‘KugelBlitz’ or ‘Ball Lightning’
 
Translation by Mike Bliss. Website at www.theblisspages.com
GAME RULES
players: 
2-4

Ages: 
from 3 years and older
Run: 
3 - 5 minutes
Designer: 
unknown
Content: 
Four plastic tubes with elastic top,
Clip-together pool,
60 colourful balls with numbers,
55 cards with tasks
Game rules.
 
Game preparation
Before the game, the round pool must be put together from the individual segments.
The plastic tubes must be emptied if balls are inside them. Open the cover at the upper end of each tube and pour out the balls.
Each player gets a tube, surplus tubes are left on one side. All 60 balls are put into the pool.
The 55 cards are shuffled and placed face-down ready in one stack.
 
Now decide which of the three game variations you want to play:
 
Variation 1 - collect colours
Here only the colours of the balls play a role, the numbers are without meaning.
Good for children who don't yet know their numbers.
 
Variation 2 - arrange numbers
Here only the numbers play a role on the balls, the colours are without meaning.
Good for all children that want to learn the numbers or already know them.
 
Variation 3 - first arithmetic
Here, only the numbers are used, not the colours. It’s ideal for children who can add already numbers. It’s the most complex variation.
Variation 1 - collect colours
The pool with all balls is in the middle of the table or on a carpet on the floor. The players stand or sit and have his/her tube in the hand. The youngest player starts the first game by taking the top [image: image1.png]


card from the stack and then puts it down face-up. Each player looks at the sequence of the colourful balls at the card (variation 1).
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As soon as the card is placed, the players try to pick up the balls with their tube as fast as possible in the colour-sequence shown on the card under number.
Important: Since the games are very fast and every second counts, you can’t start until the card is placed on the table.
The sequence of picking up the balls is that the first colour shown on the left is picked up first with the tube. The balls come in the portrayed sequence after it.
The last ball that a player picks up is therefore the ball on the right of the card.
End of a round
As soon as a player has all balls in the right sequence in their tube, he/she calls “Finished!” All other players must stop immediately.
The game has finished - even if it lasted only seconds.
Scoring and evaluation

Now check that the player who finished the game has got his/her balls in the right order.
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The first ball picked-up now is at the top, and the last is at the bottom.
If one turns the card to the right, one can check the sequence quite easily.
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If the player has all balls in the right sequence in the tube, they get 3 points. The other players don't get any points.

If they are not completely correct however, they get no points, and each of the other players get 1 point.
Total the points for each player over an agreed number of games, for example 10 games. 
Note: When picking up the balls, there’s often a bit of a scrum in the pool!
After a game, the tubes are emptied and the balls return into the pool. Then the next player to go takes a face-down card from the stack and starts another round.
End of a game
After the previously agreed number of rounds (for example 10), the points of each player is added up. Whoever now has the highest total is the winner.
Hints:

The cards vary in difficulty. Some cards only need you to pick up 4 balls, but others require 6, 7, 8, 9 or even 10 balls.
With 4, 6 or 7 balls, players can decide beforehand that they must pick up two balls of each colour instead of one (14 balls can fit into a tube). This will double the length of the game.
Variation 2 - numbers arranges
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The rules are like with variation 1 with one exception: The colours aren’t important but only the numbers on the balls count, so you try to collect numbers in the correct order. 
The players try to therefore pick up balls as fast as possible in the right sequence.
With variation 2, one must agree how many separate rounds you are going to play. 
Again, the winner gets 3 points of each round.
Players can also agree beforehand that you must pick up a sequence twice if the card contains 6 or fewer balls. In our example, one would pick up 12 balls in the sequence 9-8-7-4-5-6-9-8-7-4-5-6 instead of 6 balls.
Variation 3 - first arithmetic

The basic rules are the same as variation 1, however now it is not about any certain sequence. Instead, the balls must total the number shown at the bottom of the card. 
.
 
 The players try to therefore pick up balls as fast as possible, that together add up to the value shown on the card. The colours don't play any role. The players must be able to add up.
To reach the sum in our example of 25, for example, you could collect:
9-8-7-1
or
5-6-7-2-5
or
9-9-7.
You will see there are many possible ways to reach this sum. Players who can reach the sum with fewer but higher balls are likely to win.
The first player who has the correct sum in his/her tube wins. They get, as in the other game variations, 3 points. However, if they get the number wrong, they score no points. The others get 1 point each.
One can play also another variant here:
One must reach so many balls the goal sum with exact number of colours shown on the top part of the card (used in variant 1). With zero balls, one could stretch the number if necessary... one therefore would have to reach the goal sum in our example with exactly 6 balls in 25, for example 5-6-7-2-4-1.
 

Further ideas
The parts included in ball lightning allow other variants.
We offer still following ideas:
· Each player collects a certain number of balls only in one certain colour.
· One collects balls until one comes out of the top.
· One plays without point, so there are no scores to write down write down. You just win or lose.
· You can collect one colour, create another sequence or decide a total before starting.
And have fun in the KugelBlitz! - a noris game.
Customer, dear customer, this game was manufactured by us conscientiously and carefully.
Nevertheless, mistakes can occur - nobody is perfect!
If something is wrong, please write us a postcard with the problem, as well as the title and type no. of the game - please don't forget your address and optionally your telephone number. We will attempt to rectify the mistake.

Our address is:
noris SPIELES 
noris SPIELE - Georg Reulein GmbH+Co.KG
Waldstraße 38. 90763 Fürth

Internet: www.noris-spiele.de
First ball that �must be picked up!�
�






So one can see whether the colours of the balls agree on the card and in the tube





It always is about the first ball. Here a ball with the number 9 needs to be picked up,.


The colour doesn't matter





Variant 3. The players must pick up balls that add up to the stated sum(e.g. 25 in our example). The colours don’t matter
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