EIN RASANTES GEDACHTNISRENNEN
FUR 2~4 JUNGHUHNER AB 4 JAHREN
VON KLAWS ZOCH

SPIELIDEE:

IM HiiHNERHOF 15T DER TEWFEL Los!!

BEI PER HHNEROLYMPIADE STEHT HEUTE

NAMLICH PIE DISZIPLIN FEDERKLAU AUF DEM

PROGRAMM. DABE| VERSUCHEN DIE MIT=

SPIELENDEN HUHNER SICH GEGENSEITIG ZU

WBERHOLEN. GELINGT ES EINEM HUHN SEINEN

YORDERMANN ZU UBERSPRINGEN, STIBITZT ES

IHM DIE KOSTBAREN SCHWANZFEDERN. WER

ZUERST ALLE MITBEWERBER GERUPFT HAT UND

ALLE FEDERN BESITZT, 15T SIEGER.

NUR WER 5ICH AUF DEM HUWHNERHOF AUSKENNT, KOMMT

GUT VORAN. DENN EIN BLINDES HUHN MIT GEDACHTNISLUCKEN WIRD BEI DER
MEDALLIENVERGABE MIT NACKTEM BI{RZEL GANZ SCHON GESTWTZT DASTEHEN.

INHALT:

24 EIFORMIGE WEGPLATTCHEN

A2 ACHTECKIGE HiHNERHOFPLATTCHEN
4 HIWHNER: 2 HENNEN UND 2 HAHNE
4 SCHWANZFEDERN

4 SPIELANLEITUNG




SPIELVORBEREITUNG:

DIE 42 ACHTECKIGEN HilHNERHOFPLATTCHEN WERDEN VERDECKT AUF DEM TI5CH
AUSGELEGT UND GEMISCHT. DANACH WERDEN DIE 24 EIERFORMIGEN WEGE-
PLATTCHEN OFFEN WUND KREISFORMIG UM DIE HUHNERHOFPLATTCHEN HERUM
AUSGELEGT.

HlHNERHOF
MIT HUHNERHOFPLATTCHEN

EIFGRMIGE

WEGEPLATTCHEN
JEDER SPIELER ERHALT NUN EIN HUHN, IN DAS ZW BEGINN EINE SCHWANZ-
FEPER GESTECKT WIRD. DIE HUHNER WERDEN 50 AUF DEN WEGEPLATTCHEN

VERTEILT, DASS ZWISCHEN ALLEN HiiHNERN DER GLEICHE ABSTAND BESTEHT.
(BEI VIER HHNERN SIND ALS0 JEWEILS 5 WEGEPLATTCHEN DAZWISCHEN.)

DAS SPIEL:
FORTBEWEGUNG:

DIE HUHNER BEWEGEN SICH AUF DEN EIERFORMIGEN WEGEPLATTCHEN IM WHR-
ZEIGERSINN.

DAS 1iNGSTE HUHN BEGINNT. ES DARF IN DEN HUHNERHOF GREIFEN UND EIN

DORT LIEGENDES PLATTCHEN WMDREHEN. DAS JUNGHUHN SCHAUT SICH DAS BILD

AN UND ZEIGT ES ALLEN MITSPIELERN. DAS HUHNERHOFPLATTCHEN WIRD DANN

WIEDER VERDECKT AN SEINEN WRSPRUNGLICHEN PLATZ IM HlHNERHOF ZURICK=-
GELEGT.

ZUVOR HAT DAS JUNGHUHN NATURLICH PAS MOTIV DES HUHNERHOFPLATTCHENS

MIT DEM DIREKT VOR IHM LIEGENDEN WEGEPLATTCHEN VERGLICHEN. SIND BEIDE
MOTIVE GLEICH, DARF DAS AM ZUG BEFINDLICHE HWHN AUF DIESES WEGEPLATT-
CHEN WEITERZIEHEN. DAS JUNGHUHN I1ST S0LANGE AN DER REME, BIS ES EIN

FALSCHES HlHNERHOFPLATTCHEN UMDREHT.




NICHT WBEREIN 15T DER R i

ZuG BEENDET. JETZT I6T

PAS LINKE NACHBARHUHN

EBENFALLS 50 LANGE

AN DER REIE, BIS ES

EIN FALSCHES PLATTCHEN

WMDREHT. 90 HWPFEN DIE

HUWHNER IMMER IM HHRZEIGERGINN VON PLATTCHEN ZW PLATTCHEN.

WBERHOLEN: BEISPIEL:

S0BALD EIN HUHN EIN

ANDERES HWHN EINGEHOLT

HAT, DARF ES ZUM UBER-

HOLEN ANSETZEN. STEHT

EIN HUHN ALS0 DIREKT

HINTER EINEM ANDEREN,

DARF ES DIESES UBERSPRINGEN. DAZU MUss IM HiHNERHOF PAS MOTIV
ENTDECKT WERDEN, DAS DEM WEGPLATTCHEN VOR DEM ZU WBERHOLENDEN
HUHN ENTSPRICHT. GELINGT DIES, 15T PER WBERHOLVERSUCH ERFOLGREICH.
DEM WBERSPRUNGENEN HUHN DURFEN ALLE FEDERN AWSGERWUPFT UND DEM
EIGENEN HUHN EINGESTECKT WERDEN.

FINDET DAS HUHN NACH PEM  BEISPIEL:
WBERHOLEN NUN AUCH DAS

NACHSTE VOR IHM LIEGENDE

PLATTCHEN IM HUHNERHOF (IM

BEISPIEL DAS SPIEGELEI) DARF

ES SOFORT WEITERLAUFEN.

EIN HWHN DARF AUF EINEN
STREICH ZWEI ODER GAR DREI
HUWHNER UBERHOLEN, WENN
PIESE SICH UNMITTELBAR
HINTEREINANDER BEFINDEN.

SPIELENDE UND SIEGER:

HAT EIN HUHN ALLE IM SPIEL ‘
BEFINDLICHEN SCHWANZFEDERN BEISPIEL: DAS HUHN IM BEISPIEL

IN SEINEM BURZEL, HAT ES BEKOMMT 50GAR 3 FEDERN, WENN ES
GEWONNEN. DIE SCHNECKE FINDET.
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AN EXCITING MEMORY
GAME FOR
2~4 CHICKENS
AGED 4 AND UP

T A GAME BY
OVERVIEW: KLAUS ZOCH

TODAY THERE 15 CHAOS IN THE CHICKEN YARD! TODAY‘S PRACTICE FOR THE CHICKEN CHA CHA
OLYMPICS 15 FEATHER STEALING. EACH CHICKEN CHA CHAS TO CATCH EACH OF HIS OPPONENTS
BEFORE BEING CAUGHT HIMSELF. THEIR REWARP FOR CATCHING ANOTHER CHICKEN IS TAIL FEA-
THERS FROM THAT CHICKEN. THE FIRST CHICKEN TO HAVE ALL TAIL FEATHERS 15 THE WINNER!
BUT ONLY A CHICKEN WHO KNOWS WHAT 15 IN THE CHICKEN YARD WILL BE ABLE TO CATCH
THE OTHER CHICKENS AND WIN THE GAME. A BLIND CHICKEN WITH A LEAKY MEMORY WILL FIND
THEMSELVES STANDING BARE-RUMPED AND MEDALLESS WHEN THE PRIZES ARE PISTRIBUTED.

CONTENT: 0CTAGONAL

CHICKEN YARD TILES

24 EGG-SHAPED TILES

AZ OCTAGONAL CHICKEN
YARD TILES

4 CHICKENS: 2 HENS
AND Z ROOSTERS

4 TAIL FEATHERS

4 RULE BOOKLET

EACH PLAYER CHOOSES A

CHICKEN, PUTS A TAIL FEA- e/ TR e ]
THER IN ONE OF THE HOLES IN P SN iy P EGG=SHAPED
THE CHICKEN'S RUMP, AND PLACES IT ON TILES
ANY ONE OF THE EGG SHAPED TILES. THE PLAYERS -.
SHOWLD PLACE THEIR CHICKENS 50 THEY ARE AS EVENLY SPACED AS POSSIBLE. THUS, WITH 4
CHICKENS, THERE ARE 5 EMPTY TILES BETWEEN EACH CHICKEN.

PLAYING THE GAME:

MoVING:

PLAYERS MOVE THEIR CHICKENS IN A CLOCKWISE DIRECTION AROUND THE CIRCULAR DANCE
FLOOR. THE YOUNGEST CHICKEN STARTS. ON A PLAYER'S TURN, HE FIRST LOOKS AT THE
EGG=GHAPED TILE IN FRONT OF HIS CHICKEN. THEN HE TURNS OVER ONE OF THE CHICKEN
YARD TILES AND SHOWS IT TO ALL THE PLAYERS. |F THE PICTURE ON THE CHICKEN YARD TILE
CHOSEN 15 THE SAME AS THE PICTURE ON THE NEXT EGG=SHAPED TILE, HE CHA CHAS HIS
CHICKEN FORWARD ONTO THAT SPACE. HE THEN PLACES THE CHICKEN YARD TILE FACE POWN
BACK WHERE IT WAS. THE PLAYER CONTINUES CHA CHAING HIS CHICKEN, AS LONG AS HE CON-
TINUES TO CHOOSE THE RIGHT CHICKEN YARD TILE TO MATCH THE NEXT SPACE ON THE DANCE
FLOOR. :ll-' HE MAKES A MISTAKE, HIS CHICKEN STAYS ON THE TILE IT HAS REACHED AND THE
PLAYER'S TURN ENDS. THE PLAYER'S LEFT NEIGHBOR NOW TAKES HIS TURN IN THE SAME
WAY. N THIS

WAY, THE CHICKENS CHA CHA FROM TILE TO TILE, CLOCKWISE AROUND THE DANCE FLOOR.




ON THE RIGHT, THE YELLOW PLAYER .

FINDS THE NEST, FEATHER, AND SNAIL, EXAMPLE:

AND MOVES SUCCESSFULLY THREE

SPACES FORWARD. THEN YELLOW LOOKS

FOR THE FRIEP EGG AND CANNOT FIND

IT, ENDING HER TURN. {

THE PLAYER'S TURN DOES NOT END

AND HE CONTINWUES TO TRY TO CHA CHA

FORWARD AROUND THE DANCE FLOOR

BY FINDING. A CHICKEN YARD TILE THAT MATCHES THE EGG-SHAPED SPACE IN FRONT OF HIS
CHICKEN ON THE DANCE FLOOR. |[F A PLAYER FAILS HI5 ATTEMPT TO PASS, HIS TURN ENDS AS
NORMAL WITH NO PENALTY.

OVERTAKING ANOTHER EXAMPLE:
CHICKEN: Py

IF A PLAYER'S CHICKEN CATCHES WP

WITH ANOTHER'S CHICKEN, THE PLA)’ER

MAY ATTEMPT TO PASS THE OTHER'S

CHICKEN. TO PO 50, THE PLAYER MUST

FIND THE CHICKEN YARD TILE MATCHING

THE EGG-SHAPED TILE IN FRONT OF THE OPPONENT'S CHICKEN. IF HE SUCCEEDS, HIS CHICKEN
JUMPS IN FRONT OF THE OTHER CHICKEN AND STEALS ALL THAT CHICKEN'S TAIL FEATHERS.

THE PLAYER'S TURN DOES NOT END

AND HE CONTINUES TO TRY TO CHA  EXAMPLE:
CHA FORWARD AROUND THE DANCE T
FLOOR BY FINDING A CHICKEN YARD

TILE THAT MATCHES THE EGG-

SHAPED SPACE IN FRONT OF HIS

CHICKEN ON THE DANCE FLOOR. |F

A PLAYER FAILS HIS ATTEMPT TO

PASS, HIS TURN ENDS AS NORMAL

WITH NO PENALTY.

A CHICKEN MAY PA55 MORE THAN
ONE OTHER CHICKEN IN A JUMP

IF THEY ARE ALL STANDING IN

AN UNBROKEN LINE A5 SHOWN IN
THE EXAMPLE, WHERE THE CHICKEN
IN BACK CAN PASS BOTH OTHER
CHICKENS, IF THE PLAYER CAN FIND
THE SNAIL.

bt o

6AME END AND w,NNER: EXAMPLE: THE BLUWE CHICKEN CAN MOYE

THE FIRST CHICKEN TO COLLECT ALL THREE SPACES IF HIS PLAYER FINDS THE
THE TAIL-FEATHERS 15 THE WINNER! SNAIL IN THE CHICKEN YARD.
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UNA GARA DI MEMORIA
MOZZAFIATO
PER 2 - 4 POLLI,
DA 4 A 99 ANNI.

UN Gloco bl KLAUS ZOCH
IDEA DEL GIOCO E OBIETTIVO:

NEL POLLAIO &/ SVOLGONO LE OLIMPIADI DEI POLLI ED E 4COPPIATO IL FINIMONDO! Oaal E IN PRO-
GRAMMA LA GARA “SPENNA IL POLLO”. RUESTA DISCIPLINA PREVEDE CHE | POLLI IN GARA ORRANO
INTORNO AL POLLAIO CERCANDO 51 SUPERARS! A VICENDA. CHI RIESCE A SUPERARE L’AVVERSARIO, PUO
RUBARGLI LE PENNE DELLA CODA. CHI RIESCE A SPENNARE TUTT! GLI ALTRI CONCORRENTI, VINCE.
S80L0O CHI RICORDA BENE TUTTI | POSTI DEL POLLAIO POTRA VINCERE. UN POLLO DISTRATTO O CON
POCA MEMORIA RIMARRA SPENNATO E COL SEPERE NWDO.

0CTAGONAL
CONTENUTO: CHICKEN YARD TILES

24 TESSERE OVALI (PUE SERIE
UGUALI TRA LORO)

A2 TESSERE OTTAGONALI
(UNA SERIE WGUALE
ALLE ALTRE)

4 PoLLl (DUE GALLI E DUE
GALLINE)

4 PENNE

) - &(:-SHAPED ]
PREPARAZIONE: "y

PIAZZATE LE DODICI TESSERE OTTAGONALI, COPERTE, AL CENTRO DEL TAVOLO. DISPONETE A CASO LE
VENTIQUATTRO TESSERE OVALI A FORMARE UN CERCHIO ATTORNO ALLE ALTRE (VEDI 50TTO), E MEGLIO
EVITARE CHE DUE TESSERE WGHWALI SIANO TROPPO VICINE. OGNI GIOCATORE SCEGLIE UN POLLO ED UNA
PENNA CHE INSERISCE IN UNO DEI POSSIBILI BUCHI DELLA CODA DEL POLLO. PIAZZATE | POLLI SUL PER-
COR50 IN MODO CHE 51 TROVINO ALLA STESSA DISTANZA L'WNO DALL’ALTRO (SE S GIOCA IN RUATTRO
TRA DUE POLLI C! 5SARANNO CINGUE TESSERE VUOTE).

SVOLGIMENTO DEL GI0OCO:

| POLLI 51 MUOVONO IN SENSO ORARIO SUL PERCORSO FORMATO DALLE TESSERE OVALI.

INIZIA LA PARTITA IL POLLO P GIOVANE. |L GIOCATORE SCEGLIE UNA DELLE TESSERE OTTAGONALI E
LA CAPOVOLGE IN MODO CHE TUTT! POSSANO VEDERLA. EGLI CONFRONTA L'IMMAGINE DELLA TESSE-
RA SCELTA CON QUELLA DELLA TESSERA OVALE CHE S1 TROVA DAVANT| AL PROPRIO POLLO; SE LE PUE
IMMAGINI SONO WGUALI, IL POLLO AVANZA

SULLA TESSERA OVALE. FATTO QUESTO IL GIOCATORE CAPOVOLGE LA TESSERA

OTTAGONALE IN MOPO DA MOSTRARNE DI NUOVO IL PORSO. SE IL GIOCATORE HA SCELTO LA TESSE-
RA GIUSTA PUO CONTINUARE: PEVE SEMPRE TROVARE LA TESSERA WGWALE A &UELLA CHE IL PROPRIO
POLLO HA PAVANTI.




EsEMPIO:
NEL MOMENTO IN CUl IL @OCATORE SCEG-
LIE UNA TESSERA SBAGLIATA, IL 5U0
TURNO FINISCE E TOCCA AL GIOCATORE
ALLA SUA SINISTRA CHE GIOCHERA FINCHE
NON SCOPRE WNA TESSERA SBAGLIATA. IN
AUESTO MODO | POLLI SALTELLANO IN SEN=-
S0 ORARIO DI TESSERA IN TESSERA.

50RPASS0: EaE

APPENA UN POLLO GIUNGE ALLE SPALLE
DI UN AVVERSARIO PUO PROVARE A
SORPASSARLO (PUE POLLI NON POSSONO
MAl STARE SULLA STESSA TESSERA); IL
GIOCATORE DEVE TROVARE LA TESSERA
CORRISPONDENTE ALLA TESSERA OVA-
LE CHE &1 TROVA DAVANT! AL POLLO DA
SORPASSARE. SE RIESCE, IL GIOCATORE
STRAPPA TUTTE LE PENNE DELLA CODA
DEL POLLO S0RPASSATO E LE INSERISCE
NELLA COPA DEL PROPRIO POLLO. Dopo
UN S50RPAS50 IL GIOCATORE CONTINUA EsEMPIO:
COME DI CONSUETO FINCHE NON SBAGLIA.
UN POLLO PUO SORPASSARE DUE O TRE
POLLI CONTEMPORANEAMENTE SE TRA
&UESTI NON Cl SONO TESSERE VUOTE.

FINE DELLA PARTITA:

IL POLLO CHE CONRUISTA TUTTE LE = :
PENNE IN GIOCO VINCE LA GARA E LA ESEMPIO: SE LA GALLINA DI GIULIANA RIUSCISSE A
PARTITA. TROVARE LA LUMACA, OTTERREBBE TRE PENNE.




