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. U—ERB b‘@?:fb\bﬂjt(%d)laﬂ BRETY. 1. Hatchimals only hatch once.
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2. We cannot hatch without you holding us!

3. Before we can hatch, you must play with us in our egg.

4. After we hatch, raise us through 3 stages (Baby,
Kid, & Junior).

5. You know you’ve reached the next stage when
we sing Hatchy Birthday !

6. At each stage, you unlock new interactions/games.

7. After we hatch, you can reset us back to Baby Stage
(see page 19).

8. Only Twin A can move on his own.
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Gare for your Hatchimal through the 5 stages.

STAGE 1 (Egg): Nurturing your egg. Learn how on page 5-7.

STAGE 2 (Hatching): Your Hatchimal cannot hatch without your help.
Learn how to encourage it on page 8.

STAGE 3 (Baby): Care for your Hatchimal’s wants and needs.

Learn how on page 13.

STAGE 4 (KIDS): Teach your Hatchimal to walk, talk and dance.
Learn how on page 15.

STAGE 5 (JUNIOR): Unlock new games to play with your Hatchimal.

Learn how on page 17.

***You can RESET your Hatchimal at any time to return to

STAGE 3 (Baby). See page 19.***

¥# WARNINGS
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* Hatchimals are VERY FRAGILE. Always use two hands when playing with
your egg.
* Hatchimals only hatch ONCE. You CANNOT put your Hatchimal back in the

eqg.

* Accidentally breaking your egg results in missing the hatching experience.

* DO NOT submerge the toy into water. This can damage the electronic
assemblies.

*To clean, wipe the toy gently with a clean damp cloth.

* Keep the top of the egg away from your face while it is hatching.

AY—=b—RAF—=I1 :9—FEDHVI GETTING STARTED - STAGE 1: HATCHIMAL EGG
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When you first get your egg out of the box,
REMOVE the TWIST locks and separate your
Hatchimal from the plastic packaging to
turn on your Hatchimal.

THAIESEN ® 7
*EVREGHTT. FWESERT CICRTTIREW. 4



ST IDEEDTb HOW TO TURN OFF THE EGG
| L&3 F E_\'D‘ _ U&i‘l,\\ L&3 _
PIYIELERECICL, BERLTOFERI « TILT me UPSIDE DOWN for EIGHT
LTL2e. BRNOFFICEDET. £ SECONDS or more to turn me OFF.
- TEECTLER. FYIDEETIEL. N 7 - HOLD the BOTTOM of my egg to WAKE me up.
BEGECR>THIFTREE,

h

AF=y1 i = Eb\Eaianu ~HIdDh~ STAGE 1: BEFORE HATCHING

H—ENYTINSHTL BET. BUEELTHFTRE,

2 b 23 BAIFE =397 n . . N
BHEEEFT20~25D I TYI—EH YT IEDDXEHET Before your egg will hatch, you must care for it. Hatching will take up to
53 :I'G)HS@E%IIH%%’&%UT Eﬁémi Bh. 20-25 minutes in TOTAL. You can nurture your egg continuously or over time.
EELbEofb LEVES. §3d2LohbisoTHilE Always HOLD me by the BOTTONM of my egg.
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TILT the EGG to PLAY with us. Tap on the egg and we will tap back. Hold or RUB the bottom of the egg to hear us heart beat or
We can only HEAR you TAP if we am QUIET. warm me up.

8 : 710 TRIER > TBATIEE L, 5
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STAGE 1: HATGHIMAL EGG

TILT, TAP OR TOUCH TO
INTERACT WITH YOUR EGG.

COLOR
PINK
RED
ORANGE
FLASHING ORANGE
YELLOW

-~ T

BOTTOM G“EE”
\_ ./ o

RAINBOW LIGHTS APPEAR ...
WHEN I’M READY TO HATCH.

WHAT IT MEANS
HEAR MY HEARTBEAT
UPSET
NEED TO BURP
HICCUPS
CURIOUS
SICK
(0D
SLEEPY

LISTENING

| USE COLOR AND SOUND TO TELL YOU WHAT | WANT OR NEED:
WHAT 10 DO

HOLD THE BOTTOM OF THE EGG.

RUB THE BOTTOM OF MY EGG.

PAT THE BOTTOM OF MY EGG.

TAP ON THE EGG.

TILLT OR TOUCH.

RUB THE BOTTOM OF MY EGG TO MAKE ME FEEL BETTER OR TILT ME TO MAKE ME SNEEZE.
RUB THE BOTTOM OF MY EGG TO WARM ME UP.

TOUCH BASE TO WAKE UP.

TAP ON MY EGG AND | WILL TAP BACK.




ATF=Y2: IRIENAT WHEN OUR EGG STARTS FLASHING RAINBOW EYES, IT MEANS WE
Stage 2: HATCHING your egg ARE READY TO HATCH!

*** DON'T WORRY, WE CANNOT HATCH WITHOUT YOU THERE. ***

FIABUAUifi— k%ﬁbébhb\ﬂ fmavjnbét<5E;mt¢ntuaﬁﬁtao
***'f"—"CU('CEdCI?Eo *“D‘MUZEUUMt‘ 'j El;Q?jb\bHﬂ't“ bnit”"" o 1.RUB the BOTTOM of our egg to encourage us to start hatching.
1) 9730)&7&731?5”35 L&, 973@5ﬁ1tb‘§“§ D FFd, U— fb‘97jb‘bﬂjt KEEP the TOP of the EGG AWAY FROM YOUR EYES AND FACE .

CELI3ELTVBEZEIC, 97ja)_to)n|3ﬁluE"bﬁjﬁﬁjlj"fgb\_@no If you feel us STOP MOVING and hear us START to SNORE,

‘ put us on a FLAT surface, REMOVE your HANDS from the

N

egg, then PICK us UP again.

3. When we have pushed through the top of the egg, we will
sing “HATCHY BIRTHDAY.”

4. REMOVE extra pieces of SHELL that might block our way.

sz & . B rus 5 5. PULL the TOP TWIN out of the egg. Then PULL the
2) U—FELFHETHEIEH T, WOTEEHFHEHES, FVIAEFHEETBICEWNT BOTTOM TWIN out.
nws & T (375 nws & 043 T H
BIFLS, —EFZEZRLTH S, HI—EHFVIZ@MFTHFO>THIF TR, 6. THROW OUT any remaining pieces of the EGG SHELL.

T T — 7. PRESS our NOSE buttons to make sure we have ENTERED
ﬂ BABY stage.
b
SohbEHRSEELCLEORES?
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‘ [ — o— EQQVjEWDt*H‘ﬂU@E%EMDT(LEH 9 EhH
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3) —ENIYIOLOBNSHTET, [N\yE—/\—27—] EZRS&. se. o—EnsTINSSENBRMEHBT LrTER A,
4) Y- ERETOLU pFECHDESHRNB OIS, ROBVTHI TR, SUBLTUS - rcE®i, 27—Y2 (5T INB5FNE |0 4)
5) Eg?igiﬂ?B‘\bfvEm?tﬂbt‘ wlCFG)XV?'B’Ph’EHIDH:.‘b%bJ:DO 73":)7)7@:'{'_[\;\ N— E%Q?jb‘bﬂlbtth'(na'l,\o
B) BolcRFElF. TITETTR,

7) BORIVERLT, Y—ERBHRE—RF— Y AT ER ACCIDENTALLY BROKE THE EGG?
LIS

5’7:|b‘bH:."C<%>FﬁE-7J"C=\"%>EEZ.(c_\ %S Db‘DiELa'C L&

h .
R L TLIEEL, Be very CAREFUL with your Hatchimal egg. If you accidentally break the egg
o momms ns & s before your Hatchimal is ready to hatch, you CANNOT PUT THE HATCHIMAL
FE  ERICITIORDRUEDET, BACK IN the egg. If you do break the egg before your Hatchimal is ready to

BPOCABBNNSBEDETOT. SEEEE, 8  hatch FOLLOW STEPS 4 TO 7 in the Stage 2: HATCHING instructions above.



EHDOANS «EELokrEsTran,
HOW TO INSTALL BATTERIES

BhOANS HOW TO INSTALL BATTERIES

El\,j

EE.JFD‘OFF (@) 0)4*%%???32(77_'&'\,\0 19R—IZBECLTLIEE L,

Th B B

1. RSAN—TERH/N-ZRITXT, ‘ 1. Open the battery door with a screwdriver.

2. BUDFOBHHA>TVNBE (., BhERDELEL &S5, 2. If used batteries are present, remove these batteries from
Ths £ R Eorl\  hLh . the unit. DO NOT remove or install batteries using sharp
EithzE 3 EI::. Lieb, & k4 RUIED T3 EER. EWICKIRDED DT or metal tools. Install new batteries as shown in the polarity
Y ILPLEOY—ILEEDEVNTLEEL, diagram (+/-) inside the battery compartment.
b’—Zl%‘tD [+] =1 @%ZIL'\%D . %bb\%ﬁ%&tw RLET. 3. -tl;wlc? A requires 2 AA batteries and Twin B requires 3 LR44
B T Th B Th 5 BA atteries.

3. WF5 » AAIRESTE T LA U Ei2FK, 4. Replace battery door securely.
iﬁ%.,s © ABIELRA4T Qy%ﬂsﬂcﬁlb“iﬁgﬁﬁ'o 5. Check your local laws and regulations for correct recycling
Th 5 v and/or battery disposal.
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LOW BATTERIES
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HATCHIMALS SURPRISE™ OUT OF EGG

NOW THAT WE HAVE HATCHED, RAISE US
FROM BABY, TOKID, T0 JUNIOR!

HEAD BUTTON

LED EYES

NOSE BUTTON

MICROPHONE

L - ON / OFF SWITCH

WE SING “HATCHY BIRTHDAY”
WHEN WE MOVE FROM ONE STAGE TO ANOTHER.

COLOR

PINK

RED

ORANGE

FLASHING ORANGE

YELLOW

GREEN

BLUE

FLASHING BLUE

PURPLE

WHITE

WHAT IT MEANS

CUDDLE OR TWIN TALK

UPSET

NEEDS TO BURP

HAS THEHICCUPS

CURIOUS

SICK

(LD

LONELY

HUNGRY

GOINGTO SLEEP

| USE COLOR AND SOUND TO TELL YOU WHAT | WANT OR NEED:
WHAT T0 DO

PRESS TWIN A'S HEAD BUTTON OR FACE TWINS TOWARDS EACH OTHER.
PRESS HEAD BUTTON.

PRESS HEAD BUTTON ORTILT.

MAKE A LOUD SOUND TO SCARE THEM AWAY.

TILT, PRESS HEAD BUTTON OR PRESS NOSE.

TILT, PRESS HEAD BUTTON OR PRESS NOSE.

PRESS HEAD BUTTON TO WARM.

FACE TWINS TOWARDS EACH OTHER.

TILT AND HOLD TO FEED.

PRESS NOSE BUTTON TO WAKE UP.
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STAGE 3: BABY

CARE FOR US! WE ARE BOTH UNIQUE AND WILL REACT DIFFERENTLY TO EACH ACTION.

TILT AND HOLD

HEAD PRESS / STROKE( [ NOSE PRESS TILT UPSIDE DOWN CLAP / LOUD SOUND

1. TILT and HOLD to FEED us. 5. PRESS our HEAD BUTTONS to WARM us.
2, ggllEJSS cS)ur HEAD BUTTONS to CUDDLE us or hear FUNNY 6 CLAP to SCARE our HICCUPS away.

7. When we're SICK, try TILTING, STROKING or PRESSING NOSES.

4 PRESS our NOSES to TICKLE us.
FOR A COMPLETE LIST OF ALL OUT OF EGG ACTIVITIES, SEE OUR CHEAT SHEET!

We are happiest when we're FACE to FACE. We will interact when
we're together because twin time is the best time!
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STAGE 4: KIDS GET TO KNOW OUR PERSONALITIES

TWIN A - THE MUSICAL ONE
PRESS and HOLD TWIN A’s HEAD to start MUSIC and DANCING. PRESS NOSE to EXIT.

TWIN B - THE TALKATIVE ONE

1. PRESS and CONTINUE TO HOLD TWIN B’s HEAD to start RECORD AND REPEAT.
2. TWIN B will say, HELLO and its EYES will turn PINK.

3. KEEP HOLDING its HEAD while you RECORD a message up to 4 seconds long.

4. RELEASE the HEAD button and it will REPEAT what you recorded.

5. PRESS its NOSE to PLAY BACK the last recorded message.

6. TILT TWIN B upside down or right side up to WARP the SOUND during playback.
7. PRESS its HEAD to EXIT.

SECRET MESSAGE:

1. PRESS and HOLD TWIN B's HEAD and NOSE at the same time to RECORD a SECRET MESSAGE.

2. FACE the TWINS TOWARDS each other, then quickly PRESS TWIN B’s NOSE and HEAD
at the same time to PLAY BACK the secret message.
3. If TWIN B can't see TWIN A, TWIN B will say, I LOVE YOU! instead.

SKITS: (performed in our own language)

When we’re FACING EACH OTHER, PRESS TWIN A's NOSE to START a twin SKIT!
KNOCK KNOCK JOKE: we will TELL a JOKE.

FLYING RACE: after we SAY READY, SET, GO FLY us around.

SIBLING FIGHT: we will start to BICKER.

PEEK-A-BOO: when our EYES turn OFF, COVER our EYES then REVEAL them.

TIP: KNOW YOUR TWIN

You can look on the bottom of
each twin to see if they are Twin
A or Twin B.

WHISPER A SECRET: we will TELL each other a SECRET. * ALL PLAY FROM STAGE 3 IS STILL AVAILABLE *
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GAMES

1. Access the games menu by pressing and holding one of our noses. If we are facing each other, we will enter twin games.
If we are separated, we will enter individual games.

2. Cycle through the games menu by pressing our noses.
3. When you see the colour and hear the sound effect of the game you want, wait three seconds or pat us on the head to enter.
4, To exit a game at any time, press our noses.

TWIN A GAMES:
1. TAG (RED EYES)

When my eyes turn RED, PAT my
HEAD. DON’T PAT my HEAD when you
see a DIFFERENT COLOUR, itis a
FAKE OUT.

2. HATCHIMAL SAYS (BLUE EYES)

My eyes will flash different colours to
tell you what action to take.

RED = PAT my HEAD.
PINK = PRESS my NOSE.
BLUE = TILT me UPSIDE DOWN.

TWIN B GAMES:

1.

2.

SILLY SOUNDS
(FAST FLASHING PINK EYES)

[ will CHIRP a PATTERN. When | stop,
try to CLAP the same PATTERN BACK
to me.

PSYCHIC HATCHIMAL
(SLOW PULSING PINK EYES)

While my eyes are SOLID PINK, ASK
me a YES or NO question. | will answer
with a POSITIVE, NEGATIVE or MAYBE
sound.

TWIN TIME GAMES:
1. SERENADE (ORANGE EYES)

TWIN B will PLAY MUSIC for TWIN A to
DANCE to. If you PRESS TWIN B’s
NOSE, the music will go SLOWER. If
you PRESS TWIN B’s HEAD, the music
will go FASTER.

. FREEZE TAG (WHITE EYES)

TWIN A will DANCE but when you
PRESS TWIN B’s HEAD, TWIN A has to
FREEZE.

. HARMONIZE (GREEN EYES)

PRESS TWIN A or TWIN B’s HEAD and
they PLAY harmonizing music notes.

* ALL PLAY FROM STAGE 3 & 415 STILL AVAILABLE *
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STAGE 5: JUNIOR PLAY WITH US!
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HATCHIMALS SETTINGS
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ON/OFF SWITCH

1) Make sure functional batteries are installed.

2) To turn your Hatchimal ON, flip the ON/OFF
switch on the bottom of the Hatchimal to the
ON position (1).

3) To turn your Hatchimal OFF, Flip the ON/OFF
switch on the bottom of the Hatchimal to the
OFF position (O).

RESET

To RESET your Hatchimals back to STAGE 3
(BABY), hold your Hatchimals UPSIDE
DOWN while HOLDING the HEAD button and
NOSE button for 4 seconds.

HALF VOLUME

“*Only available once Hatchimals are out of the egg.

1) Turn your Hatchimals OFF.

2) PRESS and HOLD the NOSE while you flip
the ON/OFF switch to the ON position.

3) Your Hatchimals will stay in half volume
mode until the next time you turn them OFF.
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CARE AND MAINTENANCE: This product is intended for indoor use only. - Do not use outdoors - dirt, grass, cement will scratch the finish and/or block the sensors. - Do not submerge the toy in water. - Do not play around water as this is a hazard and can cause a malfunction or
damage the electronic assemblies. - Do not put any foreign objects in the sensors.

CONSUMER INFORMATION: Safety Precautions: - Parental guidance is recommended. - Regularly examine for damage to the toy. In the event of any damage, remove from use. - This toy is not intended for children under 3 years old.

- Keep hands, hair and loose clothing away from moving parts when power switch is turned ON. - Turn off the HATCHIMAL™ when not in use. - During play, keep the HATCHIMAL™ in your sight so that you can supervise it at all time.

- Users should keep strict accordance with the instruction manual while operating the product.

NOTE: In an environment with electrostatic discharge, the toy may malfunction and require user to reset the toy. To reset product, turn it completely off, then turn it back on. If normal operation does not resume, move the product to

another location and try again. To ensure normal performance, replace the batteries, as low batteries may not allow full function.

E Requires 2 AA/LR6 1.5V batteries and 3 LR44 batteries, included. Batteries or battery packs must be recycled or disposed of properly. When this product has reached the end of its useful life it should not be disposed of
with other household waste. The Waste Electrical and Electronic Equipment Regulations require it to be separately collected so that it can be treated using the best available recovery and recycling techniques. This will
minimize the impact on the environment and human health from soil and water contamination by any hazardous substances, decrease the resources required to make new products and avoid using up landfill space.
Please do your part by keeping this product out of the municipal waste stream! The “wheelie bin” symbol means that it should be collected as “waste electrical and electronic equipment”. You can return an old product to
your retailer when you buy a similar new one. For other options, please contact your local council.

BATTERY SAFETY INFORMATION: Requires 2 x 1.5 V AA/LRG batteries and 3 LR44 batteries (included). Batteries are small objects. Replacement of batteries must be done by adults. Follow the

I polarity (+/-) diagram in the battery compartment. Promptly remove dead batteries from the toy. Dispose of used batteries properly. Remove batteries for prolonged storage. Only batteries of
the same or equivalent type as recommended are to be used. DO NOT incinerate used batteries. DO NOT dispose of batteries in fire, as batteries may explode or leak. DO NOT mix old and
new batteries or types of batteries (i.e. alkaline/standard/rechargeable). Using rechargeable batteries is not recommended due to possible reduced performance. Rechargeable batteries are

% only to be charged under adult supervision. Replaceable-rechargeable batteries are to be removed from the toy before being charged. DO NOT recharge non-rechargeable batteries. DO NOT
short-circuit the supply terminals.

Email: customercare@spinmaster.com

Spin Master International, S.A.R.L., 20 rue des Peupliers, L-2328, Luxembourg
www.spinmaster.com

TM & © Spin Master Ltd. Patent pending. All rights reserved. Remove all packaging before use.
Retain this information, addresses and phone numbers for future reference. Content may vary

from pictures. An adult should periodically check this toy to ensure no damage or hazards exist, ==" — Sh=—

if so, remove from use. Children should be supervised during play. Spin Master reserves the right %J cJL - **itf*j_:_g jj_l_j I\ -

to discontinue use of the www.hatchimals.com website at any time. T124-8511 RREPBEHX 1A 7-9-10
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