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TRY TO BUILD A MATCHING SNOWMAN!

Game by: Neta Siloni
lllustration and Design: Tamara Csengeri

50 Snowman cards (including 5 Joker cards)

30 Mission cards

5 Swap cards Three games in one box!

Age 4 and up

Game 1 - Try to build a matching snhowman!

The goal:

Have no snowman cards left.

Preparation

Shuffle the snowman cards and place them in a pile
facing down.

Put the mission cards in a separate pile facing down.
** Put the swap cards aside, we will not be using them
for this game.

How to play?

Each player gets six snowman cards. The players must
keep them revealed. The rest of the cards need to
remain facing down in a deck.

The first player picks up a mission card.

If they have a matching card for one of the showman
parts that is on the mission card - they will place itin
the center of the table and begin to build a showman.
If they do not have one - they will take a new snowman
card from the deck.

The next player adds a matching snowman card.

If they do not have one - they will take a new one from
the deck.

When you finish building the snowman, pick up a new
mission card.

A player who has a joker can use it to replace any
snowman card.

The first player who is left without any showman cards
is the winner!

MISSION CARDS :

The top refers to the hats.

On this card the instruction
ﬁ is to build a snowman with
a wool hat.
©.@ The middle refers to the faces.
~ On this card the instruction is
to build a snowman with open
\. J eyes and button nose.
The lower part refers to the body.
On this card the instruction is to
‘ build a snowman with a tie.
s A colored circle indicates the color
e 1 of what is drawn on the circle.
~ In this card, the instruction is to
@ build a snowman with a red hat,
\.‘ Face with a winking eye and
|F a carrot nose, and a present.
S—




Game 2: Who will be the first to build
3 snowmen?

The goal:

To build 3 showman characters following the mission
cards.

Preparation:

Make a pile of mission cards and a pile of showman
cards, with all the card facing down. Each player takes
five snowman cards and places them facing up.
**¥You can play without the Swap cards.

In that case, take them aside before you start playing.
How to play?

The first player takes a mission card and puts it down
with its face up.

If a player can build a snowman according to the
missions - they keep the snowman and the mission
card and take 3 new snowman cards from the deck.

The turn goes to next player to pick a new mission card.

If a player fails to build a snowman - they return one
snowman card to the bottom of the pile, pick up a new
one and keep the mission card revealed.

The turn goes to the next player to try and build a
snowman according to the same mission card and so
on until one of the players succeeds.

If a player picks up a swap card - they can swap the
mission card with a new one. In any case, a swap card
does not replace a snowman card, therefore they take
another card to complete five parts of snowman to lay
in front of them.

A joker card can be used as any other snowman card.
The first player who builds 3 snhowman characters
—wins!

Game 3 - play solo!

Build a showman according to mission cards,

no competition. Take a mission card and look for the
fitting Snowman cards.

Did you succeed? Build another snowman!

** Put the swap cards aside, we will not be using them
for this game.

SNOWMAN CARDS:

~— — ~—

.4
o ¥ of - o i o
swap card

A Joker card
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