hosen
the Holograms to a Battle of the Bands. The
olograms are trying to collect alf their records

e Misfits is for the Holograms to splitup and each

‘Hologram will make it to the Battle of the Bands
“-Airst with the records she heeds to win?
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- “Pieces, 24 record tokens, 1 {abel sheet
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{z -TGollect at least 2 record tokens before you reach

““snumber you need to win. Y

E - ‘the Battle of the Bands Space. Then spin the
Play the game with or without the cassette:

N

asty Misfits are challenging Jem and |

nd bring them to the battle. But the Misfits are -

ocking them at every tum. The onlywayto outwit : -+ title. Place the piles on the gameboard spaces that

Ary to get’as many records as possible. Which -

.': 1 cassette tape 1gameboard, 1 plasictufntable
“&spinner, 24 Jem cards, 4 plastic bases, 4 playing -

"8 Bhuffle the Jerh cards and deal sach player2

- cards. Place the remaining cards next tathe game.

~board. * , : L
4. Separate the record tokens into piles by song
match the song titlg printed on them.

=%\ 5.1 you're playing the game with the cas-
= sette tape: put the tape into your cassette
‘player with side A ready to play. i doesn't have
“to start at the beginning. IR

: jﬁ!.?bunge&playerstansmegameandplaycomi
ues to-the left of the starting player.
‘2.ON A TURN: Spin the tumtable spinnerand do
-the foliowing for whatever you sPin. Yourtumisthen
-Over. ‘ :
*IF YOU SPIN A NUMBER: Move your play-
ing piace on the path the full number of spaces

== Watch for special rules on cassetie play in ~shown on the spinner.
] these instructions. Side A is used duringthe game. *IF YOU SPIN JEM: Draw a Jem card from the
’ ~Bide B is just for listening fun and not used - deck and add it to your hand.
{.  -dyring game play. Why not play side Bwhile you're . -On either of the two actions above you meay play one
: setting up the game-or any otherﬁme,j&'_ﬁpfiun! . TOr more Jem cards. {See Ruie 5 *Pigying Jom cerds”™
- T . GAM : is and forked in
1. Foliow th‘e Assembly lns;ructmns tr.asde the box -many places. When you spin a numbet, court out
Tover.  +- -, SRR - your playing piece's movement before you actually
2. Each player takes a playing pieceand places  ~nove your piece. You can travel in any directiog
**1t on the Start Space. 2 but you cannot double back during your move. i
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Eayo cometoabrk,youha\(etoChooseMpath " %paee.Youcandothiéintwéwa&s—enherbyplay. 1
-You wish to take before you moye yourpiece.  dng the cassstte or not playing the cassette: . &

&

ooslngapath:The_pa: yo&chbosedabends ; 3\ i you are playing the game with thecas-
Mon the game paoesyouhﬂlenoourmrwhenyoy' 1o sette: Piay the cassette and Move an oppo- * §
' ece: =~ - BRI R '-nertbtheﬂecordSpaceonmebowm

' aR! %esongplayad.WhennbmdmaReomd

\ - "Space. Instead, she must move off the space then 3
MSP:‘-’G“’"W "Ppassorlandonthespaoeagainfooouedmebken. :
Pass one of these sp You can Player when you hear the g
onlyooﬂectonebkenfrmaadmile, pavse after the song is
&ven {f you pass that Record Space

i !hanonceduring the game. Y
‘a‘-ﬂ‘PizmSpaws::fyoulandmorpass S : 6

) ‘anzzazzSpaoe,)oumustplayadern"w'f.?;myouamnotplaymgme'game ‘
AR card. if you don't haveacardorifyoq_ ~~mith the cassette: Send an oppo-§
'don'twishbplayoneamis&ne,you - ent to the Record Space pri

Saal C2nnot choose the path that makes ~parenthesis on the card.
. g wulandonorpassaPizmzzSpaoe " 6 BATTLEOF TH
"Counta ReoordSpaoeandéﬂtzazzSpaceasme

Fspaoe when you move your playing piece o

{ 3 LANDING ON ANOTHER pLAYING PIECE: If g)md'fn *g:i“: Bff',f Ogh; gaggge Sg:i ?wsg:']"‘gigg 3
ot o &.8pace ocoupied by S oother playing -aTegular iﬁ,’,’,_w& go not have to land on this ~ :§
-Piece, go tp the next open space on the pathin -aregular i . :
o dirsction you were moving. Nofe- Twoormore  —Spaceby exact count. Once on the space,.you B -
:Playing pieces can be on the Battle of the Bands . .fmust spin the spinner and-lry to win .
fopace at the same time, L -7 SpimningtoWin: . A
}5 PLAYING JEM CaRDS. You camplay one or -**Spin the spinner R
:_' Of€ cards at any time duning your turn. Each card ;Md, the nuhrrare:s égu' SP'I nltomenumberof[aoord
shs nons.Youchoosewhichoptionyouwam You
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