCTaBy B CbLumA pes, Bue MoxeTe i He UrpaeTe HUKakea
Jpyra KapTa oT pbKaTa (i1 CNlef| TerneHeTo.

OyHKumm Ha EKIbH KapTute

% | Kapra "Usternu pee" — Korato urpaete Ta3u kapTa, CnefiBalyia urpay TpabBa aa u3ternu 2 kaptu v aa
gy | nponyche pena . Ta3u Kapra Moxe A e Mrpae camo NPU ChBAjieHMe Ha LBAT WM Aipyra kapTa Usternu
ze. KoraTo ce nosiBU B Ha4anoTo Ha UrpaTa, BaXi CbLL0TO NPaBUO.

Kapra "06bpHu"- Korato urpaeTe Ta3v Kapta, NocoKata Ha Urpa ce 06pbLua (ako B MOMEHTa ce urpae
Ha NABO, (e TOBA UrpaTa MPOMEHsA NOCOKAT (U Ha AACHO U 06paTHo). Tasu kapTa Moxe Aa ce urpae
amo Npy CbBNazieHve Ha LBAT i Apyra Kapta 3a o6pbLuaHe Ha nocokara. Korato Tasu Kapta e
06bpHaTa B HaYanoTo Ha Urpata, pa3faBaybt TPbIBa NPbB, a CNef TOBA UTPaTa ce ABIKI HAAACHO

| smecto wansgo.

Kapra "Mponychu" — Korato urpaete Ta3n kapta, CneaBaLuua urpay e nponycka pes (ryu cgos pe).
Ta3u kapTa MoXe Aa Ce Urpae camo Npu CbBNajeHue Ha LBAT Uy Ha Apyra kapTa Mponycku. Korato
kaprata "MponycHu" e 06bpHaTa B HUANOTO Ha UrpaTa, UTPaYLT OTAABO Ha pa3/iaBaya NPoNycka peaa cu,
Tbil KaTo UrpayT OTAABO Ha TO3M UTPay 3anoyBa urpata.

Yokep — Korato urpaere Ta3v kapTa, MOXeTe J1a u36epeTe UBAT, KOIiTO MPOABIKABA UrpaTa (BCekw LiBAT,
BKJTIOUMTENHO Ha LiBETa B Urpa NPeau N0CTaBAHETo Ha Xokepa). MoxeTe Aa nrpaete Xokep , Koraro cTe
Hapez A0pU 1 i uMaTe Apyra KapTa, ¢ KOATO MoxeTe Aa urpaete. Korato MokepbT ce 3urpae B Hayanoto
Ha UrpaTa, Y0BeKbT 0T NABO Ha pa3jaBaua U36upa uBeTa, ¢ KOVTO NPoAbMKaBa UrpaTa.

okep "WU3rernu yetupn" — Korato urpaete Tasv kapra, MoxeTe Aa u3bepete UBAT, K0iiTo NPoAbMAXaBa
urpaat NNIOC cneapawwuma urpay TpA6Ba aa usternu 4 kapti ot kyna 3a TEMEHE u ga 3ary6u csos pea.
Bce nak uma u3xoa! Moxe pa ce urpaeTe camo Tasv kapta, korato npasute HAMATE apyra kapTa B pbKata
f cu, Koitto cbenaga no LIBAT c kyna 3a I3XBBPNIAHE (Ho e npuemnuso Aa ce urpae Tasu kapta, ako UMa
T CbBNajieHue Ha Yncnoto nn EKWbH Kapra). Korato ce noABI B Hauanoto Ha urpara, BbpHeTe Tasv kapTa B
KON0AaTa M B3emeTe Apyra Kapta.

BENEXKA: Korato nogo3uparte, ue Mokep u3rernn 4 kapTu e urpaHa ot Bac 63 0CHOBaHMUe (T. €. UrpaybT uMa CbBnageHue
Ha KapTara), Clel ToBa MOXeTe 1 0CNopHTe AeiiCTBUETO Ha To3 Urpay. OcnopBaHUAT Urpay TpAGBa Ja BUl MoKaxe
KapTuTe i . B cnyyai, Ye e BUHOBEH, 0CMOPBAHUAT Urpay TpAGBa Aa u3Ternu 4 KapTi BMecTo Bac. Bce nak, ako
0CMOPBAHMAT MrPay e HEBUHEH, Bt TPAOBA Aa U3TErNUTe 4 KapTi, NoC oLue 2 KapTi (0610 6 )!

m Kapta ¢ mopgHu TeHpeHum — Koraro u3urpaete Tasu Kapra, 3anouHeTe MOAHA TEHAEHLAS KaTo M3BIKaTe
\ LBAT, CKOifTO TPAGBa Aa ce Cbo6pa3ABar ApyruTe urpauut. 3anouBaiikit CbC CeABALLYA UTPay ClIed BAC, BCeKM
4 g urpay TpAGBA 12 NOKaXe KapTa T PbKara (i, KOATO 0TTOBAPA Ha LIBETa, KOVITO CTe U3BHKaNH (oKep KapTuTe
He ce GposiT). MrpauuTe He U3XBBPAAT Te3 KapTH; Te NPOCTO TW NOKA3BAT Ha BAC 1 T BPBLLAT B PbKara CU.
TpoabIKeTe 0KONIO MacaTa A0KaTo He JOCTUTHETe A0 TbPBYA UTPay, KOVTO He MOXKe Aa MOKaXe NOAXOASLY

LiBAT - T3 Urpay TpA6Ba Aa u3Ternu 2 Kapt ot Kynuunata U3TEMNAHE. Ako Bceki Mma CboTBeTCTBALLA KapTa,
HIIKOIt HAMA Hya Aia Tern. WrpaTa ce NoAHOBABA CbC CMe/BALLIA UTpay (e BaC.

Korato urpaeTe npez nocneaHata kapra, Tpa6sa Aa ussukate, UNO!", Koeto 03HauaBa eHo, 3a a NoKaxeTe, Ye UMate CTaHana
amo efiHa kapTa . Ako He u3Bukate “UNO” v Bie cTe XBaHaT npeau CneABalyya Urpay a usurpae cos pes, Bue Tpadsa ga
U3TernuTe ABE KapTy.

Cnep Kato lafieH Urpay HAMa noBeye KapTu , KpbruT npukntouBa. Toukute ce cbbupat (Bux PE3YJITAT) u vrpata 3anousa 0THOBO.
Korato nocneHata usurpana kapra e Mternu [ige unv Mokep W3ternu Yetupu , cnefsawywat vrpay Tpabea aa uternu
CHOTBETHO 2 W 4 KapTy. Te3u KapTu ce 6poAT , Korato TouKuTe ce Chmpar.

Korato Hukoii o urpaunTe He e octaHan 6e3 kaptu, npeau kyna 3a TEMEHE aa cebpuum, kyna 3a U3XBBPIIAHE ce pas6bpksa n
urpata npobxasa.

Pesyntar

TTbpBYAT Mrpay, YNiATo KapTU CBHPLLAT B KPbINA NOYYaBa TOYKM 33 BCAYKN KapTU OCTaHA/N B PbLeTe Ha NPOTUBHULMTE ,
KaKTo cniega:

Benukn KapTin CLpGPU (0-9), ..eveeeicieecee e (ToiHOCT Ha KapTata
"USTEMMN IBE" ...ttt 20 TouKM
POBBPHI" ©.veveerevereeieeereteeere ettt nes 20 Toukm
TIPOMYCHI" ..o 20 Toukm
KD e 50 TOuKM
MKokep "M3TerM YeTUPH" ... 50 TouKM
MOZIHA TEHACHUMA ... 50 TouKN

Cneg KaTo pesynTar oT Kpbra e U341CiieH , ako HUKOV OT UrpauuTe He e 4ocTUrHana 500 Touku, kapTute ce paaﬁprBaT nna
3anoysa HOB Kpbr.

(neyenBaHe Ha urpara

TNOBEAUTEN e mbpBuAT Urpay, Koitto gocturHe 500 Touku.

AnTepHaTUBHO U34MCNABaHE Ha pe3ynTa

Jlpyr HauwH 3a U3UMCNABAHE Ha Pe3yNTaTa e Ja ce BOAM TeKyLL CMUCHK Ha TOUKIUTe Ha BCeky Urpay, KOUTO 1IMa B Kpas Ha BCeKi
Kpor. KoraTo HAKOIA 0T urpaunTe AocTirke 500 TOUKY, UrpayBbT € Haii-Manko Touky e nobeauten.



