Rulebook

Oyunun oynanis videosu

Gameplay video T 6ob piulal 50N
I e




Oyunun Hikayesi

Gunun birinde mahalleye buyuk bir yildiz duser! Mahalledeki
insanlar ayni gun yollarini sasirir ve bir turlt evlerinin yerini
bulamazlar! Bir cocuk, o giin mahalleye dusen yildizin kutup yildizi
oldugunu fark eder. Bilinir ki kutup yildizi yén bulmaya yarar...

Yildiz ¢ok yuksekten disttgu igin pargalari ve uzun kuyrugu gesitli
yerlere dagilir. Ancak mahallede kimselerin bilmedigi, farkl bir
evrene agilan gizemli bir gegit vardir. Gegitten gegebilenler, orada
bol strprizli ve eglenceli bir dinyayla karsilasir.

Cocuklar kutup yildizinin parcalarini bulmak igin iki takima
ayrilip farkl yollardan giderek yildiz parcalarini aramaya baslar.
Amaglari, birlikte galisarak kutup yildizinin pargalarini toplayip
onu gokyuzundeki yerine geri yollamak. Béylece mahallede
yolunu kaybetmis insanlara yardim edebilecekler. Yolun sonuna
geldiklerinde hangi takim daha fazla yildiz ve kuyruk parcasi
toplamissa, yildiz tesekkur igin onlarin adini gokylzine diger
takimdan daha parlak yazacak.

The Story of the Game

One day, a giant star falls into the neighborhood! This confuses the
residents and causes them to lose their way to home! A child finally
realizes that the star which hit to the neighborhood that day was
the North Star, known as the guide to find one's direction.

Since it has fallen from a great distance, the pieces and the

long tail of the star scatter across regions. There is, however, a
mysterious portal to another universe in this neighborhood, its
presence unknown to the residents. Those who can find and enter
the portal find a whole other world full of fun and surprises.

The children are separated in two teams to find the pieces of the
North Star and set off on different paths to search them. Their goal
is to work together to gather these pieces and send the North

Star back to the sky. This is how they can help the residents of the
neighborhood who have lost their way. Whichever team collects
the most pieces of the star and its tail at the end of their road gets
to see their name written brighter than the other in the night sky, as
a thank you from the North Star.

Oyunun Amaci

Yol boyunca gekilen kartlardaki gérevleri yerine getirip yildiz ve
kuyruk parcgalar toplayarak en ¢ok puana sahip olmak.

Object of the Game

Fulfilling the tasks indicated on the cards drawn along the path to
collect the most pieces of the star and its tail and thus score the
highest point.

" . S!‘ Lod N

= 5 A Ll ol i b gl b S o s ) 3 8
ol o il BaaY Lo S e il (a1 585 ol gl 13 8 ngh S
axill o Gy ymall (ol anill g8 (S al) A3 b sl b e (53

ALY 30a3 b ke il

OSLaf 8 Jy shall alid g 45 Jad < i) 13a Jle 8 (g s pandll Y 153
O3S (Ao iy 43 LS all dasldd ¥ ade pendllin (L diliae
clalid) (e lalle () sead si paal) e )5 sall agiSay cpall clil §f cCalis

lia daidll

oo Canall 8y 5 o s ) QLY i) ¢ adaill aaill o)l e iall
end e Janll 58 agdon Adlide (55 8 Candl JMA (pe Aailiall ¢ 3aY)
e 8 o S AN eland) A LS ) Ltale) 5 kil anilf adad

Gkl Al ) o shay Laxie | all 8 agiy yha | shia () (alaiY) saclie

Gl (e B 53] ST dans) Laail) (i ¢ ST Lada e (g3 G35l S G

_a‘)mgw\g‘)iy\

et clna il a3 pa 1] e dlae S 5 land 380 gl s ¢ 55y S
ladzy 3 (S lai lay | 058 claails il gisas 503 S K1) (daly )
b o jli S 02 ST st alae 50 55 ) ) 4S (gl s 62 e 4 sle dlae
e e S Lol 4y g (Gl )3 (ol o 5l 4S Tilane At )5 50

R Oh il 5 O SASS 03 )8 T s (VL o g1 Sl e i 0 52
dsns ysa e o R (S alaa ol 53 Gprimad Gl 00 o3S)  Calide slala
o ol aga s ) alae Sl 535500 S 500 Silea 448 2

L goad s Wil 53 i ) ge o€ Sl ) il 55 4S (S ja 23 s
Asdion 33050 o R 5 e D) i

‘)Jg"_\s‘);\_.i_ja.\ﬁ&guﬁe:ﬂji‘\__\‘U_}Léb‘)t\u‘_guﬁdﬁgd‘)gu“%ﬂ

4 Al g3 e Ll 35S e 0 s (5LadS (5 saiusn 4§ 5 5 Cilida (Lo s
a1, Ol 5038 (55l gan olisd |y okl o i (ladSS B, SaS
ol ) AS (53 8l 4o Cauwi) 55 2 oA Ll sy ol A A 3y land 2358 18
Sax3 gy odla (slgiil 434S el Ha 23S (SaS aiha S K alas 215348
\Ja._ﬁdieucnjﬂoi)'\)md\ﬁaj&edﬁ&;aj&eaja)md)l@
gl A el 53 8o slaas 3l 5 iy

eyl e saaaall algall ¢laf 3y 5k (e Ll (e aae i e Jsaanll
A (8 el e e o

oL ol ) caoa
Gl n ) sale Ol sie 4o Alda g ¢ 88 48 S a5y el ydsh o

}QSCA,ADJ&J(;AJDJ&GJ“&QQ\M sug\.kjug\r:la.ﬂ\.ua.\.&«ﬁu).\}ﬁ
i s 4y g iy il

Icindekiler
Components

Oyun Alani
all) dalu
Gameboard
S h4ada e

Gorev Karti
plgea 4Blsy
Task Cards

L\g‘)}nl.n Q‘)ls e

Puan Pulu
Jalds ",.u.hﬁ' 3
Score Tokens
)l:ﬂA‘ 5 s e

Karakter Karti
duad s By
Character Cards

L\gm&.&QJ\SAAQ

Gérev Pulu
Task Tokens
S sala o jga 23e

9 %59
®

Sayi Gark

ddd jadlas
Number Wheel
osld & s 2

Oynanig Karti
st U
Reference Cards
oS e

Kural Kitapcigi
e g8l) lis
Rulebook
ok o) 8 anliS e

'o_;\gngngm -
b pp AR 2

AL gisal

il sine

Goérev Kutusu
plea e
Task Deck Boxes
T sale daza 220

Kese
Bag
4 22

)




Kurulum Aac )

Oyun alanini masanin ortasina ag. Piyonlari baslangic noktasina koy. Puan pullarini puan tablosundaki O Her bolgenin gorev kartlarini ayri ayri kanstinp kendi Oyuncular iki takima ayrilsin. Ayni takimdaki oyuncular
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Set the gameboard wide open on the table. Place the pawns on the starting point. 'G"L"J‘ aglle 0 Adial) vie Ll C‘L‘S &= @)‘J < o Gx; d&:‘a ew C'B g Osmlag Gl ol ‘é";y g2 .o oot e presie
Ll paadd 4aa 5l g
OS5k el 2 1) haaia o )i s phakaii ), sy Place the score tokens on the space Axsllens
. indicated with “0" on the scoring track. Shuffle the task cards of each zone separately and Divide in two teams and sit across from the other
< el Jgan L 1, il 5l 0 e put them in their respective deck box. player in your team.
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Her oyuncu rastgele birer karakter karti geksin. Karakter kartindaki gérev pullarini karta yerlestir.
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One by one, pick one character card at Place the task tokens on their respective spaces on
random from the deck. the character card.
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Her gorev pulundan bir adet alip oyun Kalan goérev pullarini keseye koy. Oynanis sirasini belirlemek igin garki gevir. En
alanindaki bos haneye koy. (toplam 5 pul) oSl ?LG-“‘“ cﬁ S o= buyuk saylyr geviren oyuncu oyuna baslar.
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Oynanig (Basit Mod) ’3

Bu modda oyun alanindaki pul kombinasyonlarini dikkate alma. Siran
geldiginde iki hamleden birini seg:

Sayi garkini gevir
Keseden pul gek.

Gameplay (Basic Mode)

Do not pay attention to the token combinations on the reference
cards in this mode. Pick one of these two moves when it's your turn:
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Draw a token from the bag. A0 jee K4S )

Turn the wheel

(sl paza5l1) alll 43, Hha

(oS pall gaa) Al ) 90 faag Lexie

(3l clla) (53 0 s

DB 21 e e S 50 3sa ge sl o jee i B 5 S i ella gl 2
P AT ) ) S 50 ) (S ey Ladi 548 S 0,80
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Turn the wheel. JIA)AJ \) u.u\.u a)Lq..."L C);

Piyonunu garkta gelen sayi kadar ilerlet. ] Alaall e Gl yall ae s e Sl (alall Ganll & s

Move the pawn as many spaces as ‘\
the number indicated on the wheel. ‘ '

Bir gorev karti gek. Karti yuksek sesle oku. Kartin
ortasinda gorev igin gereken pul simgesi:
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Draw a task card and read it out loud. To
complete the task (token symbol) indicated on
this card, follow the steps below:
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Use a token from your character card
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Yoksa takim arkadasindan iste

If you don't have the same token, ask one from your teammate

Onda da yoksa pul havuzuna bak

If they don't have it, check the token pool O e W e jea (0 e 4 AL 451N aa s
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basarirsin. Gérev pulunu oyun kutusuna koy.
Eglence: Pul koymana gerek yok, kartta yazilani

yapman yeterli. A~ Lia A8l e Ggia s
Finding the necessary token in any of these e . . ; . L
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Discard the task token to the game box. ‘ ol LA 6 Nl

Fun: No need for putting down a token, all you =
have to do is to follow the card instructions. Al (o 535 RN 45 (53 10 8
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Gorev kartini yoldaki bir kareden gektiysen yildiz
kuyrugunun bir pargasini buldun demektir. Takiminin
puan tablosundaki pulunu 1 kare ilerlet.
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in a regular space, this means that you have found
a tail piece of the star. Move the score token of your

team one space forward.
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Gorev kartini kesisim karesinden gektiysen yildiz
parcasi buldun demektir. Takiminin puan tablosundaki
pulunu 2 kare ilerlet.

If you have drawn this task card when your pawn was
on an intersection space, this means that you have
found a piece of the star itself. Move the score token

of your team two spaces forward.
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Gorev icin gereken pulu bulamadiysan gérevi basaramadin
demektir. Gérev kartini oyun kutusuna koy.

Failing to find the necessary token in any of these steps means
that you could not complete the task. Discard the task card to
the game box.
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Bu hamleyi yaparsan karakter kartindaki bos pul hanelerini
doldurursun ama ilerleyemezsin.

Choosing this move fills out the empty spaces on your character Ry Cuadd & S g9 JA sl AlA S e IS Gl il b

card, but prevents you from advancing on the gameboard. (S 69 a4 S g bl o S
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empty space on your character card.
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Kesede pul kalmadiysa, gérevler basarildiginda oyun kutusuna
konan pullari tekrar keseye koy.

When there are no tokens left in the bag, put all of the tokens
discarded to the game box back in the bag.

Oyun, solundaki oyuncuyla devam eder. Aol e 3 sa gall e S ge dalll jaiis

The game continues with the player on your left. AL e 4ald) g ca e 5L L 3l el ja ol o



Oyunun Bitigi

Tum oyuncular oyun alanindaki son
kareye ulastiginda oyun sona erer. Oyun
bittiginde puan tablosunda hangi takimin
pulu 6ndeyse o takim oyunun galibi sayilir.

Game End

The game ends when all players reach the
last space on the gameboard. The team
whose score token is on the furthest space
on the scoring track wins the game.
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Gorev Pulu anlamlari

Paylasim: Elimizdekileri arkadaslarimiz ile bélismek ve
paylasmak arkadashidimizi gtglendirir. Arkadasliklar ve
paylasim zorbaliga dair yasadigimiz olumsuz durum/
durumlara ¢ézim bulmamiza yardimcei olur.

Sharing: Sharing the things which we have strengthens
our friendships. Friendships and sharing help us resolve the
problems and challenges we face because of bullying.

Empati: Kendimizi karsimizdaki kisinin ya da
arkadaslarimizin yerine koyup, onlarin duygu ve
dustincelerini anlamaya galismak zorbalikla karsilasan bir
arkadasimiza destek olmamiza yardimci olur.

Empathy: Putting ourselves in our friends' or other people's
shoes to understand what they think and feel helps us
support them against bullying.

Beceri: Her birimizin yapabildigi bircok guizel sey vardir.
Arkadaslarimiza zorlandiklari bir konuda veya bize ihtiyag
duyduklar anlarda yapabildigimiz kadariyla destek olmak
onlarin da oyun oynamalarina, yalniz kalmadan arkadaslari ile
birlikte olmalarina ve kendilerini anlatmalarina yardimei olur.

Skill: Each one of us can do some things well than others.
Supporting our friends as much as we can when they run
into problems ensures that they can also play with the
other kids, prevents them from being left alone, and helps
them express themselves.

Cesaret: istemedigimiz ya da hoslanmadigimiz bir

sey oldugunda kendimizi ifade etmek hakkimizdir.
Zorbalikla karsilastigimizda da sakin kalarak ve zorbaca
davranmadan duygu ve dustincelerimizi ifade etmek
yasadigimiz olumsuz duruma ¢ézim bulmamiza destek olur.

Courage: We are entitled to express ourselves when
something we don't want or like happens. When faced with
bullying, expressing our thoughts and feelings calmly and
without becoming bullies ourselves helps us resolve the
negative situation at hand.

iletisim: intiyaclanmizi, duygu ve dustincelerimizi
paylasmak ve gevremizdekilerle iletisim kurmak kendimizi
anlatmamizi ve digerlerinin bizi dinlemesini kolaylastirir.
Zorbalikla karsillastigimizda bunu arkadaslarimiz, ailemiz, ya
da égretmenimiz ile konugmak zorbaliga dair yasadigimiz
olumsuz durum/durumlara ¢éziim bulmamiza yardimet olur.

Communication: Sharing our needs, feelings, and thoughts,
as well as communicating with those around us, makes it
easier for us to express ourselves and for others to listen

to us. Talking with our friends, family, or teachers when
faced with bullying helps us come up with solutions for the
problems and challenges we experience.
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Tedarik Zinciri Koordinatoriti / il Aadu suds / Supply Chain Coordinator / <ils i s yadj sakis Kialea Samet Bayrak

Leyla Bayram ilkokulu mudiri Sayin ismail Mustafa Akgay,
mudur yardimcisi Sayin Hikmet Dénder ve projede yardimlarini
esirgemeyen 4. sinif 6gretmenleri Sayin Teoman Urcan

ve Sayin Basak Gozuyilmaz ile oyunlarin tasarimi ve
gelistirilmesi ile ilgili atdlyelere katilan Gglinct ve dérdunct
sinif 6grencilerine tesekkir ederiz.
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Principal Mr. ismail Mustafa Akgay, Vice Principal Mr. Hikmet ). O s e s W 5 ey gy K BLaL Ald Clia i a jlea (S
Dénder, IfoEthh Grade Teachers Mr_. Teoman Urcan and Ms. Koku\ psm (slendlS Ol gl A Gl 0 528 S5 i 30 (SaS ) aS
Basak Gézuyllmaz, who have provided full support to this R4 e ol Gler b dn 5 5l b dal je naS 4 yea a5

project, and all third and fourth grade students who have attended S e S o o3 cmivl . 2y o £ <
the workshops to design and develop the games. PP SR SE 2Ol Sl
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Liva Su Kaya, Damla Nurhan Oztiirk, Gizem Birinci, Eslem Masall i§in, Yagdmur Cakicl, Behra Ecrin Cakir, Cemre Yildinm, Azra Yiksel,
Beyza Nur Kilig, Eren ismail Gtin, Mirag Karaaslan, Tunahan Kayacan, Yigit Giiney, Sham Hassan, Mecid Hac Hannan
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