AN EXCITING MEMORY
GAME FOR
2~4 CHICKENS
AGED 4 AND UP

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 THEIR
OPPONENTS BEFORE BEING CAUGHT THEMSELF. THEIR REWARD FOR CATCHING ANOTHER
CHICKEN 15 TAIL FEATHERS FROM THAT CHICKEN. THE FIRST CHICKEN TO HAVE ALL TAIL
FEATHERS 15 THE WINNER! BUT ONLY A CHICKEN WHO KNOWS WHAT I8 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.

OCTAGONAL

CONTENT: ‘ CHICKEN YARD TILES

24 EGG-SHAPED TILES

A7 OCTAGONAL CHICKEN
YARD TILES
CHICKENS: 2 HENS
AND Z ROOSTERS
TAIL FEATHERS
RULE BOOKLET

EACH PLAYER CHOOSES A

CHICKEN, PUTS A TAIL FEATHER

IN ONE OF THE HOLES IN THE

CHICKEN’S RUMP, AND PLACES IT ON ANY
ONE OF THE EGG SHAPED TILES. THE PLAYERS SHOULD PLACE THEIR CHICKENS $0 THEY
ARE AS EVENLY SPACED AS POSSIBLE. THUS, WITH 4 CHICKENS, THERE ARE § 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, THE PLAYER FIRST LOOKS
AT THE EGG-SHAPED TILE IN FRONT OF THEIR CHICKEN. THEN THE PLAYER TURNS OVER ONE
OF THE CHICKEN YARD TILES AND SHOWS IT TO ALL THE PLAYERS. |F THE PICTURE ON THE
CHICKEN YARD TILE CHOSEN |5 THE SAME AS THE PICTURE ON THE NEXT EGG-SHAPED TILE,
THE PLAYER CHA CHAS THEIR CHICKEN FORWARD ONTO THAT SPACE. THE PLAYER THEN PLACES
THE CHICKEN YARD TILE FACE POWN BACK WHERE IT WAS. THE PLAYER CONTINWES CHA CHAING
THEIR CHICKEN, AS LONG AS THEY CONTINUE TO CHOOSE THE RIGHT CHICKEN YARD TILE

TO MATCH THE NEXT SPACE ON THE DANCE FLOOR. IF THE PLAYER MAKES A MISTAKE, THE
CHICKEN STAYS ON THE TILE IT HAS REACHED AND THE PLAYER'S TURN ENDS. THE PLAYER'S
LEFT NEIGHBOR NOW TAKES THEIR TURN IN THE SAME WAY. [N THIS WAY, THE CHICKENS CHA
CHA FROM TILE TO TILE, CLOCKWISE AROUND THE DANCE FLOOR.

 EGG-SHAPED
TILES
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ON THE RIGHT, GAIL, THE YELLOW )
PLAYER FINDS THE NEST, FEATHER, EXAMPLE:
AND SNAIL, AND MOVES SUCCESSFULLY

THREE SPACES FORWARD. THEN GAIL

LOOKS FOR THE FRIED EGG AND

CANNOT FIND IT, ENDING HER TWRN.

OVERTAKING ANOTHER
CHICKEN:

IF A PLAYER’ 6 CHICKEN CATCHES up

WITH ANOTHER'S CHICKEN, THE PLAYER

MAY ATTEMPT TO PASS THE OTHER'S EXAMPLE:
CHICKEN. TO DO 50, THE PLAYER MUST

FIND THE CHICKEN YARD TILE MATCHING

THE EGG-SHAPED TILE IN FRONT OF

THE OPPONENT’S CHICKEN. IF THE

PLAYER SUCCEEDPS, THEIR CHICKEN

JUMPS IN FRONT OF THE OTHER

CHICKEN AND STEALS ALL THAT CHICKEN’S TAIL FEATHERS.

THE PLAYER’S TURN DOES NOT END

AND THE PLAYER CONTINUES TO TRY  EXAMPLE:
TO CHA CHA FORWARD AROUND THE —
DANCE FLOOR BY FINDING A CHICKEN

YARD TILE THAT MATCHES THE EGG-

SHAPED SPACE IN FRONT OF THEIR

CHICKEN ON THE DANCE FLOOR. [F

A PLAYER FAILS THEIR ATTEMPT TO

PASS, THEIR TURN ENDS AS NORMAL

WITH NO PENALTY.

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

IF THEY ARE ALL STANDING IN

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

GAME END AND WINNER: M»A;XAMPLE: THE BLUE CHICKEN CAN MOVg

THE FIRST CHICKEN TO COLLECT ALL THREE SPACES IF BRAD, HIS PLAYER, FINDS
THE TAIL-FEATHERS 15 THE WINNER! THE SNAIL IN THE CHICKEN YARD.
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