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-Game rules & gﬁﬁ

Contents: 1 game board with a revolving carousel, 17 "child” playing pieces, 10 "pompom”

tokens and 2 dice.

How the game works: The children love the carousel but, most of all, they dream of cat-
ching the pompom. One by one, each of the children will be seated on a ride. When it is their

turn to play, each player rolls the

2 dice and chooses one of the two numbers rolled to rotate

the carousel, trying to land their own children in front of the pompom square.

Aim of the game: Catch t

Set-up: Position the board in t
ting the carousel is properly a

ne most pompom.

he centre of the players. Make sure that the wheel represen-
ligned with the segments containing the rides.

Position the "pompom” tokens in a pile next to the "pompom” square on the board. Place

the 2 dice next to them.

Each player picks a number of "child” playing pieces, which must share the same back-
ground colour. In a 4-player game, each player takes 3 playing pieces. In a 3-player game,
each player takes 4 playing pieces. In a 2-player game, each player takes 5 playing pieces.

All of the playing pieces are shuffled, "child” side face down, and then lined up in a queue
leading to the "entrance” to the carousel. The playing pieces are then turned over, "child”

side face up.

Segment
with 1 ride
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with 2 rides

Segment

"Pompom”
square

The wheel is correctly The wheel is not correctly
positioned: The segment  positioned: The segment
containing the swan ride is  containing the swan ride is
well-centred over the not well-centred over

orange segment. the orange segment.



- Regulile jocului @ g’ﬁ\%

Continut: tabla de joc cu carusel rotativ, 17 piese de joc ,copil”, 10 jetoane pompon si 2 zaruri.
Cum functioneaza jocul: Copiii indragesc caruselul, dar, mai ales, viseaza sa prinda pomponul. Rand pe rand,
fiecare dintre copii va fi plimbat in carusel. Cand ii vine randul sa joace, fiecare jucator arunca cele 2 zaruri si
alege unul dintre cele doua numere aruncate pentru a roti caruselul, incercand sa-si aterizeze copiii in fata
patratului cu pompon.

Scopul jocului: Prinde cel mai mare pompon.

Configurare: Pozitionati tabla in centrul jucatorilor. Asigurati-va ca roata carusel este aliniata cu segmentele care
contin cursele.

Pozitionati jetoanele ,pompom” intr-o gramada langa patratul ,pompom” de pe tabla. Puneti cele 2 zaruri langa
ele.

Fiecare jucator alege un numar de piese de joc ,copil’, care trebuie sa aiba aceeasi culoare de fundal.

Intr-un joc cu 4 jucatori, fiecare jucator ia 3 piese de joc. Intr-un joc cu 3 jucatori, fiecare jucator ia 4 piese de joc.
Intr-un joc cu 2 jucatori, fiecare jucdtor ia 5 piese de joc.

Toate piesele de joc sunt amestecate, cu partea ,copil” cu fata in jos, si apoi aliniate intr-o coada

care duce la ,intrarea” in carusel. Piesele de joc sunt apoi intoarse, cu partea "copil” in sus.

Segment Segment
cu 1 cursa cu 2 curse

Patratul
"Pompon”

Roata este pozitionata Roata nu este pozitionata
corect: Segmentul care corect: Segmentul care
contine plimbarea lebedei  contine plimbarea lebedei nu
este bine centrat peste este bine centrat peste
segmentul portocaliu. segmentul portocaliu.
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How to play:
The player with the closest birthday starts, followed by the other players in turn in clockwise

order.
When it is their turn, the player carries out the following actions, in this order:

1/ Seat children on the carousel
- If there is 1 open space on the segment next to the entrance, the player seats the 1st
child in the queue on the carousel.
- If there are 2 open spaces in that segment, they seat the first 2 figures in the queue on

the carousel. The first child in the queue iIs seated at the back of the segment.

000009020

Then, all the playing pieces in the queue move forward towards the entrance.
2/ Rotate the carousel

The player rolls the 2 dice and then rotates the carousel. The carousel turns in a clockwise
direction. The player chooses the number on one of the 2 dice and rotates the carousel by
the same number of spaces.

Starting position: The player has rolled a 2 and a 3 with
the dice.
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Cum se joaca:

Jucatorul cu cea mai apropiata zi de nastere incepe, urmat de ceilalti jucatori, pe rand, in sensul

acelor de ceasornic. Cand este randul sau, jucatorul efectueaza urmatoarele actiuni, in aceasta
ordine:

1 Urcati copiii in carusel
- Daca exista un loc liber pe segmentul de langa intrare, jucatorul urca primul
copil din coada in carusel.
- Daca exista 2 spatii libere pe segmentul respectiv, jucatorul urca primii 2 copii din
coada in carusel. Primul copil din coada este asezat in partea din spate a segmentului.
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Apoi, toate piesele de joc din coada se indreapta spre intrare.

2 Rotiti caruselul
Jucatorul arunca cele 2 zaruri si apoi roteste caruselul. Caruselul se roteste in sensul acelor

de ceasornic. Jucatorul alege numarul de pe unul dintre cele 2 zaruri si roteste caruselul
acelasi numar de spatii.

Pozitia de pornire: Jucatorul a aruncat un 2 si un 3 cu zarurile.
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The player uses the 2 and rotates the carou-
sel by 2 spaces.
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The player uses the 3 and rotates the carou-
sel by 3 spaces.

After the carousel has rotated the players check if they have won a "pompom” token and if

any children need to get off the carousel.

Getting off the carousel

- If 1 child has landed next to the exit, they must get off
the carousel and join the end of the queue to be resea-
ted on the carousel.

- If 2 children have landed next to the exit, they must
both get off the carousel and join the end of the queue
to be re-seated on the carousel. The child that is closest
to the outer edge of the carousel must get off first.
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Jucatorul foloseste 2 si roteste Jucatorul foloseste 3 si roteste
caruselul cu 2 spatii. caruselul cu 3 spatii.

Dupa ce caruselul s-a rotit, jucatorii verifica daca au castigat un jeton ,pompom” si daca
trebuie sa coboare cineva din carusel.

Coborarea din carusel

- Daca un copil a aterizat langa iesire, trebuie sa coboare
din carusel si sa se alature la capatul cozii pentru a urca
din nou in carusel.

- Daca langa iesire au aterizat 2 copii, trebuie sa coboare
amandoi din carusel si sa se puna la capatul cozii pentru a
reurca in carusel. Copilul care este cel mai apropiat de
marginea exterioara a caruselului trebuie sa coboare mai intai.




Winning a pompom

- If 1 child has landed next to the "pompom” square, the
player to whom that child belongs wins a "pompom"”
token.

- If 2 children have landed next to the "pompom” square
(the segment they are in must contain 2 rides), the
players to whom those children belong play a round

of rock paper scissors. The winner is awarded a "pom-
pom" token.

The player with the blue playing pieces has won rock paper scis-
sors. That player wins a "pompom” token.

- If the round of rock paper scissors results in a tie, the players play again until there is a
winner.

- If the 2 children in the segment belong to the same player, there is no need to play rock
paper scissors. The player in question wins a "pompom” token. |

The player who has won a pompom takes a token and places it in front of themself.

End of the game: The game ends when a player wins the last "pompom” token.
The player that has the most tokens wins the game.



Castigarea unui pompon

- Daca un copil a aterizat langa careul ,pompom”,
jucatorul cdruia 1i apartine acel copil castiga un jeton
,pompom”.

- Daca 2 copii au aterizat langa patratul ,pompom”
(segmentul in care se afla trebuie sa contina 2 curse),
jucatorii carora le apartin acei copii joaca o runda de
piatra-foarfeca-hartie. Castigatorul primeste un
jeton,,pom- pom”.

Jucatorul cu piesele de joc albastre a castigat jocul de piatra-hartie-
foarfeca. Jucatorul respectiv castiga un jeton ,pompom?”.

- Daca runda de piatra-hartie-foarfeca rezulta in egalitate, jucatorii joaca din nou pana

cand exista un castigator.
- Daca cei 2 copii din segment apartin aceluiasi jucator, nu este nevoie sa jucati.

Jucatorul in cauza castiga un jeton ,pompom”.
Jucatorul care a castigat un pompon ia un jeton si il pune in fata Lui.

Sfarsitul jocului: Jocul se termind cand un jucator castiga ultimul jeton ,pompom?”.
Jucatorul care are cele mai multe jetoane castiga jocul.
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