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—] - 6-5i0ED SCRAMBALL vl 5>
R -+ 18 WRISTBANPS (3 OF EACH COLOR)
UP THE SCRAM-
LILE ey BALL. ALLTHE ! oo (O —
— ] 7 BE THE FIRST PLAYER WITH OTHER PLAYERS & (««[.‘? e
JE—— & WRISTBANDS. GATHER AROUNE? Klg &‘ ‘?Q
| IE(21a g s < \ /TWR —
——  SCRAMBALL (5 PLAYED OUTDCORS .
— N A LARGE voRp 0RO anvraving  LIAAZ L DS T ()28 —~—
— FIELD. BOUNDARIES ARE DETER- THE CHOSEN PLAYER TOESES THE %
MINED BY THE PLAYERS. SCRAMBALL UP INTO THE AIR. WHEN Ny
— /AR Ra(GoyLTY s THE BALL LANDS AND STORS ROLLING, |
S : ° ALL PLAYERS sHOULD LOCK TD SEE IF
- COLDOR AND PUTS ON ALL 3 MATCHING Wy 7 A, 15 FeciNG U \
_—1 7 COLOR BANDS, 7245 RENYMS THE .’l "L L ON THE BALL. %
/ msﬁes CAUOR THIROUSHOUT E P
T o 2 ] e [
M V] A s - WRETBANPS | X
' 6 5 3 eh| MATCH THE \
\‘ * PLAVERS, PLACE il /I P coron ren o \
';"ﬁ ‘(@| ANY UNUSED ? K | THEN THE SAVE
2 & l(ll | S oo \d PLAER ToSSES \
= T1D L) | OUT OF PLAY. 2 Vs 2 THE BALL INTO \
2R, L1100 emsﬁ VHLESSES THEARAGAN. \
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IF YOUR COLOR MATTHES THE COLOR
TOSSBED ON THE BALL, THEN YOU BECOME.
THE KAMWMER? ALL THE OTHER
PLAYERS BECOME THE SGRAMUERS
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ANP SHOULD IMVED)-
ATELY RUN AWAY
FROA THE BALL. AS
THE S¢AMMER, YOU
MUST QUICKLY PICK
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ANP REMAIN IN LACE.
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AS THE SLAMMER, YOU MAY THEN

TAKE 3 STEFS (2 9TEFS ROROLPER

PLAYERS ) TOWARD ANY PLAYER

AND TRY TO HIT THAT PLAYER WITH

THE BALL. (Do NOT THROW THE BALL

AT A PLAYER'S FACE, ) THE PLAYER

YOU HOPE TO HIT SHOULD DOE7AER

ONE OF THE FOLLOWING::

- BEND AND TWIST TO AVOID BEING HIT
BY THE AaLL; (OR

- TRY TO GA7EH THE BALL.

IN EITHER CASE, THAT PLAYER MUST
S7AY IV ALACE WITH ONE ROT ON
THE GROUND AT ALL TIMES.
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UP THE BALL AND YELL

L7357 « U777
IF YOU HIT A PLAY-
ER WITH THE BALL,
THE "HIT"PLAYER
MUST GIVE LIP A
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WRISTBAND 722 ;’%
e/, PLACE THE / Z
CAPTURED WRIST-

BAND ON YOUR /
WRIST.
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IF YOU MIES A PLAYER WITH THE BALL, OR
A PLAYER CATCHES THE BALL You THREW,
THEN THAT PLAYER GETS TO TAKE A
WRISTBAND AR v/,

AOT7E = EVEN IF YOU RUN CUT OF WRIST-
BANDS, REMEMBER YOUR ORIGINAL
COLOR. You may CONTINUE TO PLaY,
TRYING TO EARN WRISTBANDS.

7# & VA0 conrmues:

THE PLAYER WHO GAVE P THE WRIST-
BAND NOW TAKES THE SCRAMBALL AND
WAITS FOR EVERYONE TO GATHER
AROUND. THAT PLAYER THEN THROWS
THE BALL UP IN THE AIR. GAMEPLAY
CONTINUES AS DESCRIBED ABOVE.
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IF YOU'RE THE FIRST PLAYER WITH 6
WRISTBANDS ( INCLUDING ANY OF
YOUR OWN ), YoU WIN THE Game.”
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