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Game One for Beginners:
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2 Leveis of Play
Ages3to7 * 2to 4 Players

Object of the Game
Betheﬁrsttogetyowpmpymovertomedoghouse.

Contents
Rover die, 4 puppy movers, iabel sheet,
8 interlocking path pieces, 2 end pieces.

s Pieaseranoved!compmmtsﬁompackdseandconmetrmtom
components ist. If any ttems are missing, please call 1-800-594-TOYS

Game Two for Advanced Players:

Color Matching

* Set up the path with the GREEN border sidle facing up.

* Each player chooses a puppy mover and places it on
the Rover piece.

* Youngest player goes first. Play continues to the left
(clockwise).

* Roll Rover on the floor. When Rover stops, see which
color 15 facing up.

* Move your puppy mover to the first space on the path
that matches this color. For exampie, If Rover lands with
his blue beanre facing up, move Your DUOPY mover to the
first biue space on the path. if there's another mover on
the first biue path, move to the next blue space. Mayers
cannot share spaces

* The last space on the path 5 & ‘ranbow’ space —
roll ANY color and you can land on this space!

You Win!

First player to reach the doghouse at the end of the game wirs!
Turn the dog prece over — you get to feed Rover!

Paw Prints & Skunks

* Set up the path with the BLUE border

side facing up.

* Game play is the same as Game One
except for 2 special types of spaces:
* f you lancl on a Paw Print space,
you get an extra turn. Rofl Rover againi




* if you land on a Skunk space. you have tc - .ove
back! Roif Rover and move back to the ciosest
space that matches the color you rolled.

You Win!

e\ \ First Player to reach the doghouse at the
‘; endofthegamewins!Twnmedog
» [} | piece over — you get to feed Rover!
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Puppy Decoration

For entertaining, educational games.
look for the Fisher-Price™ name!

I'm A Little Teapot ™
Octopus Dominoes ™
Get Better Bear ™
Scrambled Eggs ™
Tic-Tac-Tony ™
Go Fish
Oreo™ Matchin' Middles ™

Each sold separately and subject to availability.

Let'sSetUp

Attach 2 puppy labels to each plastic puppy mover, one on
each side. Label A" goes on the mover side marked ‘A';
Label "B” goes on the mover side marked "8,

Helpful Hint: For best adhesion, avoid applying the
labeis more than once.

¢ Decide which game you want to play (beginner or
advanced) and place the correct path side up. The
beginner path 1s GREEN; the advanced path is BLUE.

* Create a path by interiocking path preces. (The path
pleces are interchangeabie, S0 you can make the path
any length by using some or alf of the preces.) Begn
with the Rover piece, add path pieces, and end with
the doghouse prece face up. You can make the game
shorter by using fewer path preces.




