There’s no such thing as a friendly

OBJECT

To be the first player o earn 5 points. {f that scunds easy,
its not. in this dog-eat-dog, rough-and-tumble gome,
every poinl you earn is well-deserved])

EQUIPMENT

a game board « a bag with: 2 dice; 4 playing pleces,
each a different color; a spinner, with pole; 25 yeliow chips
ond 5 blue chips « o pack of 20 cards —8 DOUBLE-CROSS
Cards and 12 ZAPt Cards » a perforated sheet with

20 numbered cards

SET UP

.— Each player takes 2 DOUBLE-CROSS Cards and 3 ZAPI
Cards. Piace your cards face-up in front of you.

N Arrange the chips in two separate piles—one yellow,
one blue - next to the board. These two piles form
the bank

“w Insert the spinner pole so the rough end appears on
the numbered side of the spinner. Be sure 1o slide
In the pole untit it will go no further.

A Carefully remove all the numbered cards from the
perorated sheel. Then plle them—blue side up and
according to number - next fo the board.

M Each player chooses a piaying piece and places it
onto START

0 Each player 1olis the dice. Whoever (0lis the highest
number goes first; play then proceeds, In turn, to the
first players left.

PLAYING

Before you play, please read all the way through the
followlng rules.

To start your tuin, roli the dice and move your playing
plece the number of spaces that you roll. Move In the
direction of the arrow at START

What you do next depends on the space where you land.
To become tamiliar with the different spaces, be sure o
ook them over as you read about them.

Landing on a Space
As you can see, the board Is divided into three different
areas: EASY STREET BIG TROUBLE and LAST CHANCE.

~ Wilhin each areq, the spaces have thelr own landing
requirements.
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1 EASY STREEY

Orange spaces. Whenever you land on an orange
space, spin the spinner. The number you spin is the num-
ber of chips that you win. (The yellow chips are worth *1*
each; the blue chips—included for your convenience —
are worth "5” each) After collecting your chips, end your
turn by passing the dice to your lefi.

THE CHIPS ARE DOWN. As soon as you reach this space,
you must stop moving —even if you don't land here by
an exacl roll of ihe dice.

You must then "commit” to the number of chips you
think you'll have left by the time you reach THE MOMENT
OF TRUTH. Take a card that shows that number and place
itin front of you, blue side up, thus ending your turn.

To earn points, you'll have to reach THE MOMENT OF
TRUTH with ot least as many chips as the number on your
card. Therefore be cautious in the number of chips you
commit fo. The chances are very good that you'll lose ot
teast half your chips while moving through 8IG TROUBLE.

2 BIG TROUBLE

Whenever you land in this areq, roll once —with both
dice—to try o maich the number you've landed on.
If you do maich the number, go directly to SO FAR,

SO GOOD and end your turn. If you don't match the
number, stay where you are and end your tuin by
paving whatever penally Is required. The penaities for
not rolling your number: ) if your number is purple,

-m.c_:w:l@o:_.u_o.rm_uosx.g_zoc.::valm
gold, return one-half your chips to the bank There

s no penalty il you land on THE BREAKS and fail to

rollan 8.

Remember. This rule applies only fo landing on a BIG
TROUBLE space. If you start your furn on one of these
spaces, simply roll the dice and move ahead the number
of spaces that you roll.

3 LAST CHANCE

Numbered spaces. Whenever you land on one of these
spaces, you have a cholce: a) o end your turn right away;
or b) to gambie with one or two of your chips. if you want
fo gamble, first return to 1he bank the number of chips
shown on your space. Then spln the spinner. If you're lucky,
you'll win more chips than you rsked. But whether you're
lucky or not, your turn ends.

BONUS spaces. Whenever you land on one of these
spaces, take one chip from the bank and end your turn.

THE MOMENT OF TRUTH

As soon as you reach this space. you must stop moving—

even if you don't land here by an exact roll of the dice.

Then counl your chips.

a) if you have as many chips as the blue number on
your card, you earn 1 point for each of your chips.

To iake your points, simply turn over your card. Then re-
turn fo the bank 1 chip tor each point you Just earned.
You may keep any chips that are left over.

b) If you have fewer chips than the blue number on your
card, you dont earn any polints. You must, instead,
relurn your card to its plie. You may keep whatever
chips you have.

In either case, move your pkaying plece o START and end

your turn.

Playing a Card

The cards hold the key to this game's sirategy. There are

only two kinds of cards -- DOUBLE-CROSS and ZAP1. As you'll

see, each card Is appropriately named.

DOUBLE-CROSS Cards. Al any fime during the game you
may play o DOUBLE-CROSS Card against an opponent
who Is spinning. By doing this, you try 1o win extra chips.
Simply turn in @ DOUBLE-CROSS Card before the spinner
stops spinning. Then fake every chip thal your opponent
would have won.

However: Before the spinner stops, other players may ploy
a DOUBLE-CRQOSS Card on fop of the one that you've
played. if this happens, the one o win the chips is the last
one !o play a DOUBLE-CROSS Card. If you want o —and If
you can do it before the spinner stops--you may then
play your second DOUBLE-CROSS Card on top of an
opponents. The player who Is spinning may not play a
DOUBLE-CROSS Card.

ZAP! Cards. Instead of rolling to start your furn, you

may play a ZAPI Card against an opponent. By doing
this, you try 1o send that opponent back o THE BREAKS,
thus slowing his of her progress. Simply turn in a ZAPI Card
ot the start of your furn and challenge an opponent. You
and the challenged opponent then roll1dle each.

a) If you roll the higher numbet, your opponent must go
direcily to THE BREAKS and Immediately try, with both
dice, to roll an 8.1f your opponent does not roll an 8, he
or she stays af THE BREAKS, until his or her next regular
turn. If your opponent does roll an 8, he or she goes
directly fo SO FAR, SO GOOD. In elther case, you do

not move.

game of Ruffhouse!

b} if you roll the lower number, nelther you nor your
opponent moves anywhere.

¢} If you both roll the same number, roll again.

Whether or not you win the challenge, you may then,

if you wish, play one or both of your remaining ZAPI Cor

You may re-challenge an opponent who goes 1o SO FA

SO GOOD:; or you may challenge a different opponent

In the same way. As soon as you run out of ZAPI Cards or

declde nof to play another one, your lurn ends.

Each DOUBLE-CROSS and ZAPi Card may be used

only once duing the game. After using one, you must

WINNING

The winner is the flrst player who manages—by hook
or by crook—tfo earn 5 points.

SPECIAL NOTES

Penallies. g) If you mus! give up half your chips, but have
an odd number, keep the extra. b} If you must give up ha
your chips, but have only one, keep If.

ZAPi Cards. ) You may play a ZAP! Card only against

an opponent who has already committed o chips at
THE CHIPS ARE DOWN. b) As soon as you play a ZAP| Cart
you forfelt your chance o move on that turn.

Numbered Cards. Sometimes—especially later in the
game—a numbered card you need won't be avallable
If this happens, just add some other numbered cards to
gether. Exarnple: Lef's say you want o commit to four chi;
at THE CHIPS ARE DOWN, but discover that both "4" card:
have already been used. Take two "2 cards instead, or
a™onda™d.

The Splnner. After playing, you'l find it easler to store the
garme if you disassemble the spinner.

We wilt be happy o answer questions about this game
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