BbICTPbIA CTApPT Urpbl

1. BAXXHO: Yutaiite KAXXAYIO cTpouky npaBua BHUMATENIbHO U A0
KoHua!

2. BbiganTe KaXxAOMY Y4aCTHUKY Urpbl Mo 1 )XeTOHY MaHjaTa TpeHe-
pa: KPacHbIW, XXENTbI, CUHUIA N 3eeHbIW, YTO6bl YYaCTHUKM UTPbl He
3abblBanu LBET CBOEN KOMaH/bl U 3Hanu, Yto Tenepb oHn — TPEHEPDI:
coach mandate

coach mandate coach mandate

MaHAQT TpeHepa

MaHAQT TpeHepa

3. BbiganTe KaxaoMy TpeHepy no 10 MoHeT — 370 6toaXKeT KJy6a, Ko-
TOPbIM TPEHEpP BOJIEH pacnopsiXXaTbCs N0 CBOEMY YCMOTPEHMUIO!
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4. BblgainTe KaXxxgoMy TpeHepy no 6naHKy ans
3anuceil pesynbraToB. bnaHku npepcTaBnsAloT
co60i1 Tabno, Ha KOTOPOM KaXK bl TpeHep oTMe-
YyaeT pesynbTaTbl CBOEW UrPbl CO CAEAYIOLNM MO
KPYry y4aCTHUKOM Urpbl.

5. BbIJIOXXWUTE XKeTOHbl UIFPOKOB — HanajaroLlero, Bpataps u 3aluuT-
HWKa — B LUEeHTp cTona:

Opponent team
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6. YcTpoiTe ayKuMoH! Kaxx bl TPEHEP MOXET KynuTb He 6onee Tpex
UrpOKOB BbICLUEW KaTeropuu, YTo6bl YCUIUTb CBOKO KOMaHAY.
MpaBuna ayKkuyuoHa:
® Ha kax/Jble TOpru BbiCTaB/IsSieTCA BCerga ToNbKO Mo 1 XXeTOoHY Urpo-
Ka!
® YT06bl BbICTaBUTb XXETOH Urpoka Ha TOpru, He06XxoAMMO npenso-
XXUTb MUHMMAaJIbHYIO CTOUMOCTb B 1 MOHETY.
® [lpepnaranite LieHy BbiLle OMMOHEHTOB!
® /irpoka KynuT TOT TPEHep, KTO MPeAIOXUT 60/bLie MOHET.
7. NMocne 3aBeplleHMs ayKUMOHa y6epuTe OCTaBLUMECHA XXETOHbI
UFPOKOB B CTOPOHY.
8. MNMpouunTaiTe BCAyXx NYHKT «06 Urpe», ecnm HUKTO U3 UTPOKOB elle
He 3HaeT NpaBuJl Urpbl.
9. MepeTacyinTe 64 KApTOUYKM COBBITHIA.
10. Pasparowunin BblkNagblBaeT KapTOYKM CO6GbITMI pyb6allikamu
BBEPX B OAWH C/IO1 B OA4HY 06Lyto GUrypy B LLIEHTP CToN1a MO 5 KapToyek

Ha Ka)k[0ro urparLLero TakumM o6pasom, YTobbl OHWU CoMpuUKacanucb
OPYr C APYrOM CTOPOHaMMU:

11. BaXKHo —
HENb31:

® BbiknapgbiBaTb
no pguaroHanu!

® BoiknapgbiBaTb
yepes ogHy!

@ BbiknaabiBaTb
Kpuso!

® BbiknapgbiBaTb
OAHY Ha OJHY
KapTouky!

12. Urpok cneBa oT pasfatoLero fenaet nepBbli xoh — 6epeT nto6yo
KapTy, NepeBopaynBaeT ee u KJageT /1to6oi cTopoHoi. BaxkHo! Henb-
31 BbI6MpaTb, Kak NOJIOXMUTb, — KapTOYKa BblKNablBAETCH CNOHTAHHO,
TON CTOPOHON KOTOPOW NOJTy4YNNOCh:

You missed the ball
into your goal.

13. KapTouka unMtaeTcsa cBepxy BHU3 c/ieBa

HanpaBo:1-2-3-4-5. 4 g 2 penalty kick
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14. B nepBbIl XO4 MOXET NPONU3ONTU TONb-
KO co6biTHe B cepefuHe KapTouku (2) unu uc-
nosib3oBaHue XXeToHa Urpoka.

15. Bo BpeMsl aTaku y4aCTHUK UFpbl MOXET UCMosib3oBaTb XeToH
Hanaparouiero, 4yto6bl 3aBepLINTb aTaky [ooMm.

16. O60poOHsItOLMIACS y4aCTHUK MOXET Ucnosib3oBaTb XKeToH Bpara-
ps, UTO6bI OT6UTb rOIEBOM yaap.

17. O60pOHAOLWMIACA MOXET KOHTPaTakoBaTb aTaKyHLEro, EC/au No
KpasiM OTKPbITbIX KapTOYeK ecTb ero LBeT (4BeT MaHAaTa TpeHepa)
nnéo uBeT aTaKywuiero. Ecnv Ha OTKpbITbIX KapTOYKax no KpasaMm HeT
LBeTa 3TOM Napbl y4aCTHUKOB Urpbl — KOHTpaTaKa 3axJiebHynachb.

18. Npun KOHTpaTake MOXXHO Ucnosib3oBaTb XXeToH 3alWUTHUKA, KO-
TOPbIA MOXET Bbl6GUTb OAWH €LLEe HE UCMOJIb30BaHHbIN aTakyowum
JXXeToH Hanapgatouwiero. B aToM cnyyae Kax bl U3 UTPOKOB TePSIET MO
OZHOMY XXETOHY.

19. MNocne aTaky U KOHTpPaTaku Xof NepPexoAuT K 060pOHABLLIEMYCS
yyacTHUKY. OH MOXeT HanafaTb Ha c/iefylolLero no YacoBom cTpen-
Ke — /191 3TOro OH OTKPbIBAeT KapTOYKY, KOTOpas IEXUT PSALOM C yxe
OTKPbITON.

20. Ecnu B X0 Urpoka Ha CTblKax ABYX KapTOYeK COBMan ero uBeT
WUV LBEeT NPOTUBHMKA, TO XOAMUBLLUI UTPOK 3abuBaeT ros. Hanpumenp:
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KpacHbIn y4acTHUK urpbl Hanagan Ha 3eneHoro. Coenan uBet 3e-
neHoro. 3Haunt KpacHbiit 3a6un 3eneHoMy lon. KpacHbiil oTMevaeT B
cBoeM 6naHke 1:0 B cBOIO Nosib3y B Urpe «KpacHbii NpoTUB 3eN1eHOro».

21. Nlanee xoabl UAYT MO YaCOBOWN CTPeJIKe.

22. B cBOM X0 UFPOK MOXET OTKPbITb JIFO6YH KapTy psAAOM C yxe
OTKPbITON, HO HE MO ANAaroHan, He3aBUCUMO OT MPUCYTCTBYIOLLMX LiBE-
TOB. Yepes oHYy OTKPbIBaTb TaKXe Hefb3A.

23. Ecnv BCce KapTOYKU OTKPbIThl, BpeMs TailMa 3akoHuunocb! Mirpok
He MOXXeT KOHTpaTakoBaTb, MPOMCXOAUT MOACHET OYKOB.

24. BTOpoi TallM HauMHaeT UrpoK C HauMbOMbLIMM KOJUYECTBOM
OYKOB (3a6UTbIX FOSIOB), EC/IY YNCIIO OYKOB OJMHAKOBO — TOT, HA KOM
3aKOH4YMacb NocriefHAs ataka. BTopon tTanmM naet npoTvMs 4acoBoOW
CTPEesKM B 06paTHOM HampaBiEHUU U CUMBOAU3UPYET COGON CMEHY
BOPOT.

25. B cnyvyae HMYben no utoram AByX TauMOB B MaTye NpoOBOAUTCSH
cepus MocnemaTtyeBbix NeHanbTy:
® nepeTacynTe KoNoay,
® BbIJIOXMTE N0 5 KapTOY€eK pybaLlkaMm BBEPX Ha KaXXJOro y4acTHMKa,

yYacTBYIOLLErO B CEPUU MEHANbTK, B LEHTP MeXAY ABYMSA NpeTeHay-

HOLWMMU Ha Nobeay Urpokam,
® [0MONIHUTENIbHO ABE KapTOYKW KNagyTCA OTKPbITbIMA MO Kpasm

yYacTHUKaMM, He y4aCTBYIOLLME B CEPUUN NOCEMATYEBDIX MeHaNbTH,
® HauyMHaeT Ceputo MeHanbTU YYaCcTHUK MO Xpebuto (Hanpumep: Ka-

MEHb, HOXHULbI, Bymara),
® MpyY NeHanbTn COO6LLEHNSA B CEpeiHe KapToYeK He paboTaltoT,
® MPpU NMEHaNbTU MOXXHO UCMNONb30BaTh TONbKO HanajarLWMmxX 1 BpaTa-

pen.

26. MNepBbIi MaTy NpoBOAUTCS ANA onpefeneHnsa GuHanucTos. Bro-
pov — ANsi onpeAeneHns nobeanTens u 3a TpeTbe MecTo.

27.BTOpOI MaTy B KaXK 4,0V Mape HauMHaeT IGO0 TOT, y KOro 60/1bLie 04KOB
NM60 CcreAyoLLMIA MO KPYrY, CECTb HY>XHO B COOTBETCTBYHOLLEM NOPSIAKE.

06 urpe

CrnopTuBHO-aKoHOMUYeckaa wurpa «GoallGame» npeacTaBnsieT
CO60V HAaCTOJIbHYIO KapTOYHYIO Urpy ANA 2 — 4 YyesioBeK C UrPOBbIMU
KapToykaMu 1 XeToHaMu. B xope urpbl y4aCTHWKM packiajblBatoT
KapTOo4KM py6aLlkamm BBEPX MO 5 Ha Ka)X[40ro UrpatoLLero v noTom ne-
peBOpaynBaloT, OTKPbIBas Te UK UHble cobbITUA. Kaxxaas Takas pac-
Knajka HasblBaeTca TaWMOM U CUMBOJSIU3MPYET CO60W OANH U3 ABYX
nepuoAoB Urpbl.

[BaTaiima — 310 MaTy, no peaysbTaTam KOTOporo onpegensercs No-
6eanTenb NCXOAS U3 KONIMYECTBa 3a6UTbIX FONOB.

Ecnu cuet paBHbIit, npoBoauTca cepus MocnematyeBbix MeHanbTh
[0 IBHOro npemmytliecTsa B 1 ro.

3a nobepy B KaXAOM MaTye y4aCTHUK MojlyyaeT 3 KeTOHa MOHET,
KOTOpble MOXET MOTPaTUTb Ha MOKYMKY XXeTOHOB UFPOKOB (MEeXAy MaT-
Yyamu unu Bo Bpems TaiimayTa unu TpaHcdepa).

WrpoBoit npouecc npeactaBnsieT co6oil TYpHUP, COCTOALMIN U3 OT-
60pPOYHbIX MaTyeln U hMHaNbHbIX NOeAUHKOB A0 OAHOro nobeauTens.
Bce urpatoT ofHOBPEMEHHO HECKOJIbKO NOEANHKOB 3@ OAHY pacKknaaKy
KapT (Taiim).

Ka)kAbli MaT4 COCTOMUT M3 ABYX TAMOB: MePBbIA UFPaeTCcs No Yaco-
BOW CTpesike, a BTOPON — MPOTMB, YUTO CUMBOJIN3UPYET CMEHY BOPOT.
Mo6ennTenu Matya Nepexoasit B GUHas, No6eXAEHHbIE UFPaloT MaTy
3a TpeTbe MecTo.
® [1pu 4 yyacTHUKax — urpaeTtcs gBa mMat4ya no 2 tanma.
® [Ipn 3 yyacTHuKax — UrpaeTcs oAUMH MaTy No 2 TanMa Ha BblJIET U

¢buHan mexay 2 no6egutensamu (1 MaTy U3 2 TaiMoB).
® [1pu 2 yyacTHUKax — urpaetcsa 1 maty no 2 Tanma.

B koMmnnekTe WUrpbl:

1. Kopo6ka.

2. 4 KeToHa MaHjaTa TpeHepa — KaXAbl y4yacTHUK WUrpbl 6yaeT
ynpaBiaTb CO6CTBEHHbIM KJIy6OM KaK TpeHep.

3. 16 >XeTOHOB UrPOKOB — JIEFMOHEPbI, UTPOKWN BbICLUEN KaTeropum,
KOTOpble MOTyT YCUNUTb Baluy komaHay.

4. 1 nucT (40 >K€TOHOB) MOHET — HY>XHbl /1l pAaCYETOB B UTpE.

5. KBagpaTHble KapTO4Ku CO6bITUI — 64 LUITYKMW.

6. 20 611aHKOB N1 BEAeHUSA yyeTa.

PekoMeHayeM nMeTb AONOMHUTENbHbBIN INCTOK U PYYKY AN 3anucu
pes3ynbTaToB MaTya.

XeToOHbI UTPOKOB

@ BpaTtapb — JaeT BO3MOXHOCTb OT6MTb 1 rosieBoi yaap.

e Hanapatowui — gaeT BO3MOXHOCTb AOMNOJIHUTENbHOrO yaapa BO
BPeMSs aTaku, YTo No3BoASET 3a6uTh 1 rosn.

@ 3alLUTHUK — JaeT BO3MOXHOCTb 1 pa3 BbI6UTb O4HOI0 HEUCMNOJIb30-
BaHHOro Hanagatoliero npoTUBHMKA NpU KOHTpaTakKe.
Bce »eToHbl urpokos ucnonb3sytorca O[IUH pas!

KapTouku cobbiTuii

KapTouka npeactaensaet co6oit KBALPAT pasamepoM 6 X 6 CM C LiBET-
HbIMM FpaHAMU. Kaxxgas rpaHb MMeeT LiBET O4HOM U3 YeTbipeX KOMaHA,
KOTOpble BO3rNaB/AOT TPEHEPbI — YYACTHUKM UFPbI.

Ecnv Ha aByx KapTouKax, nexalimx psafgom, LBeTa rpaHel coBnaaarT
C LUBETOM XOLMBLLErO IM60 aTaKyeMoro Urpoka, To CYMTaeTcs, YTo XO-
OVBLUMIA UTPOK 326U FOJI.

B LeHTpe kapToyek onucaHbl pa3nanyHble cobbiTus. OHM BCE OTHO-
CATCSI TONIbKO K TOMY, KTO OTKPbI/ KapTy B AaHHbIN Xof. Co6bITUs, onu-
CaHHble B LIEHTPE, TPAKTYHTCS TOJIbKO Tak, Kak HanMcaHo Ha KapToYkKe.

WUrpy nogroToBunu:

ABTOp Ueun 1 paspaboTUmK:

© KoHcTaHTuH Bnagumupos-Xypasckui, 2013-2019
PepakTypa, BblYMTKA U KOppeKTypa

Mapus Pbi6akoBa.
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Quickstart * Rules of the «Goal!Game»

1. Read EVERY LINE of the Rules attentively and to the very end!
2. Give every coach one token of coach mandate - red, yellow blue and
green, for the coach not to forget the colour of his/her team:
coach mandate

coach mandate coach mandate

MaHAAT TpeHepa

MaHAQaT TpeHepa

3. Give every coach ten coins - this is the club budget; the coach is free
to use the budget at his/her discretion:

SCOREBOARD / TABJI0 PE3Y/IbTATOB
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4. Give each coach a form for recording the
results. A form is a Scoreboard, in which every
coach fixes the results of his/her game with the
next coach on the round:

5. Lay out the tokens of footballers — a forward, a goalkeeper and a
quarter-back — into the centre of the table:

Opponent team
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6. Start an auction! Each coach can buy no more than three top
category footballers to strengthen his/her team. The rules of the auction
are as follows:

@ Only one token is put forward to each auction round.

® The minimum cost of one footballer’s token is one coin.

® Suggest the cost higher than those of your opponents! The one, who
offers most, buys the footballer.

7. After the auction, put aside the remaining footballers’ tokens.

8. Read aloud the point «About the Game», if there are newcomers
among the coaches.

9. Riffle all the 64 event cards.

10. The card dealer spreads the cards with their backs up (faces down)
in one layer into one common figure in the table centre, five cards per each
coach, such that the cards touch each other by their sides:

3awmTHUK

11. Important!
Never:

@ place cards by
diagonal,

e place in aone
(by missing one
place),

e place in a curved
way,

. @ place cards one

over another.

12. The coach sitting on the left of the card dealer makes the first
move — he/she takes any card, opens it (turns it over) and places in any
orientation. Important! You should not choose how to place it - it should
be dome spontaneously, just with the side as it happens:

You missed the ball
into your goal.

5 2 Penaltykidd B

13. The card is read top down and left right: 4
d
1-2-3-4-5. mﬁfvfﬁ?ﬂ"o%% 19

jn19verau

14. During the first move, only the event
written in the card middle (2) or a use of a
footballer’s token can happen.

15. During an attack, a coach can use a forward'’s token to finish the
attack with a goal.

16. The coach-defender can use a goalkeeper’s token to repel a goal-
threatening strike.

17. The coach-defender can counterattack the forward, if the sides of
opened cards have his/her or the attacker’s colour (the colour of coach
mandate). If the sides of opened cards have no colours of this pair of
coaches, then, the counterattack is regarded as bogged down.

18. At a counterattack, a coach can use a quarter-back’s token that can
kick out the forward’s tokens not yet used by the attacking coach. In this
case, each of the coaches losses one token each.

19. After an attack and a counterattack, the move passes over to the
defending coach. He/she can attack the neighbouring clockwise coach.
To do so, he/she opens the card next to the already opened one.

20. If during a coach’s move at the junction of two cards, his/her colour,
or the colour of his/her enemy coincides, the moving coach scores a goal.

Rules of the «Goal'Game»
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The red coach’s team attacked the green one. The green colour coincides.
It means that the red coach had scored a goal into the green one. Red coach
marks in his form 1:0 in his favor in the game «Red vs. Green».

21. Then, the moves go on clockwise.

22. During his/her move, the coach can open any card close to the
already opened one, but not by diagonal, irrespective of the present
colours; it is not allowed to jump over a card.

23. If all the cards are open, the Time is over! Coaches cannot
counterattack; they count their points.

24. The second time (half) is started by the coach who has most
points (goals scored); if the points are equal, the one who undertook the
last attack. The second time goes counter-clockwise, in the opposite
direction, which symbolizes the change of the pitch sides.

25. In case there is a draw after two times, a series of post-match
penalties is appointed. The order is as follows:

o riffle the cards;

® place five cards per each coach participating in the penalty series, with
backs up (faces down) in the centre between the two participants in the
penalty series;

® additionally, two cards are placed open in the edges by the non-
participating coaches;

e the starting coach is defined by a draw, for example, «stone-scissors-
paper»;

@ at a penalty series, messages in card middles are invalid;

® at penalty series, only forwards and goalkeepers can be used.

26. The first match is played to define the finalists; the second - to
define the winner and the bronze medallist.

27. In each pair, the second match is started by the coach, who has most
points, or the next on the round; they should sit in the respective order.

About the Game

The sportive-economic «Goal!Game» is a table game with cards for
2-4 players (who will become Coaches of four teams), playing cards and
tokens. During the game, coaches place the cards backs up (faces down),
five cards per each coach, and then open them, revealing these or these
events. Every such spread is called Time (Period) and symbolizes one half
of a football match. Two Times make a Match, on the results of which the
Winner is defined by the number of scored goals. If there is a draw, a series
of post-match penalties is held, until the obvious advantage of one goal.

For the victory in every match, a coach is awarded three coin tokens,
which he/she can spend buying footballers’ tokens (during the time
between the matches, or timeout, or during the transfer period).

The game process is a tournament consisting of qualification and final
matches to define the winner. All the coaches play several matches at the
same time during one card spread (Time).

Every match consists of two Times (Halves): the first one is played
clockwise, the second one — counter-clockwise, which symbolized the
change of the pitch sides. The winners advance to the final; the losers play
a bronze-medal match.

e With four coaches (players) — two matches of two times (halves) each.
e With three coaches (players) — one match of two times of playoff (to
define a finalist), and a final match of the winner with the third player

(one match of two times).

e With two coaches (players) — one match of two times.

The Game Kit contains the following:

1. A box.

2. Four coach mandate tokens — each player will manage his/her own
club as a coach.

3. Sixteen footballers’ tokens — legionaries, top category footballers,
which can strengthen your team.

4. 0ne list (40 tokens) of coins - they are needed for making settlements
during the game.

5. Square event cards — 64 pieces.

6. 20 forms for fixing the results.

We recommend having a sheet of paper and a pen to record the match
results.

Footballers’ tokens

® Goalkeeper - allows repelling one goal strike.

@ Forward - allows an additional strike during an attack, giving a chance
to score one goal.

@ Quarter-back - allows to once neutralizing the enemy’s forward during
a counterattack.
Each footballer's token can be used ONLY ONCE!

Event cards

A card is a SQUARE sized 6x6 cm with coloured sides; each side has
the colour of one of the four teams, headed by the coaches — players in
the game.

If in two cards placed side by side, the side colours coincide with the
colour of the coach who made the move or was attacked, it is regarded
that the coach that made the move has scored a goal.

Central card sections describe various events. They refer only to that
coach, who has opened the card during this particular move. The events
are treated as written in the cards.

Game by:

Idea and game developer:

© Constantine Vladimirov-Zhuravsky, 2012-2019.
Editing, proofreading:

Maria Rybakova.
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