JBJECT
> be the first player o reach the top of any three columns

JQUIPMENT

game board « 3 markers « 4 dice » 44 colored squares—

1 squares each of lour diffénent colors.

ET UP
Each player chooses a color and takes all the squares of that
e g
Each player rolls two dice. The player who rols e highest

numier goes frsl: play then proceeds, in bum, o that players
left

LAYING
To start your turm. fol all four dice. Look your ml over carehully
Then sphit your roll in half in any way you wesh, and add the two
dce i each half, The purpose: 19 creale 3 pasr of Rurmbers,
Example: Let's say you roll & 1-5-4-8. With this roll, you can
creabe any of the following pairs: & and 10 (1+5) and (44+8): o
5 and 11 (% +4) and (5+8): or Sand T (5+4) and {146).
The paw of numbers you choose 1o creals represants the two
AT N0 wiich you must Now place marncers.
Exampie. On this roll of 1-5-4-6_ led's say you choose 6 and 10
A5 WOUF pair. Yiou must now place & marker into the "8~ column
@nd anothas markar inba the “107 column
Wit Best placing @ marker mio & DArMCLNEY CORVRA, always
Ddace f oo the space & thve boltom of that column
In this game you may roll mong than once on a sangie turn. On
each aombonal roll, you also create a pair of rumbars in the
S3ME Wway.

GANT STOP

HOW FAR CAN YOU PUSH YOUR LUCK?

For 2 to 4 Players/Ages 10-Adult

Rules © MBS0 Parcw Bromees. Bervery, bass. 01915, Printsd in U 5.4

) Let's say you roll sgam and creale a pair that ncudes a
fiumber you v airsady chosen When Mis happens, move
the marker uo one space n that nUMber's cohamn,

b Let's say you rofl again and decide 10 create 4 pair with a
new number. If you have ancther marker left, you mus? place
T irio B new Marker's column.

Exampiss: From your first rofl you already have a marker in

o the "6 and “10” columns. On the same furm you then roll a

2-4-3-5. M you chocse o create § and 8§ as your pair, move Me

Markes in the "6~ column up one space and place the thirg

miaskes im0 the "B column. I, instead, you choose 1o create 5

wsumwrmmﬂmmHMWHmmd

these columns and ignore the other cokumn I you choosas 1o

reale 7 and 7 as your pair, you must piace the third marker fwo

5paces up i the "7 column,
Imunwmnmwmliawumlmmm'pm
mmnm:mwwmmw.llmmmm

Y SIO0 your furn whenaver pou wish. To stop, Simoly reglace

mmwmmmmmmm.

Placing a Marker
a]ﬂgm:rmaammmnmﬁmhwammm
mm:wmnl.mﬂmmaﬂwmmmum

bofmom of that column
brnmmnﬂmmmmmumdm
Wmnl.mmmmmmmmw
above your coloned squars.
ch*‘oumvmnmmarmnmmamw
By an cpponent’s colored square,
d]ﬂym:mphcsnmmmmml.rwnw.
Exampie; Let's say you've already placed markers imo the 3"
and “§" columng and you roll 8 2-4-5-5 I wou want ko mave ug
e marker in colsmn 87, you musf place the third marker ino
column 107, Ctherwise you mus? place the third marker edher
o column T~ or 9",
mmmmrﬂmmmmmmma
Markar of 1o Move One UD., you' ve “Dlown i and must end your
lurn. Remove ail of the markers that you've placed. but loave al
of your colored SqQuares that are alrsady on the Boand
Rmm.ﬁ:mayﬂu'uphmdalmmmw
lurn. each additional rodl on That lur must alow You 1o move up &l
fmast one of the markers. Othersise you've “blown i and your
urn engs.
Winning a Column. You win a calurnn as soon as you place one
of your colored squares onlo the number at the g off that col-
urmin. If any ol your opponents already has a colonsd SOUANE i A&
Cotumin fhal you wen. he or she must remove that square
Immematedy.

i} A marker on the number &l the lop of 3 colurmn does nod mean
WO Ve wan fhal collmn
Exampie: Lets Say you ve placed markers inhg columns 3 E
B” and "8, and thal you ve just meved the marker in column

'ﬁ"wmwumm.mmmmmunm
win thatl column by replacing each of the markers with o
mmm.mﬂm.m.romlagmn
hoping 1o win columns 3™ and “8”, 100, You ol 3 2-4-5-¢
Wtﬁﬁumwmmmmbm.mm
mawe the marker in colsmn “5” any hightr than it airescd,
rm'u"blcmnrammwmmwrmnqa.-
markers that you ve placed. in other words, you g not w
column 6"

0} You may not pisce & marker into & colmn that someons
alrpady won—even i you've won that coiumn poursew,
Example: Lel's say that colurmns “5°, "8 and “10” are air
wion, and you roll 3 2-4-4-8. You've Dgewer il —gven d yo
hawve markers to place.

WINNING
The winner is tha krst player bo win any fee columns,

A STRATEGY HINT

The shortest colsmns are not the sasiest o win, Why? Bec:
on any geeen nol, the nUMBers you re most likely 1o create &
or 8. Consider this fact when placing markers and when de
whether of not 1o stop your turn

'Wa will ba happy to answer questions abaout this gamsa.
Parker Brothers. P.0. Box 1012, Beverty, Mass. 01915,
Attenison: Consumer Response Degariment,
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