A VERY SNEAKY
ESCAPE AND CAPTURE GAME
FOR TWO PLAYERS

OBJECT

There are three different ways to win:
(1) Be first to get one of your good-
spirited ghosts out the door.

(2) Or be first to capture four of your
opponent’s good-spirited ghosts.

(3) Or have four of your bad-spirited
ghosts captured by your opponent.

GAME SET-UP

CONTENTS

e 1 gameboard

® 16 plastic ghost pawns that glow in
the dark

* 1 label sheet

® 1 instruction sheet

1. Peel off a colored dot from the
label sheet and attach it to the back
of one of the ghost pawns. Apply it to
the indented area, as shown in Figure
1. Label all the ghosts in the same
way, applying one dot per pawn, so
eight ghosts have yellow dots and
eight ghosts have blue dots.

2. Each player is given eight pawns —
four with blue dots and four with
yellow dots. Blue dot pawns are
good-spirited ghosts; yellow dot
pawns are bad-spirited ghosts.

3. Open up the gameboard and put it
on a flat surface between you and

FIGURE 1

your opponent so that the name
Ghosts! faces each of you.
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STRATEGY HINTS

Observing how and where an oppo-
nent’s ghost is moved might help to
reveal its identity to you. One player
may always move good-spirited
pawns aggressively; one player may
always set up pawns at the start of the
game in a similar manner; another

player may always try for the same
win situation every time. Watch
carefully, observe your opponent’s
moves and be sneaky in your own
style of play, and you could be a big
Ghosts! winner.

'YOUR GHOSTS ARE SPECIAL —
THEY GLOW IN THE DARK!

Put your ghost pawns in a well-lighted area for 15 to 20

minutes or directly under a fluorescent light for 5 to 10
minutes. Then darken the room. Just like magic, theyll

glve off a ghostly glow'




