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— 2 PLAYERS AGE 6+ 10 MINS  gest ReAL-TIME GAME




Jb B it osies —

B |

@33 P by ol Sl

=000

]..\.\:I“:(ngé)*ﬂ.wb_’e.o

@3¢ | :.?,93____(

----- o JLSo s Loz

Se b by ol polge @

N s o o Sl U8 S |

J|_}§ su&JJLJ gaw‘dbo kSJ‘"DLSSJ IJLJL.uS.oo..zim 2 &mJ)‘dy&mng)|JLQJ9!)',{WOJ@DM.P
Sass a8 ool eaul yardo Suauw Cwle L oS ol 59

63908 O gy Sudw sl T 6S Sugib anho 0297 |
316 Ugb 43 68 (5 ghy exabl 08,5 145 2haw g9
g g yleolgo N

a8 395 J20 4 il 63uib (g1 38kole

Caowd g3 168 by o2 TR2lgo Su slIs Sy L g 4o . 1f
CMUGQJIJM@M.MQU&sm'OWM \
6L oo 4o 3 | Silse gbyusTCowd g gjbozin
Ll y S 3 g 35S uublito wo 15 ,503Su6S 5 y9b oS o 43 wigh gl J18 LS9 )b g2 35295 .0

S 8 bl 338 50 294 |y (5 jb ¢392 Jalo 6S i

G 0 |

335 (50 0030 15 Jb 0 > g5 0 £ Cwl (5L 6aduo ) 5368 S Culsd by T Gab i eolge gals LSy L glsy L
3153929 JIS (52 a5 5 b g 2as 9 0313 LS o | g Lislaslgo 5 jb la) plas 45 65 3 jlao Sy jb

S cwS ol 313 148 5 jL oio 8 b T 53 68 Lay 520195 60 g5 35 g b oS Cowl gl 5L pl > B39
Ol 33 65 5455 5395 01935 3,19 1 lgT oSyl Ly g 63153 w1 1 lislaslgo 558 65 bl blgo Sub Lo psizon
23S 30193 S jlutol Sy o iy yo> & yguo

95 602 3Bl il g2 g 130 9Ty S 2 00 (g0 > s | Susdaw sl s T ugh 1 osliiuwl b 30195 50 Lo (0
g o0 lidy > wamas jluiol Sy Ay ladd p2lge 0y Sadaw sl o T

Wl (6 3 gl 039 1 ¢((588195 ) 3S S jLaiol 05 b i 05 382 b gl

PERSIAN




wa8gio LT 53 g ol Lo iy 3> 0 j1g 43 5 lg ugsazsliz . |

2

g

a,.(Lnnga)*mlslaL,Jumlemswggaa.z:‘u_:'_.r

Sz lod polgo
3950195 3,19 83Las | ) 395 molgo las iy > sl .1 e
S =z \
\
¥ \
14848 Susplg | jluiol aluoldl Lasis byl yis (gl 4> 6293 b

Ly T jl eslaiml Ly 39 5318 Lo Gy > - SI ,i>

Sy 0J1955 g v S Culse
el 1300 3l yaR0 6y 03l s o3l gyl oy )

J9-B0 iy > sl jlosiol 350195 b Lay > polgo
/7 N
/ \
[ \ ‘
! \
\ |

oS oS (s jliol 05 gloj o |

332150 9> ol Sy o S 11 b e ol S5Lis i o

(5L 020 huwng Sobun 5lad s (59,5 ) 3513 58 0 3 (5L €91 ) US> 0y | Sudan sl yT Lo

.59 3195 (5 )L da=0 o.\.‘;.‘;S&g_p‘b Wl 03 85 LS (5 jLitiol 85 L3S L @
318 Cualy 0 65 5550 yuwlgs |

LyuaTowl g3 551 Jg.cudls 395 00l 3] Cumidg las b (6 jb cdumzs ,031g0 by Suiuw slab )y ! I oS hideuliz o
35 3195 S jliol Sy Uik 2 Sz ;02lgo ou (gl )

Sl (00 31 18 6L a0 2 5 05 (58 il slaby T jl ekl b Suduw glab y ol sl &S 4o oy jlao lads o
ol > 3193 w0l (5 b 8 g 00 5 jb 0 ) I 53uiw 5Ly TSI @

2 U9 U0 00 0uilly 60 sl 05 (50 08095 g2 1 Sz S 95 1S 1B L (5L £3baw g § b wo I g Sle
Soby 50 00151 g £9 1 6 )LgS il 5 S j5 g (g

9L 9394 39> 0 jlg 53 3 lg mad Ylidy s> 6zl T 43 481 o 38 s Sl g5 50 ol S Lgis (ylo j Sy s Lo sogo
8 S 3aalg> 1 jluiol Sy lad e laih txaunzy Joolg oy o yidiy LU T



k‘l%
71|\
-e 2 Steering Magnets

=1 1)

e 3 White Magnets

I Bcfore You Start the Game:l

. 2.Place three white magnets on the white fields

1.Place the magbal board on a table between the
/in the middle of the boards.

two players.

Note: be sure to place the magnet pieces with
their magnets facing upwards in order to prevent
them from moving away from the striker.

3.insert both pointer in the starting position marked

with “0” on the scoring slot.
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4.both players have a black magnetic striker that
has two sections. place the striker section on top
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of the board and the thick steering magnet under
the board so that the two sections make magnetic

S.The youngest player starts the game by placing
contact.

the ball on the starting corner of their choice.

I 0w fo Paly: |

Game on! Players hit the ball around the field by moving their strikers using the steering magnets
under the game board. players are free to move at all times and there is no order of turn. The aim
is to score points by shooting the ball into the goal at your opponent’s side of the board. You will
also need to be careful not to lose control of your striker or fall into the goal on your side. as this
will give your opponent a point.

You can also use the ball to-move the white magnets around. But watch out: if two of the white
magnets stick to your striker, your opponent gets a point.

The first player to score 6 or 9 points (or by agreement in points quantity) wines the game!



3 Ways to Score Points:

1.If the ball ends up in your opponent’s goal and
stays there.

2.If two (or all three) white magnetic pieces stick
to your opponent’s striker

3.if the opponent accidentally pulls their striker
into their own goal.

\
\
Note: you will get the point immediately, even if }7
your opponent is able to jump out of the goal -~
using the steering magnet.

If you hear the sound of pulling, it's a point.

I Foch Time You Get a Point: |

« you move your scoring disk one point forward in the scoring slot.
« you return all three white magnets to their starting positions at the center of the board.
« the player who did not score a point, restarts the game.

I Other Rules You Should Know:l

« If one of the white magnets sticks to a striker, the game continues. If two (or more) white magnets
sick to one striker, the striker gets a point.

« you are not allowed to move the white magnets on the board by using your steering magnet under
the board.

« If a white magnet falls over the side of the board, the game continues.

« If the ball falls over the edge of the board, you place the ball on the steering corner closet to the
point where the ball fell over and continue the game.

Important! You can score only one point at a time. Even if you shoot the ball into your opponent’s

goal and at the same time he falls into his own goal and attracts two white magnets, you still only
get one point.

Have fun with mag ball
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