. CHITTY CHITTY-BANG BANG
A geme for 2. 3 or 4 pleyere
Chitty Chitty Beng Beng - the fobulous cer with mrgic push buttons
cen chenge from = rosd cer. to = hover. to e flying cer in the proceegs

of pleying #nd winning thise feet-moving geme.

Pleyere control one easch of the THREE tyvpes of cerc. bringing them
over lsnd. ocern and mounteine for s erfe finieh t» win the grme.,

The pictures below will explein the three chenges thet teke plece
in the Chitty Chitty Beng Beng cer.

ROAD CAR

ROAD cere START the grme treveling
on the egprces eround the house =nd
gerage The 4-colored disc with the
BLUE megic button indicetor is ueed
on this treck to turn EOAD crre in-
to HOVER cere. This treck i crlled
the FIRST STAGE.

HOVER cerre ere used in the SECOND
STAGE of the gene treveling on the
gEprces sround the oceen #nd the
eirehip. The Ud-colnred disc with
the GREEN megic button indicrtor

1s used on this trsck to turn the
HOVER crr into # FLYING cer.

FLYING cers trevel in the FINAL STAGE
on 2 reguler peth over the mountrine
end the city to the finieh gprce.

OBJECT OF THE GAME: ie for = plever to chenge hie cer from r ROAD crr
to & HOVER cer to a FLYING caT . treveling the three trscks trving to
be the firet to srrive st the finish egpece,

TO SET UP THE GAME

1. Cerefully punch out the cers end plrce them in metching coHloy
plestic basee,

. Give esch plaver one eesch of the THEEE DIFFERENT CARS »f HIS COLOR.

Turn esch of the two disce on the geme boerd with its megic button

pointing to the bleck dot. end not pointing t> r color.

Eech pleyer pleces his firet stege playing piece (ROAD csr) on

the road car picture over stert. He then plrces his other two

cere (HOVER end FLYING) off the bosrd in front of him for future

uce.
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When & pleyer is succeceful in converting his cer to ¢ HOVER cex
he removes hie ROAD cexr from the boerd =nd plrces hisz HOVER cerx
on the HOVER car picture neer the big blue rrrow reedy to
proceed in his next turn. eround the SECOND STAGE »or the HOVER
TRACK.

A pleyer with # HOVER cer trevels eround the HOVER treck in the
geme menner ss the ROAD treck but sttempts now to change hig
HOVER car to e FLYING cer end Jjump to the FLYING treck. the
FINAL STAGE,

The FLYING car treck is e common trevel peth without megic disc.
but providing two hezsrde listed below:

A. The First heszerd ie the blue circle with spokes.
A FLYING csar lending on thies spece must be removed from the
borrd end repleced with & HOVER cer, plecing it beck on the
HOVER cer picture end traveling egsin sround the HOVER treck.

B. The second hezerd ie the green circle with epokee.
A FLYING cer lending on this green circle goes brck to the
FLYING cer picture but remein & FLYING cer.
The first pleyer to lend on the finieh spece by EXACT count is
the WINNER OF THE GAME.
SUMMARY OF CAR MOVEMENTS

MOVING CAR TO NEXT STAGE

Cer lends on bleck circle while disc is pointing to color »f cer.

2. Cer lends on colored circle thet metches color of disc pointing

WHEN

1.

WHEN

to magic button.

TURN THE DISC TO YOUR COLOR

Cer lends on bleck circle when en opponent color on diec if point-
ing to magic button.

REMAIN ON SPACE AND END TURN

1. Cer 1snds on colored circle when different color on disc is point-

ing to megic button.
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2.

/LAY THE GAME

Pleyere throw the dice - high throw pleye firet. othere follow

in turn to the left.

Players, in turn. throw the dice #nd move their rord cere the
number of speces thrown. in the direction of the rrrowe rround

the continuous rosd peth from stert. More then one cexr cen occupy
the esre spece et the seme time.

The pleryer sttempts to turn the disc of the megic button rs des-
cribed below end eventurlly chenge his cer into ¢ HOVER crr which
will eneble him to trevel to the NEXT strge celled the HOVER TRACK.
The U4-colored disc is turned by the plsyer when his cer lends on

& BLACK SPACE ONLY. It ie turned in the ssme turn to the color

of his cser's bese.

The diec of the blue megic button chsnges the pleyer's cer from

s ROAD csxr to 2 HOVER cer when in his turn he is soble to LAND ON

& BLACK spsesce and the magic button ig POINTING to HIS COLOR ON

THE DISC, es in Exemple A below OR he lrnde on ¢ colored circle
with the SAME COLOR pointing to the megic button re in Exemple

B below.

EXAMPLE A
If the blue pleyer londe on e blue or bléck spece while the
meglc button ie pointing to blue. he chenges his rord crrx
to # hover cer and moves to the next treck.

EXAMPLE B
If the blue plever lsnds on ¢ yellow gpece while the mrgic
button is pointing to e yellow color he chesnges to e hover
car snd moves to the next trsck. which is the hover treck.

When the pleyer's cer lends on e bleck dot while the megic button
ie pointing to & color other then hie. he turne the disc t» his

color but cennot convert his cer to # hover csr that turn. -e in

Exemple C.

EXAMPLE C
If the blue pleyer lendes on & blrck eprce while the megic
button pointe to yellow. the blue pleyer turne the diec t»o
the blue color and his turn ende.

When e playing piece lends 2n = colored circle which does nnt
match the megic button color, he cennot chenge the megic button
disc end the car remeins on the spece &nd his turn ends. re in
Exemwple D.

EXAMPLE D
If the blue pleyer lsnde on e blue spece (or red, vellow or
green) while the megic button is pointing to » DIFFERENT color
the pleyer's turn ende without turning the megic button disc.

If ¢ plsyer is on hie color circle. ¢ bleck circle o1 & colored
circle which metches the megic button color et the beginning »f
his turn, he muet still trke his turn by throwing the dice #nd
moving to enother circle. sttempting to chenge his cer to =

HOVER cer.



