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DYNAMITE SHACK An easy 1

All you have to clo is put your bundles of dynamlte sﬂcks down the chrmney of the Shack. lf

sounds easy — but there's a catchl One problem is, you must use the clumsy “thumbs” to
pick up the sticks. The other trick is, the Shack is ticking away like a time bomb, and at any
moment, “POP" — off comes the roof. The player who gets caught must rake back all the

| “sticks put ln by the other players The player who gets rid of all his sticks fi rst is the wmner.

SETTING UP 'I'HE GAME’

THE SHACK-— Place the shack in the center of -the
- playing area with the roof on, as”
shown below.

DYNAMITE STICKS: Carefully twrsl and remove the
sticks. from the runner. Players
take three sticks of each color

and stand them up in fronl of
them. ~ /

-PI.AYING CARDS° : Shulﬂe and dedl 24 cards evenly among- the players Each

player piles his cards, printed side down, in front of hlm There are 3
types of cards as shown and explained below. :

FROM OTHER
PLAYER

ONE sm:x o

CHOICE

Players place the number and color

. of sticks shown into the chimney of

the Shack.

- Players place ONE of opponent's
- sticks {any opponent — any color) '
into the chimney of the Shack. '

Players place the number of shcks

shown, of any color, into the chlmney B

o of theShack

. ‘I‘HUMBS. Players use. the ‘large- plashc thumbs to pick up an;l place the dynamlfe

sticks into the chimney of the Shack The thumbs may be held in either of

the ‘two ways shown below




' play — fast (IC'I’IOII gume for 2, 3, ‘or 4 Players

',. f

Eat

There are 2 sets of thumbs When 3 or 4 play, thumbs -are pussed from
~ player to player during game as shown below If only 2 play, it is not neces-

sary to puss the ihumbs

3 PLAYERS - 4 PLAYERS

" PLAYING THE GAME

. Pluyers demde who will go ﬁrst Players ONE and TWO take two thumbs each

Each plgyer turns over the top. card on’his.pile.

. Player ONE winds the knob on the shack cIockwnse, unhl it stops (The Shack is

NOT rewound again until the roof pops off). -

As soon as the Shack starts ticking, player ONE places dynamnte shcks, as shown \

on the card he turned over, info the chimney of the Shack.

. Assoon as quyer ONE places the last stick on his turn into fhe chlmney of the

Shack, it immediately becomes Player TWO's turn to pick up and place dyna-

_ mite sticks into the chimney of the Shack.

6.

7

8.

Player ONE passes his thumbs and turns over another card on hls pile, ready for.
his next turn. .

Play continues, clockwise, each player in iurn placing dynamlfe stlcks into the :

chimney of the Shack, until the roof pops off.

Whenever the roof pops off, the player whose tumn it is at ihat time, musi plck
up the Shack and take all the sticks under it and add. them to his supply.

NOTE: If the roof pops off lmmedlately after a player drops "lls last stick on that
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3 0 19568 By Malion Brudley Co undu iomo & Universal Copyright Conventions,  Made In USA, ‘ " ‘ T #.4985_

turn“into the chimney -of the Shack the next player in turn gets "stuck" with
the sticks in the Shack. ’

stuck rewinds the knob and begins the next round. _
The cards.should be shuffled and dealt again at the start of every THIRD ROUND

‘If a player turns over a card for a color-of dynamite that he is out of ‘he must
take the correct color and amount from another player..

Play continues in rounds, until one player places the last of his shcks into the
j Shuck Thls Player WINS THE GAME.
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After the roof pops, it is. plqced back onto the Shaclg The player who wus



