three cases, (a. b, ¢) the plager who landed in the mess, may shuffle ang chicken
rdn cards that he turned over before he turns them back face down. Tt is
possible that a plager may finish his turn with more than 5 cards in his hand as
aresdlf of landing in the mess.

Game end:

The game ends as soon as aplayer discards his
last animal cards. That plager is the winner.
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Who's that rooting in the chicken mess?

For 2-6 little chickens from 5 years by Frank Nestel
Even the chickens are laughing about it. Not only are they trdaining for the
chicken olympics, but dll the other animals have got involved. Now gou have
martens training with the mad march hares, and the fox has got so involved in
the ,annoying hedgehogs” discipline, that he's even given up chasing the geese.
It's no wonder then, that our favourite chickens have found anew game for
themselves.

Contents:

%5 animal cards (3 x 15 animal types)

19 chicken ran cards (15 animal tgpes.
2 each chicken poo and shovel)
These rales

Preparation:

Shuffle the 19 chicken run cards and spread them across the table face down.
Shuffle the 45 cnimal cards and deal them oat equally to the plagers. With 2 or
3 players, each receives 15 animal cards.

With ¥ plagers, each gets 11 cards, with 5, 9 cards, and with 6 players, each
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gets 7 cards. Return any left-over cards to the box. Each plager places his
cards in a face down stack in front of himself, without looking at them, Then
each picks dp the first five cards from his stack.

Aim of game:
The first plager to get rid of all his cards wins.

The game.

The players choose a starting plager. BY GOLLY s plaged
in clockwise order. The plager whose furn it is places an
animal card from his hand face ap in front of himself, and
then turns over one of the chicken run cards.

If the two cards do not match each other, the plager
must take the animal card back into his hand and turn the
chicken run card back face down. The next plager now takes his tarn.

If the two cards do match however, the plager places his matching animal
card to one side and continues with his tarn. The chicken run card that he
turned over remains face up. He contindes in this wag dntil he turns over fwo
cards that do not match or he runs out of cards in his hand.

Lucky duck: if the player has more than one copy of a card in his hand, he may
discard all these cards when he manages to turn over the matching chicken
rdn card,

Any chicken ran cards that he has turned over, remain face up antil the end
of his turn, when they are dll turned back face down and the plager draws
sufficient cards from the stack in front of himself to take his hand back up to

5 cards (if possible).

Chicken mess and shovel:

When grabbing things from a chicken run, aplager can grab a claw
full of chicken pool Two of the chicken run cards show a pile of chi-
cken mess. When a plager turns over one of these, he needs to find
ashovel quickly, so that he can bury it immediately! When a plager
turns over one of these chicken poo cards, he must immediately
turn over a second chicken ran card

There are three possible results:

a. Still lacky: if the plager finds a shovel, he picks up the cnimal card
that he plaged. and his turn is over. He has avoided landing in the mess.
b. A bit anlucky: if the plager tarns over an animal card, he is in the mess. In

this case he must draw a total of two cards from aplager or plagers of his
choice and place the animal cards in his own hand. He also takes back the
animal card he plaged, and his turn is over.

c. Really anlucky: cireally unlucky chicken is one that draws the second chicken
poo card, He has to draw a totdl of from cards from a plager or plagers of
his choice and place them in his own hand. He also takes back the animal card
he played and his tarniis over. Alittle bonus for those who fallin the mess: in all
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