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The Fish Fish Memory Game. 6 in 1 games.
CONTENTS (1): 1 wooden box, 25 wooden fish, 2 player
cards, 2 dice, 1 cotton pouch

HOW TO PLAY:
HORIZONTAL GAMES (2-4 players)

To set up the game, the lid of the box should be closed and all
the fish should be placed vertically inside the holes, with the
color side face down and hidden.

Game 1 _ Starting from the youngest (or the winner of the
previous round) and going clockwise, each player rolls the dice
and picks up a fish. If it is successful according to the below
instructions, the player keeps the fish and rolls the dice again
to pick another fish, until fail.

1. If the rolled dice are a number and a color, the player can
choose to either search the color or the number. If the picked
fish matches both, then this is a “golden” fish and it will count
double in the end, when all players count their fish (so it
counts as 2 fish, or in case of a tie, its dots count double).

2. If one of the dice is a star, then the player seeks what the
other dice indicates (either a color or a number).

3. If both dice are stars, the player gets to choose and
announce what will be searched! It can either be a color or a
number or both (this gives the chance for a “golden” fish).

When all fish are taken, the player with the most fish wins. If
there is a tie, the player with the biggest sum of dots wins. If
again there is a tie, the player with the most golden fish wins.
If, once again there is a tie, then this is an extraordinary
coincidence and you should happily celebrate it!

Game 2 _ No dice is needed for this game. Starting from the
youngest (or the winner of the previous round) and going
clockwise, each player picks up 2 fish simultaneously. If the fish
are matching, either in number or color, the player keeps the
fish and can continue picking pairs, until fail. When all fish are
taken, the player with the most fish wins. In case of a tie,
follow the above instructions.

Game 3 _No dice is needed for this game. Each player chooses
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a color (in case of 2 players, each player can choose 2 colors).
Starting from the youngest (or the winner of the previous
round) and going clockwise, each player picks up a fish. The
goal is to find the fish of the chosen color in numerical order. If,
for example the chosen color is red and the first picked fish is a
“red 3”, then this is a failure. The player that finds first all the
fish of the chosen color/colors in numerical order, wins! In the
case of 2 players with 2 colors each, they don’t need to find
first the fish of one color and then the fish of the second color,
but they can progress both colors at the same time.

For all the above games 1-3:

* When a picked fish is failure, it should be placed back in the
same hole.

o |f however you wish to make the game harder and practice
more the memory skills, you can agree in the beginning of the
game to put them in different holes than their original.

¢ When a player picks up a fish, this should be clearly presented
to all the other players as well.

* The above games are 3 basic suggestions of playing. However,
you can experiment and create your own games as well! For
example, you can choose to roll only one dice (game 1), or to
pick pairs only in numbers (game 2) or to choose a number
instead of color (game 3). The possibilities are endless!

UPSIDE DOWN GAME (2-3 players)

Game 4 _ To set up the game the box should be turned upside
down and the fish are equally divided to the players (for 2
players -> 12 fish each, 3 players-> 8 fish each) by taking in
turns 4 fish from the pouch, until only 1 is left. The one
remaining fish is placed on the fish outline on the box’ bottom
surface. Starting from the youngest (or the winner of the
previous round) each player attaches one fish per turn in one
of the 2 open ends, following the below guidelines:

1. Each fish has 4 attachment points, but can be attached only
up to 2 fish, not necessarily parallel. This stands also for the
starting fish (2).

2. To attach a fish, it should match either the color or the
number

3. No more than 2 matching fish in the same attribute can be
in a row. So, if the second fish matches the color of the first
fish, then the third fish should match the number of the
second fish and not the color. (3)

4, All fish should fit on the surface, so the area of the box acts
as a space limitation for the placement and orientation.

The game ends when no player can attach a fish. The player
with the smaller sum of the dots is the winner. In case of a tie,
the player with the less fish is the winner.

VERTICAL GAMES (2 players) (8+)

Game 5 _To set up the game, the lid should be placed vertically
in the box and each player takes the fish of 2 colors and one
fish of the remaining color as an indicator. The indicator is used
on the player card, to indicate the number of successes. By
taking turns, each player places one fish in a hole, so that the
fish is balanced horizontally, with the colored part visible only
to the opponent. The goal is to make as many 3-in-a-rows with
a sum of 10 as possible, by remembering the number of all the
previously placed fish that are now hidden. The rows can be
horizontal, vertical or diagonal, and they can include fish from
both players. When a player places a fish and believes that a
row is achieved, the row should be indicated and the opponent
should confirm. If succeeded, the player moves the indicator
one step forward, but if failed, the indicator moves one step
backwards. When all fish are placed, the winner of the game is
the player that has the most successes.

FREE GAMES (2 players)

Game 6 _ To set up the game, each player takes a playing card
and by taking turns, each player selects 4 fish from the pouch,
until only 1 fish is left. This fish is the joker. The goal of the
game is to form a continuous line with matching fish, either in
color or number. At any time, a player can exchange one of the
fish with the joker, but the exchange must be simultaneous.
That means that the player cannot take the joker, check the
fish, and afterwards decide which fish to leave out as a joker.
The first player who manages to ‘close’ the line with all fish
properly matching, wins!

Now you know 6 games that you can play with the “Fish Fish
Memory Games”! Once you master them, feel free to
experiment and make your own game variations!

ZUMwO TrauyVibt pvrpng ‘Wapdkia'. 6 riouyvidia os 1.
MEPIEXOMENA (1): 1 €0Awo kouTt(, 25 E0hwva hapakia, 2
KAPTEG TTAUKTWV, 2 {apLa, 1 UGACHATIVO COKOUAGKL
OAHTIEZ:
OPIZONTIA MAIXNIAIA (2-4 NAIKTEZ)

Ma va otnBel o mauvidt, To KATAKL TOU KOUTIOU TIPETIEL VaL
elvat KAelotd Kt o\a ta LlJapaKLa npsr{st va tonoesmeouv
KOTOKOPUOL LETDL OTLG TPUTIEG, JE TO EVXPWHO KOUUATL TOUG
KPULEVO. MPWTog Ma(eL 0 PKkpOTEPOG 0€ nAwkia TadkTng (1 o
VIKNTAG TOU TIpONyoUHEVOU yUpoU) Kol Ol UTIOAOUTOL
ouvexllouv pe v hopd Tou poroyLo.

Mouyvidt 1 _ O k&Be maikTng oTnV OELpA TOU pixveL Ta {apLa Kat
ONKWVEL Eva PapdkL. Av eival EMUTUXNUEVO, CUUDWVA LLE TOUG
r[gpaKdrw KQVOVEG, TO KPATAEL KaL Eavapixvel To {apL, LEXPLVA
XOOEL.
1. Av ta ZotpLon bEpouv Eva XpWHA KL évav apLGuo ToTE O
adkTng propel var erhegel va haget eva Papdxt elte pe to
Xpwpa elte pe Tov optBuo. Av MeTUxeL kaw Ta 8U0, TOTE QUTO
elval éva «xpucd LbotpcxKL» Kal HETpAeL yla SUTAO otnv
KOTQLETPNON TWV TIOVTIWV OTO TEAOG TG TapTidag (eTpdet
SnAadn cav 2 Papdkia r o€ TEPITTWON LOOTIAALAG, OL TIOVTOL
TOU LETPAVE yla SUTAOL).
2. Av 10 éva {apL elval aotépl, TOTE 0 maiktng Payvel éva
PopAKL e TO XaPaKTNPLOTIKO Tou AAou {aplol (elte xpwpa
elte aplOuog).
3. Av kau ta 600 Zapla elvan aotépla, o malktng propel va
em?xs&et KL VO AVOKOWWOEL TL X(lpOLKTI’]pLO'ELKO BeleLva Paget
: €lte KATOL0 XpWHA 1 KATIOLO OPIOUO 1 akopa kau Ta 800,
WOTE VAL EXEL TNV gUKaLpia yla xpuod Yapdkd!

‘Otav teAewwoouy ta Papdkia, o TaikTng He Ta mepLocoTepa

kepSiCeL. Ze Tepltwon LooTaAiag, o aikTng HE T0 HeyaAITEPO
&Bpotopa koukidwv kepdiZet. Av urtapxet L wopadpia, o
TUKTNG HE Ta TepLooOTepa xpuod Papdkiar kepditeL. Av yia
axopa pla popa undpyel worahia, TOte auto elval pla
Slaftepa  euxaplotn TEPIMTTWON KAl UMOPEte va TO
YlopTAoeTe!

I'Iatxv16|.2 Aev )(pﬂa(ovthoana YU auTo To TauvidL. O kdBe
Ta{KTNG OTNV GELPE, TOU ONKWVEL TawToxpova 500 hapaxia. Av
elvat (6La, Ta KpaTAEL KAt CUVEXIZEL TLG TIPOOTIADELES, HEXOL VAL
CtT[OTL/JXEL ‘Otav teAelwoouy Ta Papdkia, o maiktng Ue ta
meploootepa kepSilel. e mepimtwon oomoAiac, PBAEme
mapanavw odnylec.

I'Ialxvt6|.3 DNev xpsta(ovratiapta yU auro To mayvidt. O Kaee
TKTNG ETUAEYEL EVOL XPWHL (OTNV TIEPITTIWON TWV 2 TIOUKTWY,
0 kabe mailktng emAeyel 2 XpwHata) KaL oty OEWpd Tou
OnNKWVEL v PapdkL. ZKomoG Tou Tavidlou lvat va BpeL o
K&Be TatktnG GAa To PapaKLal TOU XPWHATOG/XPWHATWY TOU
OF oPLOUNTIKT OELPG. AV YLa TIAPASELY O TO ETUAEYLEVO XpWHQ
elvat KOKKLVO KL TO TIPWTO PAPAKL TIOU ONKWVEL O TIALKTNG
elvat to ‘kokkwo 3’ TOTe xavel kat ailet o emopevog. O maiktng
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Mangude 1-3 reeglid:

¢ Kui ptttud kala ei ole Bige, tuleb see panna tagasi samasse
auku.

¢ Kui aga soovite muuta mangu keerulisemaks ja malu rohkem
treenida, vite mangu alguses kokku leppida, et panete iga kala
tagasi algsest erinevasse auku.

¢ Kui mangija kala Ules v&tab, peab ta seda selgelt nditama ka
kdigile teistele mangijatele.

e Ulaltoodud mangud on kolm peamist soovitatavat
manguvdimalust. Voite aga julgesti katsetada ja luua ka oma
mange. Naiteks voite veeretada ainult Ght taringut (1. mang)
v3i otsida paare ainult numbrite jargi (2. mang) vi valida varvi
asemel numbri (3. mang). Véimalusi on 18putult!

UMBER POORATUD MANG (2-3 mingijat)

Mang 4 _Manguks valmistudes tuleb karp pdorata tagurpidi ja
kalad mangijate vahel vordselt dra jaotada (2 mangijat-> 12
kala, 3 mangijat-> 8 kala), vottes kordamooda kotist neli kala,
kuni alles jaab vaid Uks. Viimane allesjaanud kala asetatakse
karbi pdhjale joonistatud kala kontuurile. Alustab noorim
mangija (vGi eelmise vooru vditja), iga mangija kinnitab oma
kdigu ajal Uhe kala kahest avatud otsast the kiilge, jargides
jargmisi juhiseid:

1. Igal kalal on neli kinnituskohta, kuid kinnitada saab ainult
kuni kaks kala, mida ei pea tingimata maha panema
paralleelselt. Sama kehtib ka esimese kala kohta (2).

2. Kala kinnitamiseks peab sel olema kas sama varv voi number.
3. Uhe omaduse jargi ei tohi kdrvuti ritta panna enam kui kaks
kala. Seega, kui teine kala on sama varvi kui esimene, peab
Fo)lmandal kalal olema teise kalaga sama number, mitte varv
3).

4, K&ik kalad peavad mahtuma karbi pdhjale, seega piirab karbi
pind kalade asukohti ja suunda.

Mang 18peb, kui Ukski méngija ei saa enam kalu lisada. V3idab
mangija, kelle katte jaab kdige vahem punkte. Kui mang jaab
viiki, vdidab mangija, kellel on vahem kalu.

PUSTISED MANGUD (2 méngijat) (8+)

Mang 5 _ Manguks valmistudes tuleb kaas karpi pusti panna ja
iga mangija votab endale kaht varvi kalad ning punktilugejaks
veel Uhe dlejaanud véarvi kala. Punktilugejat kasutatakse
maéngijakaardil, et ndidata digesti moodustatud ridade arvu.
Mangijad asetavad kordamooda the kala auku moel, et see
pUsib horisontaalselt tasakaalus, varviline osa on nahtav ainult
vastasele. Eesmark on tekitada v&imalikult palju kolmeseid
ridu, millest igalihe summa on kiimme, jattes meelde kdigi
varem asetatud ja niitd peidus olevate kalade numbrid. Read
vBivad olla horisontaalsed, vertikaalsed v&i diagonaalsed ning
neis voib olla mdlema mangija kalu. Kui mangija paneb kala
paika ja usub, et on rea kokku saanud, peab ta seda naitama
vastasele, kes peab rea omakorda kinnitama. Kui rida on Sige,
ligutab mangija punktilugejat the sammu v&rra edasi; kui rida
on vale, kdib ta Ghe sammu tagasi. Kui kdik kalad on kaanele
pandud, vGidab mangija, kes on moodustanud rohkem ridu.

PIIRANGUTETA MANGUD (2 méngijat)

Mang 6 _ Manguks valmistudes v&tab iga mangija endale
mangijakaardi ja kotist kordamodda nelja kaupa kalu, kuni alles
jaab vaid Uks kala. See on jokker. Mangu eesmark on
moodustada kas varvi vdi numbri poolest kokkusobivatest
kaladest katkematu rida. Méangijad vGivad mis tahes ajal Ghe
kala jokkeri vastu vahetada, kuid vahetus peab toimuma
samaaegselt. See tdhendab, et mangija ei saa vGtta jokkerit,
kontrollida kala ja alles siis otsustada, millise kala ta uue
jokkerina maha paneb. Vdidab maéngija, kes saab esimesena
valmis katkematu rea, kus k&ik kalad sobivad Gigesti kokku.

Tunned nlud juba kuut mangu, mida kalade méalumanguga
mangida. Kui tunned, et oskad neid piisavalt hasti, katseta

julgelt ja loo ka pdris oma mange!
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