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ASSEMBLE THE SPINNERS 
yjJ16 Twister Hoopla rings (4 red, 4 blue, 4 yellow Carefully ren~ove the spinner and base P ~ W ~ S  

and 4 green) 4 red Twister T's 2 spinner from the plastic frames. If needed use an emery 
' boards 2 arrows with bases board or sandpaper to remove the excess plastjc 

from the spinner and base pieces. Discard the 

SHOULD I WEAR MY SHOES? 
Depending on the game and the size of your 
foot, you may want to play some games with 
your shoes off. Test it out both ways! 

frames after removing the pieces. 
Assemble the spinners by pushing the bases up 

through the holes in the spinner boards, then 
snapping the arrows down onto the bases. See 
the illustration below. 

SHOULD l PLAY INDOORS 
OR OUTDOORS? 
Depending on the game, the weather, and how 
loud your friends are, you may want to play 
outdoors instead of indoors. ri 
TWISTER OOPLA HOOPLA BONUS 
If you purchase another Twister Hoopla Game Rip the spinner over 
(sold separately), you can play these games with for text explanations 
twice the players! on each move. 

1 If 
, 

I Don't worry - 
it's easier than 

it looks! 
Twister Hoopla has 2 spinne 
One spinner is used for the 
Partner Race, Single Race, 
and Glue games. The other 
pinner is used for the Scatt 

. ~ s s  and Tangle games. 

Each spinner has two sections. 1 
Only use the section for the 

! game you're playing. 
! 

- - - - - - - - - - - - - - - -  ,$ We will be happy to hear your questions or comments about this game. US consumers please wrfte to: Hasbro Games, Consumer 
Affalrs Dept., RO. Box 200, Pawtucket, Ri 02862. Tel: 888-836-7025 (toll free). Canadian consumers please write to: Hasbro Canada 

- lCorporation, 2350 de la Province, Longueuil, QC Canada, J4G 1G2. European consumers please 
write to: Hasbm UK Ltd., Hasbro Consumer Affalrs, P.O. BOX 43, Caswell Way, Newport, Wales. 
NP19 4YD, or telephone our helpline on 00 800 2242 7276. I 
HOOPLA Is a trademark of Craruum, inc. 02009 Cranium, Inc. All Rights Reserved. O 2009 Hasbro, 
Pawtucket, RI 02862. AH Rlghts Resewed. TM & QD denote U.S. Trademarks. 
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y e  - , - \ 
4 players 
(2 teams of 2) 

Object 
Here's a craw twist on an old game of catch.. . try to 

\y catch with Y k r  hands AND f a  The object of this game 
is to collect 4 rings by successfully catching them. A 

II( T z a d y  Catchers? h e  of you should spin the spinner and call out 

I what was spun (ex: "Left Foot, Green!"). 
2. Quick,Throwersl Grab a colored ring, with either hand and toss it 

to your teammate. Catchers: try to catch the ring with the correct 
hand or foot. (When catching a ring, let it fall onto your arm or foot 
as shown to the right.) 

3. The team that catches a ring first keeps it to keep track of 
sure you how manv vou catch. The other team throws their ring back 

am looking at the and doesiliget to keep It. 
ScatterIToss section 
on the spinner 4. Reneat s p s  1-3 until one team has 4 rinas 

JUST IN 4 

-up1 b play this game, set up as 
hown in the picture 1 below. 

1. Pair up into 2 teams of 2 - one player on 
each team is a Thrower, the other is a 
Catcher. The Throwers stand about 6 feet 
apart from the Catchers. 

2. Put the Twister T's in the box. 
You don't need them in this game. 

3. Spread the 16 colored rings on the floor, 
in any order, near the throwers. 

4. Place the spinner near the Catchers. - 



Single Players 
2-4 players 4 Object 

Now, let's see how  ell you do without a 
sidekick. The object is to be the first player to 
win 3 races. Dan7 forget to do a victory dance 
if you win! 

4. Place the TWISTER RACE SPINNER 
within reach of all players. 

Winning 
The first ~plyer to collect 3 rings wins. 

partner 'la"" 
4 players 
(i teams of 2 

Object 
There's no "I" in team, but there is a T... pick 
your partner and race to the T! The object is 
to collect 4 rings by winning 4 races. 

what was spun. 
2. Emh Zeam immediately places the correct 

~Ol~red fig betW88n thefn and hunies 
toward the finish line. 

3. Wgr&sJ team to cross the finish ling wins the 
race and keeps that ring to remember that 
theykvm. If your team drops the ring your w"H' 'wPau 5-m is out of h i s  race. (8etter luek next race!) 

4.. I%@atsteps 1-3 until one team collects P a W - c . 6 . d k "  , 4rlngsm* Wins- 
onthe&r#)r 

JUST IN CASE....OTHER THINGS YOU MlGm WANT TO KNOW 
If both teams drop their rings on the way to tho finish line, mtwn the rings arrd spin again. 
If yw spin a cdor where there rre less rings than number of teams, move quickly to get 
to a ring first If you don't gel a ring -you're out for this race. 
If you spin a color and all of the rings of that color have already been collected, Jpin again. 

To play this game, set up a :&l) shown in the picture below 

rW IlnWl 

? ? 

T T 

1. Pair up into 2 teams of 2. 
2. Determine a starting line & a finish 

line. Each team takes one Twister T 
and places it on the finish line. 

3. Place all 16 dolored rings on the floor 
within reach of all players. 

4. Place the TWISTER RACE SPINNER 
within reach of each team. 

+ 7 

' 2  Winning 
:. ,' The first team to collect 4 rings wins. 



Playa 
1. The youngest player goes first. Pkym take twm 

fmm youngest to oldest. 
2. The referee spins for all players and c& out wf-& 
was spun. For example, the rrtkree &Is autr "Rwt 
hand, red." The player whose turn B is mu& try ~EI 
Follow the direct'im as explained b&w- I 

Scatter!. + a referee 

0 
The object is to be the last Qne teft in the game. 

1: Place the Twister T's in the box. 
You don't need them in this game. 

I 2. Randomly scatter the rings around 
the plavers on the floor. The rings 
should all stay flat and remain that 
way throughout the game. 

3..P!ayers stand around the rings in 
a circle. 

4. Choose an extra person to be the 
rftferee and give them the spinner. 
During the game, the referee will 
spin the spinner, call out the moves, 
and monitor the game play. The 
referee is not considered a playe 

-, 3. The referee picks a free ring of the d1-d d m .  
The player must try to place fhe called-out body pad 

- - - J : ~ ~ ~ ~ ~ ~  mthatring.Ywcetntm&mypartdtheriilg. 
rafgmelook8*ffig 4 . ~ p l a y e r w h o M l s o r k , ~ W R o a r w ~ a n e ~  
Scaffwf18%C Schi or knee kimwdiately out of the game. (If you fsd that 
on the^ a new pi t i in  is impossW, or will cause you to!&%!, 
.(m-h-I. y,,forf&.J 

5. piay &nus  until there is o w  ome player M.-- 
' 

- ., 
Them can nevq be mare tban me hand or foot on any one ring. - 
NM remoy? yow hand or foot fmm a ring hbs you're di~ec,tedto by the - ' r d - & ~ g ) p l n & c a p t l m . Y o u m e y k i f i a h a n d o r f m t ~ ~ ~ h a n d  - 
or foot t9.m by, as. l q j  as you announce it to th;e referee ~~, and - 
r6pIace it qn kdng i m m  aft-. *. 
1 f q 4 ~ ~ , ~ ~ d ~ ~ , ~ ~ e r e e ~ a g a i n u n t i l a ~ &  -. 

To play this game, set up as 
shown in the picture below. 

b 

Get tangled up and twisted up, but keep your head 
straight! Don't be the first player to let go of a ring 

1. Each player takes one ring of each 
color. Each player places a ring on 
each arm and a ring above each foot. 
It doesn't matter which color ring you 
put where. 

2. Stand one an's length from each 
player, creating a circle. 

3. Each player places a T on their head. 
(SEE FIGURE A.) 

4. Designate an extra person as the 
referee and give them the spinner. 
The referee is not considered a player. 
During the game, the referee will spin 
the spinner, call out the moves, and 
monitor the game play. 

KtheTsIickseasilyin your 
best balancing1 Your hair hair (common for people with 
(or lack of) may help or t h i  or wrly hair) - and you'd 
hinder you during gameplay. like to inaease the challenge, 

turn the T upside down. 

Pkyl 
l . T h e ~ e e s p i n s t h e ~ a i u d d l s d ' ~ w a % f  

left hand.) 
i sm.@wlkacdara37d&her tWdghtWn~ . -* 

2. All playem do ths action af the smw the. 
the r e r h  Galls aut " R i  Hand, Red*" AU 
u s e t h e ' ~ ~ h ; m d t o g r a b h r e d F i n g ~ Z i s a n ~  ' - 
player to their right. If the r & m  e a u t  *Lstt HanQ 4 
B W  - 8H pfalcersrnmt w W w M W t o  grab the 
b t u e r h g t h a t i s m t h e ~ ~ t ~ l e f t .  . - 

3. Hang on b yaw ring mtti the wfere4eYls you ta m w  'j 

Winn~ng 
You win if you are still in the game 
when one player is eliminated. 


