Welcome to

bum

Play your cards right to get the most balls into your goal.
But watch out—one twist of a bumper can change the game in a Flash.
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GET READY

Slide the two sections of o Put a yellow Place a ball in the
the game board together. pin in front of e middle chute to
.-" each goal. . start the game.

e Insert all five legs into the back of
the board and snap them into place.

The two big legs fit at

the top, and the three

small legs fit across

the central seam

of the board. Put the cards in the
card dispenser so no
one can see which

Turn the board over. card is next.

o Set up the goals according to the

number of players. See below.

Place the bumpers and

l.t.l.l..l.l.l.l.l......l.l.l.l......l.l.l.l..l.l.t.l.l... ba"swhereeveryonecan

Q. : reach them.
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blocker Now you're ready to play! <

© 2005 CRANIUM, INC. ALL RIGHTS RESERVED. CRANIUM CHARACTER ILLUSTRATIONS © 2005 BASEMAN ™ THE FOLLOWING ARE TRADEMARKS OR REGISTERED A WARNING: CHOKING HAZARD —
TRADEMARKS OF CRANIUM, INC. IN THE U.S. AND/OR OTHER JURISDICTIONS: BUMPARENA, CRANIUM, CREATIVE CAT, DATA HEAD, STAR PERFORMER, WORD Small parts and small balls.

WORM, THE CRANIUM LOGO,THE BRAIN LOGO, AND THE FOUR CRANIUM CHARACTERS (CREATIVE CAT, DATA HEAD, STAR PERFORMER, AND WORD WORM). Not for children under 3 years.

WE PACK EVERY CRANIUM GAMEWITH AVARIETY OF OUTRAGEOUS ACTIVITIES. IT'S UP TO YOU TO USE CAUTION, PLAY IT SMART, AND HAVE FUN.
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TO START A GAME

Each player takes two cards from the dispenser.

If you draw any Release Now cards,—2# ©
put them back in the middle of the deck and draw new cards.

The player whose birthday is coming up next goes first.

ON YOUR TURN

Always draw a card to start your turn.

(You should have three cards
when it’s your turn.)

Add the card to
your hand.

You must play it
immediately.

Release all the balls, then add
a ball to any chute.

Choose the card you'd like
to play from the three in
your hand.
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Put the card face up in a discard pile.
Your turn is over and the player to your left goes next.

Note: If you run out of cards, shuffle the discard pile
and put the deck back in the dispenser.

HOW TO SCORE

Score one point for each ball
that ends up in your goal.
Mark your score and
remove the balls

from your goal.

The first player
or team to score
six goals is the winner!

Tiebreaker: If two or
more players have six
points, place one ball in
each chute, then release!
The player with the
most goals wins.
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THE CARDS

You must play this card immediately:

Release Now
Release all the balls, then add a ball to any chute.

You can choose when to play these cards:
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Add Bumper Add Bumper and Ball
Add a bumper to Add a bumper to the board

the board. and add a ball to any chute.

Move Ball 1 Move Ball 2
Move any ball one space. Move any ball two spaces.

Moving a ball from one end chute to the other counts as
one space. It’s okay to have two balls in the same chute.
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Pivot .
Move either leg of any bumper to another hole.
The other leg must stay put.

HOW TO WIN

More outrageous fun!
Try Cranium Cadoos, designed
especially for kids 7 and up.

12114/04 3:39:33 PM



