-OONTENTS Gameboard TP
- plastic stand:

board platfonn Assemble splnner as shown ln Fgure 1

Unele ‘Scrooge ‘and his nephews are

- after atropicalisland treasure. Big Time .~
", Beagle; Maglca D& Spelland Flintheart -
3 Glomgold are after’them/ Can they -

7_6 Each player spms the splnner The player who spln(
hrghest goes flrst Play contlnues to the left"" .

ba es from the card~

1 FIGURE 1.

N SPINNER

By
T

2. Carefully punch out the 7 playlng pleces Fold each one on’
the fold fine, tuck In the flap, then fit it info a’stand. Use- black
-stands for the 3-‘Bad Giy" playing pieces: Magica De Spell,
Flintheart and Big Time Beagle. Use colored stands for Uncle
:Scrooge, Huey, Dewey and Louue (each has a matchlng -colored -
stand) e .

- - o BN S

-Scrooge; Huey, Dewey-o
and place it: on the Start'Arrow All players dothe
i of 1

4P P

Spaces (thelr matchng gameboard cxrcles) NOTE: Nr
player “owns” the Bad Guys; Different; players will movr
them cn certaln turns -

5. Caretully punch out the 4 Treasure tokens and 8Wllc
Cards. Stack one token for each playeron the gameboarr
Treasure Space Deal 2 Wild Cards faceupto each | player

Place any extra tokens and Wld Cards out of the game

- Onyourturn, spinthe splnnerand move your pl |ng plece
,.‘the number of path spaces shown on the's nner..

- olf the spmner arrow pomts to 1 5 or 6 yourturn ls over
: after you move your. playmg plece : :

s off the splnner arrow pomts to 2 3 or 4, move the Bad
Guy plctured on that spinner: space the same number-of
- path spaces that you moved your playmg piece. Your turn
" s over. Always move your playlng plece before movrng a
BadGuy R S

MOVING YOUR PLAYlNG PlECE

..At first, players should move their playlng pleces toward
* the Treasure Space, to collect théir tokens (see COLLECT-
i lNGATBEASURETOKEN) After collectlnga token, each player
- makes a dash for the FlNlSH Spacel Move your playmg

piece as foliows: .

' jf:{i; *You canmove in any dlrectlon along the path——but never
“* move onto the same space twice on one turn

v * Your may pass other players playmg preces as you move,
_If you end your move on a space occupied by another
- player’s playing piece, move your playlng plece to the next

open space. : :

- Ifyouland on or pass a Bad Guy, you get capturedl See
CAPT! UFllNG ' : .

T




- playing pleces can share a Hiding Space i o
.~ “Onyour next turn, spin as usual then take elther of the s

Usually. you ll want o move a Bad Guy'toward an oppo-

» To mo. aBad Guy onto.the path from its Hldmg Spac
take elther of the 2 paths the arrows, pornt to' :

R A Bad Guy can. pass another Bad Guy as'it moves lf a

ad Guy. lt must move to the next open space

:‘tures the playlng plece' See CAPTURlNG;beIo

. :.;Playmg pieces and Bad Guys may both use any log or.

“<on the other side. Do not count the log or brldge as a‘ﬂ

-..space FgureQShowsan example O I I

nent s playrng plece to capture |t—'oraway fromyour own.
18 ( - d

" Bad Guy ends its move ona space occupled by anothe '

if aBad Guy Iands on or passes a playlng plece it cap-"»

L bridge as a ‘shorteut: To use a shortcut, move from the P
' spaceon one side of the logor bridgeidirectly to the space::

: S.Now move your chosen.-Bad Guy the same number of spaceS';,g_
i If the spinner arrow points to a different Bad Guy dont move" o

' CROSS THIS SHORTCUT LOG AS SHOWN. :

S lt—move only the Bad Guy you' chose to’ move..

; _You can never have more than two Wid Cards Macedown Wlld T

- -*.Card can t be used agaln—unless you land on or pass a Wlld Card ‘V
T 'Space' , . o

" . FIGURE 2. ON A SPIN OF 3, YOU GOULD - - |

" CAPTURING- . R SRR
A Bad Guy can capture a playmg plece in 2 ways

~ toths capturing Bad Guy's Hiding Space. Any number of

- 12 paths the arrows polnt to. .

«" R -_

' THE SAFE AREA
- - The five green spaces near the FiNISH
© .'Space are Safe Spaces. Bad Guys

1), When aBad Guy lands on or passes a playing piece. »b i arent allowed on Safe Spaces—so -

! -, .2) When aplayingr piece lands on or passes aBad Guy ‘_'
L If your playing piece gets captured move it lmmedlately B

 HOWTO ! Jthl

: ";' Be first to reach the FinisH Space (not -

'_--caplured' .

o COLLECTING A TREASURE TOKEN
o “You mast collect*aTreasure tol<en be;
the~ FlNlSH Space- Colle

lf your playlng plece gets captured on the Treasure . Space colle
your token before movmg to the Bad Guy s Hidini

lLD CARDS AND WlLD CARD SPACES.-
Wnld Cards: These cardsletyou move any Bad Gu
you chqQose on your turn, no matler what YOU spi

. Use a Wlld Card as fol]ows

.:'_1. At the beglnmng ot your turn announcethat yo usmgaWnl

Card, ‘and flip the card facedown Then announce whiéh Bad Gu
: you re gomg to move

':Wlld Card Spaces‘ Whenever you1and on or pass “e ‘.
. aWild Card Space, flip-one of your facedowrrWIId
Cards faceup You may use thrs card agalnl

once youreach this area, you can t be

- -

- necessarily by exact count) with a

Treaqure token and you winthe game' .
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