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¥ f”b ® J : . . . . . .
n:g%-_ & " There are 3 levels 1n this game, with the difficulty gradually increasing.

It" s aplayer vs. game master challenge.

How to Play:

You start with 30 HP, 1 sword, 1 bow, and O coins.
Level Clear Conditions:

- 0 coins and O weapons: Fail

- 0 monster cards: Fail

- 0 HP; Fail

- 60 HP or more: Clear

How to Purchase Weapons: The bow costs 10 coins for one card draw;
the axe costs 20 coins for two card draws; the spear costs 20 coins for
two card draws; the sword costs 30 coins for three card draws; the cannon
costs 40 coins for four card draws.

1. Draw one card (there are 11 monster cards total) and consume one
weapon.

Slimes: 3 cards total, +/-10; Goblins: 2 cards total, +/-20; Dragons: 1 card
total, +/-30 (HP monsters)Mummy: 1 card, +20; Ghost: 1 card, +30;
Octopus: 1 card, +40 (coin monsters)

Reward Card: 1 card, +20 (HP); Reward Card: 1 card, +30 (coins)

2. Answer the questions posed by the game master. Correct answers grant
rewards, while incorrect answers result in penalties (except for bonus




cards and coin monsters). Question difficulty varies based on the amount
of reward, e.g., difficulty: Slime < Goblin < Dragon

3. Complete one round

4. Repeat the above until you fail or clear the level
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(Story Background: The Math Witch needs to brew the right potion, but she’

the ingredient list. She” s counting on you to find the right matches.)
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(Level 1: Use simple addition and subtraction equations to find the matching cards.
Example: 5+3 matches 8; 9 — 7 matches 2+ and so on.
If you pick the wrong card, flip it back over and continue.

If you pick the right card, take both cards and continue until you' ve matched them
all.)
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(Level 2: Increase the difficulty of the calculations and the cards (add multiplication
and division)

Example: For 5x3, find 15; for 16+4, find 4--- and so on.

If you flip the wrong card, turn it face down and continue flipping.If you flip the
correct card, take both cards and continue flipping until all pairs are matched.)
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(Level 3: Swap the positions of mismatched cards

(This 1s a continuation of Level 2, but if you match two cards incorrectly, swap their
positions, flip them face down, and continue flipping.

If you match them correctly, pick up the two cards and continue flipping until all
pairs are matched.)
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fi;%gé%FUN 1. Use the air cannon to knock over any card.
é;;;QF%J 2. Use the air cannon to knock over 3 cards within 5

shots.

3. Use the air cannon to knock over the cards.
Knock over any cards within 10 shots.
The cards are worth +1, +2, and +3 points.
You must get 10 points by the end.
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Use the siphon effect to raise the water level to the
designated position.

Let the sea turtle surface to breathe.

There are three cups i1n total. Using the siphon
effect, water 1s transported from the first cup to
the last cup.




