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nce upon a time, there

was a hare that boasted

that he ran faster than

any animal in the for-

est. One spring morn-
ing, the proud hare had come
out of his nest and was eating
fresh grass.

As it was eating, 1t saw a
Little further away a tortoise
slowly passing by.

It found the tortoise walking

so funny that the hare start-

ed mocking 1t for being slower
than snatils.

The tortoise stopped, turned to the hare and said:
- How about we run a race to see who’s the fastest
of the two?

That’'s 1t/

The hare fell down and started laughing.

But seeing that the turtle remained serious, the
hare understood that the tortoise did not tell this
as a joke, so it accepted the challenge.

Being the most suitable, the fox defined the point
where they would start, the route and the end point.




he race was set for the next morning and indeed,
the two contestants as well as many forest animals
were at the starting point early in the morning.
The fox gave the signal and the race started.

Without Llosing time, the turtle began to walk, slowly of
course but persistently and non-stop, and had already cov-

ered the first few centimetres of the route.
Seeing the pace of the tortoise, and feeling sleepy as it

was very early in the morning, the hare thought to take
a nap, and when it would wake up 1t would run as he only

can, and 1t would definitely finish first.

So, the turtle continued to walk and walk persistent-
Ly without giving up, and covering more and more of the

route. But the hare slept deeply!




uch time passed and at some point, the hare woke
up. “Time for a Llittle run, to get the winner’s
prize” 1t thought arrogantly and set off.

But the hare was very surprised i1t could not see the tur-
tle anywhere. For a moment i1t thought that the turtle gave
up on the fight since 1t had certainly lost it anyway.

But do you know exactly when the hare went crazy?

When it reached the finish point, the hare saw the turtle
waiting for 1t chewing a leaf and having a triumphant ex-
pression on its face.

So, the tortoise beat the hare at the race, not of course
because 1t ran faster than the hare, but because it re-
mained focused on its purpose and did not show arrogance
Like the hare. ..






