OAHTIEZ

2THZIMO TOY MAIXNIAIOY

Elodyete ToV KaB£va amnod Toug 4 palpoug TpododoTeC odpalptdiwv OTO TAUTAOG, OTIWG
daiveTal oTo oXNMUaA 1, TPOKEIPMEVOU VA OTEAVETE TA PUMAAAKLIA OTO TAUTAOG. H mAeupd pe 1o
eEOYyKwua, Ba mpénel va deixvel mpog Ta enavw. Eik. 1

STEPEWOTE TOUG LTTOTIOTANOUG OTO TAUTAO, TMyaivovTag Ta «auTAakla» Tou Tpoe Exouv o’
auToUG TPOG TO TAMTAO Kal THECOVTAG TIPOG TA KATW MEXPL VA «KAEIWDWOOoUV», OTIwG daiveTal
otnv Ew. 2.

TomoBeTNOTE TA AUTOKOAANTA CUNPwWVa pe TN dwToypadia. Ewk. 3

MNa va «EeKAeIdWOoeTE» TOUCG MOTIOTANOUG, KPATHOTE THECOVTAC TNV OUPA TIPOG TA KATW Kal
Tautoxpova TpaBnETte 1o pakpU Aaluod Tpog Ta £Ew Kal TPog Ta KATW. MeTd apnoTe N
oupd. AveBokateBAoTe TO HOXAO TNG OUPAC HEPIKES dopég. Acite TNV ELK. 4.
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A. MNaTthote €dW, yla va oTteileTe
UTAAGKIA OTO TAWPTAS.

B. Mathote €dw yia va apxioel o

UTOTIO TANOG VA AVOLYOKAE(vVEL TO
oTOMA TOU.

NQz NAIZETAI TO MAIXNIAI

Kd&Be maiktng diaAéyel anod Evav rmonoTapo dladpopeTIKOU XPWHUATOG.

MolpaoTeite Ta unmaAdkla Kat TornobeTeioTe Ta 0TO «d1AdPOUO0» ToU BpiokeTal dirma otov
trmonoTapod oag. Miefovrag v MAatid erudpdavela Tou TPoPodoTn, OTEAVETE TA UMAAAKLA
OTO TAMTIAO.

MOAILG eiote €Tolpol, pwvalete: «<ETOIMOI» kal apxifete va aveBokateBdalete TNV oupd ToU
rmomnoTAPOoU 0ag, TIPOKEIPMEVOU VA «YPATIWOETE» OOA TIEPLOCOTEPA UTAAAKLA UTOPEITE.

‘Otav 1a praAdkia eEadaviotolyv anod 1o TAUm\o, KABe TaIKTNG LETPA MOCA UMAAAKLA
«QpTage».

NIKHTHZ

O naiktng pe 1a nmeplocdTEPA UNaAdkia otn BMkn Tou, elvat o vikntng!



GLUTTONUS HIPPOS
INSTRUCTIONS

GAME SET UP

Place each one of the 4 black ball launchers into the board, as shown in figure 1, in order to send
the balls to the board. The side with the bump, must show upwards. Fig. 1

Place hippos on the board, sliding the tabs towards the board and then pressing down until they
“click”, as shown in Fig. 2.

Place stickers according to the picture. Fig. 3

+ To “unlock” the hippos, hold down the tail and at the same time, pull the long neck out and
downwards. Then release the tail. Press and release the tail lever some times. Please refer to

Fig. 4.
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A. Press here, in order to send the
balls to the board.

B. Press here, in order to send the
balls to the board.

HOW TO PLAY THE GAME
Every player chooses a different color hippo.

« Share the balls and place them at the “corridor” next to your hippo. Pressing the wide surface of
the black launcher, send the balls inside the board.

+ As soon as you are ready, shout: “READY” and start pressing and releasing hippo’s tail, in order to
grab as many balls as you can.

+ When all the balls are gone, every player counts how many balls they got.

WINNER

The player having the greatest number of balls in their compartment, is the winner!



HIPOPOTAMII LACOMI
INSTRUCTIUNI

PREGATIREA JOCULUI

Introduceti fiecare dintre cele 4 lansatoare in tabla de joc, dupa cum se observa in figura 1, pentru
a trimite mingile pe tabla de joc. Partea cu o protuberanta trebuie sa arate in sus.

Plasati hipopotamii pe tabla de joc, glisand clemele catre tabla de joc si apoi apasati spre in jos
pana cand se ,blocheaza”, asa cum se observa in Fig.2 .

Lipiti autocolantele in acord cu fotografia. Fig. 3

Pentru a ,debloca” hipopotamii, tineti apasata coada si in acelasi timp trageti de gatul lung spre
afara si in jos. Eliberati apoi coada. Apasati si apoi eliberati pargia cozii de cateva ori. Observati
figura 4.
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A. Apasati aici, pentru a trimite
mingile pe tabla de joc.

B. Apasati aici pentru ca
hipopotamul sa inceapa sa

deschida si sa inchida gura.

CUM SE JOACA ACEST JOC

Fiecare jucator alege un hipopotam de o culoare diferita.

Tmpérj[ij[i mingile si plasati-le pe ,coridor” alaturi de hipopotamul vostru. Prin apasarea pe suprafata
plata a lansatorului de culoare neagra, trimiteti mingile pe tabla de joc.

In momentul in care sunteti pregitit, strigati ,GATA” si incepeti s& apasati si sa eliberati coada
hipopotamului, pentru a ,apuca” cat mai multe mingi.

Cand se termina mingile de pe tabla de joc, fiecare jucator numara sa vada cate mingi a ,apucat”.

CASTIGATOR

Jucatorul care a adunat cel mai mare numar de mingi in compartimentul sau este céstigator!



JTIAKOMU XUTMOMNMOTAMYETA
MHCTPYKLNN

CrJ1IObABAHE HA UT'PATA

+ [locTaBeTe Ha UrpanHOTO Nosie BCEKN eAnH OT 4-Te YepHU nogasaya, C KOUTO LWwe nyckaTte
TonyeTara Ha UrpanHoTo Tabno, KakTo e nokasaHo Ha ®dur. 1. CtpaHaTa ¢ nogyTuHarta, TpAbsa
Aa nokassa Harope. dwr. 1

+ [locTaBeTe Ha UrpanHOTO Mosie XMrnonoTam4yerara, KaTto nabarare ,yleHueTa“ KbM UrpanHoTo
nosne, a cnef ToBa HaTUCKaTe Hagosy, 4OKAaTo ,Cce 3aKovaT®, KakTo e nokasaHo Ha dur. 2.

+ [llocTaBeTe CTMKEpUTE, KAaKTO € NoKa3aHo Ha CHuMKaTa. dwur. 3

+ 3a pa ,oTKioYnTe” XxmnonotamyeTara, 3agpbXTe Haaony onawkara v e4HOBPeMEHHO
n3gbprnanTe HaBbH U Hagony obnarata wuA. Cnen ToBa ocBoboaeTe onawkara. HatucHete
HAKONKO NbTW N10CTa 3a onawkaTta, 3a aa ce ocsoboan. Mons, suxTe. dur. 4.
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A. HaTucHeTe Tyk, 3a Aa nycHete
TonyeTaTa Ha uUrpasiHoTo Tabno.

B. HaTucHeTe Tyk, 3a ga 3ano4vHe
XUMNOMOTaMyeTo Aa cu oTBapAa u
3aTBapA ycrara.

KAK CE UTPAE
* Bcekun nrpay nsbupa no egHo xmnornoTtamye OT pasfivyeH LBAT.

* PaspeneTe TonyeTarta un rm noctaBeTe B yne|7|quo, HaMmupauwo ce oo BaweTo xunonoTtamuye.
C HaTuckaHeTOo Ha lwinmpokKaTa NoBbpPXHOCT HA YepHMA noaaesa4y, nyckate TonyeTta Ha
nrpasaHoTo Tabno.

« KoraTto cTe rotosu, BukHeTte ,fOTOBW®, n 3anoysaTe fa MecTuTe Harope-Hafony onawkara Ha
XUNONOTaM4yeTo Cu1, 3a Aa ,XarnHete“ KOIKOTO ce MOXe noBeve Ton4yeTa.

* KoraTo HAMa noBeye TonyeTa BbpXy UrpanHoTo Tabno, BCeKU eanH urpad 6pon Koko Tonyeta
e ycnAan ga ,xanHe".

NOBEAUTEN

UrpaysT, ,xanHan“ Han-mHoro Tonyeta, e nobeguten!



