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For 2, 3 or 4 Players

OBJECT:
The object of this game is to score the most points.

PREPARATION:

To assemble the Mouseketeer Club House, push out the four sides and
the roof from the die-cut sheets. Each side of the house has a number
on the tab at the top. Fit side 2 into the notches of side 1 and slide until
they lock. Then attach side 3 in the same manner to side 2. Slip side 4
into the notches of sides 1 and 3. The roof has the number 1 on one side.
Put on the roof of the house so that the number 1 is on top of side 1. Push
the discs out of the die-cut sheet, mix them up and place them face down
on the roof on the circled spaces.

Each player takes one peg and places it in the place marked “Start”
on his side of the house. The player spinning the highest number goes first.

PLAY:

The first player spins and moves his piece up the number of spaces
indicated. He may move his piece up either track. All other players
follow in turn in a clockwise direction. Each player must use only one
side of the house. When a player’s peg reaches Mickey Mouse he stops
and spins again. If he spins one of the numbers shown under Mickey
Mouse he takes a disc from the top of the roof and returns his peg to the
starting position and his turn ends. On his next turn he proceeds again
up the path to Mickey Mouse. A player does not have to reach Mickey
Mouse by exact count. If he does not spin one of the numbers under
Mickey Mouse he stays there and his turn ends. On his next turn he may
try again to spin one of the numbers to receive a disc.

WINNING THE GAME:

After the last disc has been removed from the roof the game ends. The
players count the scores on the discs they have won. The player with the
highest score wins the game. The winner of the game then stands up and
does what it says on the discs he has won. If he does them all correctly,
he goes first in the next game. If he misses one stunt, he goes last in the
next game,
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Questions on this game will be answered gladly if proper return postage
is enclosed.
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