Inserting the Batteries

I. Press and turn
the red button
counterclock-
wise, then lift it
off. Laosen the 3
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serews and lift k\’_ & | Cover
off the battery
cover. See
Figuure 1
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2. Insert three "AAA" size batteries into the battery
compartment. See Figure 2.
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3. Replace the battery cover, then tighten the
screws, Toreplace the red button, lineup the arrow
inside the button (shown in Figure 1) with the arrow
on the battery cover. Then press the button down
and turm it clockwise,

Test the batteries: Press and release the yellow and
green buttons totum the game on. See Figure 3.
You'll hear a guitar riff and "re you ready?” |f you
daon't, the batleries may be weak or improperly
installed. Aote: The game shuts off automatically
(see the box on this page).

Instructions

Ages 8 and Up - 2 or More Players

Contentsa Tatally Twister game unit

IMPORTANT! Press anly the yellow and green

buttons! |f you press a wrong button or a third
bution, the game won't respond.

E é ~g B““““ Figure 3: Press the yellow

and green buttons
together,
then release
them to tumn
the game on.

CAUTION:

= A with all small batteries, the batteries used
with this game should be kept away from
small children wha still put things in their
mouths. If they are swallowed, promptly ses a
doctor and have the doctor phone (202) 625-
2333 collect,

* Make sure the batteries are inserted cbrmml}r
and follow the toy and battery manufacturers’
instructions.

« Do not mix old and new batteries or alkaling,
standard (carbon-zinc) or rechargeable

“{nickel-cadmium) batteries.

Automatic Shutoff

If novbuttons are pressed jor about 6o seconds,
Totally Twister will say, "See Yar* and the game
will shut off automatically.

Cetb Ready!

Totally Twister is a stocking foot game, so get thoze
shoes off before you play! Now, isn't that mare
comfortable?

Turn on the game: Press and release the yellow
and green buttons. Totalfy Twister will say, "re
yeu ready? and ask which game you want to play.

The 3 games:

s Pass It: Press the red and blue buttons.

« Megatwist: Press the yellow and green buttons,
+ Turbo Pass: Press the purple and orange buttons.



Play!

The 3 games are described below. Don't miss
the cool Game Play examples on page 4!

PASS IT

z of More Players

ob;m Score as h|gh as pesnble by quickly pass-

to prauevml Players get
On!y a [ew seconds tc- camplew each pass!

1. Gatherin a groupwith the game in the center.
Decide whowill go first, second, and so0 on. Then
select a skill level as directed, to determine the
time allowed between passes.

The 3 skill levels:

* Tame allows 1o seconds between passes.

* Tough allows 6 seconds between passes,

» Twisted allows 4 seconds between passes.

Body Parts and
Ifs, Ands & Bufts!

"Press what on green???" Totally fuwister
knows 8 body paris: head, shoulder, elbow,
hand, butt (ves, butt), hip, knee and foot. You
can press & butlon with any portion of a body
part: for example, if the part is head, you can
press the button with your chin, forehead,
cheek, or any ather head 5urface
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Tatally Twister also knows the human h(}ﬂf 5
limitations. You'll never be asked, forexam-
ple, to press one button with your head and
anather with your butt!
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Pressing: Press and hold 2 button
(o1 buttons) as close tothe center as you can,
and hard enough ta hear the guitar riff.

Passing: In Pass It or Turbo Pass, players
always press oppasite buttons, Make sure the
next player has pressed both buttons before

15, Al { uita
vou release yours. Always wai m_-_t‘ﬁd guitar
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riff before yoll release a button.

“Wanna play again?” You'll hear this after
every game. To play again, press red and blue,
To switch toa different game, press any other 2
Opposite buttons,

Can you conquer the cube? To beat Totally
Tiister, make it to 35 commands in any game,
Wow! You are totally awesome!
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Speeding up: Peviodically the game will "speed
up,” allowing less and less time for each pass. The
Tame level becomes Tough, then Twisted! Even
players who began at the Tuiisted level will soon be
allowed only 3 seconds to pass!

2.The game begins! Totally Twister will call out
commands for each player, in turn.

On your turn, guickly press and fold ene button
with a body part, and the opposite button with
another body part. For example, if the command is
“Hand, purple: knee, orange, ™ press and hold the
purple button with either hand, and the orange
button with either knee. See the box on this page
for basic pressing and passing rules.

3. Getting buzzed: tither of the fallowing will set
off the buzzer and end the game:

= Fumbling: & player releases a button before
the next player has pressed both buttons. 0f
—eourserthisincludes dropping the gamel

+ Running out of time: Time runs out before a
pass is completed.

4 Ending the game: The game ends when the
buzzer sounds. Totaliy Twister will annaunce the
number of completed passes. Can you beat that
score?

MECATWIST

307 4 Players

 Object: Score as high as possible by {ollowing

the commands. This is net a passing game:
each player holds a butten until ancther player
is told to hold it. o all or most of the game
gets covered up!

1. Gather in a group with the game in the center,
select a skill level as directed, to determine the
number of body parts to be called out.

The 3 skill levels:

=Tame calls out hand, elbow, khee and foot.

,...-‘rough includes Tame callouts plus head and Aip.

sTwisted includes Tough callouts plus shoulder
and buit (all 8 body parts).

As the game cantinues, players at the Tame or
Fough level will notice that more body parts are
added as the levels automatically increase!

2. Now select a 3-player or 4-player game as
divected. Decide who will be Player 1, Player 2, and
500,



3. The game begins! fotally Twister will call put
commands for each player, in turn. {On the first
turn, Flayers 1 and z press opposite buttons.) on
your turn, press one color button withithe called-
out body part.

Eventually, players will cover all & buttons.,
(Exception: a 3-player game uses only 5 buttons.)

When Totally Tuister ealls out buttons thatare e

being pressed, the player pressing the button
must release it so the next player can press (¢,

4. Getting Buzzed: f a wrong button is pressed,
or if a wrong button is veleazed, the buzzer will
sound and the game will end.

5. Ending the Game: The game ends when the
buzzer sounds. Totally Twister will anmounce the
number of completed commands. Play again! Can
you el a new record?

TURBO PASS

2 or More Players

Object: Complete as many passes as possible
within the 2=minute fime limnit.

r. Gather in a group with the game in the center.
Decide who will go first, second, and so on. How
select a skill level as direcied, to determine the
number of body parts to be called out.

The 3 skill levels:

* Tame calls cut hand, elbow, fnee and foot,

* Tough includes Tame callouts plus .";-m;i aru:i-n.-p.

* Twisted includes fough callouts, plus shoulder
and butt {all 8 body parts).

2. The game begins! As Totelly Twister calls out
commands, pass the game from player to player as
in the Pass it game, Note: Unlike Pass ft, there's no
time limit for each pass, so the play shouldn’t be
so frantic. Be fast, but pass carefully so you can
miake it to the final buzzer!

3. Either of the following will set the buzzer off:
* Furnbling: See Pass It, page z.

« Running out of time: The z-minute timer
runs qut. This final buzzer ends the game,

4. Ending the game: The game ends when

the buzzer sounds. Tofally Twister will announce
the number of completed passes. Can you beat
that score?
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Position Yourself
for Success!

Totally Twister is all about teamwaork.
S0 make yourself and vour teammates
as comfortable as you can! These
pointers may helg:

When pressing a butten with your hand,
elbow, shoulder, hip, knee or food,
fermember that you can use either ane,

O your turn, you can tilt, turn, twist,
raise of lower the game to your
advantage. Just do it slowly and gently,
keeping your teammates in mind. Alsp,
try to "set up” for the next player by
making the buttons accessible,

Do what you can to avoid extreme
pretzel positions!

FCC STATEMENT

This equiprnent generates, uses, and can radiate radia fre-
quency energy and, if not used in accordance with the
instructions, may cause harmful interference to jelevisian ar
radi receplion. I has been tested and found 1o comply with
the lirmits for a Class B digital device, pursuant ta Fart 15 of the
FCC Rules. These limits are designed 1o provide reasocmakhle
pratection against harmful interference in a residential insial-
lation. However, there it no guarantee that interference will
not Gocurin & particular installation, 1 this game does cause
navmful interference to raclo or televsion receplion, whick

._can he defermined by tumitg the equinment off and on, the

wier is encowraged to iy to correct the interference by one or
mare of the following measures:
* Reovilent or relocate the receiving antennae.

* Increase the separation between the equipment and
the receiver,

* Comnect the equigment inta an ouilet or circuit different
[rom that o which the receiver is connectad

= Consult the dealer or an experienced radicdTV technician
for help

warning: Changes or modifications to this unit not expressly
approved by the party responsible for compliance eould vaid
the user's autharity to operate the equipment,

Milton Bradley Company, P.O. Box 1247,
East Lengmeadow, MA 01023

@997 Milton Bradley Company. all Rights Reserved,

.5, Patent Pending. 48i5-1
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Tr'o%:ﬁ}mf‘;w« Came Plag Examples

b wl Here are some tps for positioning your bedy and the game,

tomake Fatally Twister totally fun!

Pass It or Turbo Pass

Command: Command: Command:
“Hand red, kree blue.* “Hip purple, efbow orange.”  “Knee green, foot yelfow.”

I

Player i decides to press red A5 Plaver | passes the game, & towgh command! Player 3 . . .then kneels to a mare camfy
and blue with his left hand and Player 2 turns it Lo press purple  fuims the game 1o press yellow  position!
right knee, while standing, and crange, and green. . .

He coulkd have started in the e

sitting pesition.)

Megatwist (4-player game)

Command: Command: Command;
“Player &2 Hard, green. “Player 3: Knee, blwe ™ "Player 4: Head, red.”
Flayer 2: Butt yellow.”

In Megatewist, the first 2 players are Flayer i, presses her head to red. Players
always commanded to press 2 opposite case down so everyane Is comfertable,
buttans.

Command: Command: Command:

“Player i Showlder, orange,” “Player 2: Hand, purple,” “Player 2: Elbow, green.”

Player 1 (in back] scrunches down to All 6 buttons are covered up! On future Player 1 1akes his hand off green so Blayer
press srange with his shoulder, while turng, Tetaily Fwister will call out 3 can press it with her elbaw.
keeping his hand on green. covered buttons.



