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enfoncés car cliqués

Hide and SeekTM

(Conventional version with playing cards)

Caneton

Duckling

Game Rules

Cœur de pomme

Apple core

Collect as a many 
cards as possible 
by finding images 
hidden on the game 
boards. 

Before playing the game
Shuffle the cards and lay the deck face down 
on the table. Decide whether the players will 
try to find images on the same game board or 
each play with their own game board.  

Playing the game
A player turns over the top card of the deck 
for everyone to see. Then all the players 
try to locate the card’s image on the game 
board. The first player to spot it tells the other  
players. If the player is right, he or she gets to 
keep the card. If not, all the players try again 
to find the image. Players must pay close  
attention, because the image found must be 
completely identical to the one on the card.  
The player who spots the image keeps the 
card and turns over another card. The player 
with the most cards wins.

Note: All the images on the cards are found 
on each game board. 

Aim of the game

3. Friendly Challenge
This game contains 28 additional images to 
be found. 

Aim of the game:
To be the first (or as a group) to find an image 
identical to the image displayed onscreen on 
the game board.  The player or team that 
finds the most images wins. 

Playing the game
After looking at the image displayed onscreen, the players must find the identical image on 
their game board. The first to find the image on the game board chosen informs the other  
players and shows them the image. If the image matches the sound heard, the player notes 
his/her score and all the players prepare to view the next image.  If the image does not  
correspond, the players continue their search for it.  If the players fail to find the image within 
the allotted time, they simply move on to the next image on the DVD. The plays continue 
the game until all the sounds have been heard. Then they tally up their scores to determine  
who wins. 

 • A chime is heard each time a new image is displayed.
• Images can be displayed more rapidly by clicking the arrow  

under the image.

4. Bonus 
Discover the “Les œufs” song taken from 
the CD La ferme de Foin-Foin en chansons.

Note: To stop the song and return to the menu, 
press the “Menu” button on your remote. 

Have fun!

The Friendly FarmTM
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A completely new way to play Hide and Seek! The DVD features 
three games: Sounds, Sounds and Images and the Friendly 
Challenge. Children must listen to sounds from the Friendly 
Farmer’s world and try to find the images corresponding to the 
sounds heard on their game board.

 Notes
• The Sounds, Sounds and Images and Friendly Challenge games 

may be played individually or cooperatively.
• In the cooperative version, players work together to find the most 

images corresponding to the sounds heard. They play on the same 
game board and try to improve their results from one game to  
the next.

 • When the children play individually, they must note on paper the 
number of images found. The player who finds the most images 
wins the game. 

• Sounds and images are sequenced randomly, so each game is  
different from the one before.  

• Once the game has begun, the sounds and images sequences 
run from start to finish. A game cannot be stopped temporarily.  
However, players 

         can click

• It is completely normal not to find all the images during a game. 
The important thing is to have fun and improve from one game to 
the next. 

• All the images corresponding to sounds are found on all the game 
boards. 

• To be accepted, an image must be located within 25 seconds, the 
time allotted on the DVD.

• Press the “Title” button anytime on your remote to return to the 
Français/English menu.

• An answer key is available at:  
www.gladius.ca/en/Challenges

Before playing the game: The children must decide whether to try 
to find images on the same game board or each play with their own 
game board.  Insert the DVD in the player and click on the game of 
your choice (Sounds, Sounds and Images, Friendly Challenge).

Note: We recommend beginning with the Sounds and Images game 
before playing the Sounds game.

Hide and SeekTMAudio 
(with DVD) 1. Sounds

Aim of the game:
To be the first (or as 
a group) to find the 
animals or objects 
corresponding to the 
sounds heard on a 
game board. 
 

There are 30 sounds/images to listen to and 
look at and as many images to find on a 
game board. Each sound is repeated 3 or 4 
times, after which a new sound will be heard  
accompanied by a new image.

In this version of the game, the image to 
find may be identical or completely dif-
ferent from the one on display onscreen.
For example, the “tick-tock” sound may cor-
respond to a wristwatch, clock, pocket watch,  
grandfather clock or so on. 

The images may differ from one game board 
to the next. However, there is only one image 
to find on each game board. The important 
thing is to find the object or animal that 
makes the sound. 

Playing the game
After listening to a sound and looking at the 
suggested image, the players must find 
and identify on their game board the image  
corresponding to the sound and name the  
image in question. The first to find image on 
the game board chosen informs the other  
players and shows them the image. If the  
image matches the sound heard, the player  
notes his/her score and all the players  
prepare to listen to the next sound/image. If the  
image does not correspond to the sound heard, 
the players continue their search for it. If the  
players fail to find the image within the  
allotted time, they simply listen to the next 
sound/image on the DVD. The players  
continue the game until all the sounds have 
been heard. Then they tally up their scores to 
determine who wins. 
 

to start a 
new game

or to return to the 
menu. 

enfoncés car cliqués enfoncés car cliqués

There are 30 sounds to listen to and as many 
images to find. Each sound is repeated 3 or 
4 times within a 25-second period. There is a 
short delay, and then another sound is heard.  
Three music notes will appear successively  
onscreen indicating the amount of time 
elapsed. When the three notes are visible,  
another sound is on the way. 

Playing the game
After listening to a sound, the players must 
find and identify on the game board the  
image corresponding to the sound and name the  
image in question. The first to succeed informs 
the other players and shows them the image. If 
the image matches the sound heard, the player 

notes his/her score and all the players prepare 
to listen to the next sound.  If the image does 
not correspond to the sound heard, the players 
continue their search for it.  If the players fail 
to find the image within the allotted time, they 
simply listen to the next sound played on the 
DVD. The players continue the game until all 
the sounds have been heard. Then they tally 
up their scores to determine who wins. 
 
It is possible that several images will  
correspond to the sound heard. However, only 
one will stand out and is easily identifiable, 
thanks to the pencil marks indicating that the 
animal or object in question makes a sound. 

2. Sounds    
    and 
    Images
Aim of the game: 
To be the first (or as 
a group) to find the 
animals or objects 
corresponding to the 
sounds heard on the 
game board. 


