' : Y. D Pl€
paces (thelr matchmg gameboard ctrcles) ‘NOTE: Ne
J player “owns” the Bad Guys Different players will mow
hem on certam turns o

55, Carefully punch out the 4 Treasure tokens and 8W|lc

. Cards. Stack one token for each playeron the gameboarc
. Treasure Space Deal 2 Wild Cards faceupto edach  player
) Place any extra tokens and Wild Cards out of the garne

6 Each player spins the s‘annev. The playe ‘w 0 pln(
',hlghest goes flrst Play contln es )

Cal 'UncleScrooge and his nephews are -

[RRI atteratroplcal island treasure. BrgTrme_’f‘-“

. Beagle; Magica D& Spell and Flintheart .”:é ~.; -

- Glomgold are after’them! Can they - GAME PLAY

--eso_ape to the_heli_‘ooptervwi.ththe 9,9“1? * Onyourturn, spinthe spmnerand miove your pla ing piece
DR s ““the’ number of path spaces shown on the's nner..

el the spmner arrow points to 1 5 or 6 ‘ yourturn ls over
after you move your ptaymg prece o S

“olf the spmner arrow pomts to 2 3or 4 C
- Guy prctured on that spinner: Space the samé number of
R path spaces that you moved your playmg piece. Your turn

" Isover. Always move your playlng piece before movrng a
Bad Guy P '

MOVING YOUR PLAYING PIECE L
] T Atfirst, players should move their playmg pleces toward
- -} theTreasure Space, to collect théir tokens (see COLLECT
' tNGATREASURETOKEN) Aftercollectmgatoken each player
" makes a dash for the FINISH Space' Move your playmg
. pieceas follows: . "

T Gui. o OSPINNER ' |7 eYoucanmoveinany dlrectlon along the path —but never
wT L B ~.-* move onto the same space t twrce on one turn

2. Carefully punch out the 7 playing | preces Fold each one on’ - . ® Youmaypass otherplayers playmg plecesasyou move,
- If you end your move on a space occupied by another

the fold fine, tuck in the flap, then fit it into a’stand. Use: black
-stands for the 3-‘Bad Guy" playing pieces: Magica De Spell, - Player'splaying plece move your playlng plece tothe next
open space. - o

'Flintheart and Big-Time Beagle. Use colored stands for Uncle
-Scrooge, Huey, Dewey and Loure (each has a matchmg -colored - e Ifyouland onor passaBad Guy, you getcaptured' See
- stand). S ) ©CAPTURING. . o e

1 Carefully punch out the spmner andits 2 bases from the cardA
board platform Assemble sprnner as shown in Fi gure 1

| FIGURE 1.
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D




_ -.Lfsuafl:,f Yau II vant to move & Eiad Guy toward an O{Jpo :
: ent 5 piaymg plece t—.:u —::.apture |t—c:ura». .'a;.f from your own
' Rl

.;take either oi tha 2 pdtha 1he AITOWS, p-;:unt fo
wm A Ead GUy can pass am}thnr Bad Guu as it rncwes If a:

- H a E!-ad Guy Iands ‘on or paSSPS a pla:nng p:ece, it cap

smmcuﬁ;

_'-' - bridge as a shoricut: To use'a shortcut, move from the
% gpace ononeside of the log or bridge; dlrecifytuthespaca
“-on the other side. Do nist count the Im; or bndga asa’.

space. Flgure 2 shc}wa an examplc A ._-__

" FIGURE 2, ON A SPIN OF 3, YOU COULD - -
CROSS THIS SHORTCUT LOG AS SHOWN.

. CAPTURING- _
. A Bad Guy can capture a pla}flng place in 2 ways

1), When a Bad Guy lands on or passes a playing piece.
.2) When a playing piece Iands on or passes a Bad Guyr

I your playing piece qets feptumd move it immediztel Y
. tothe Ca;:l:umg Bad Guy’s Hiding Space. ANy T number of
- * playing pleces can share a Hiding Space. "~

. -On your next turn, spin as usual, then take enher of Ehe
* 2 paths the arrows pﬂ]raf to.

- .-.‘_..

7 Jf_}r-:-urp ayrng plece ge!s captured on the Trcasure Spacercoilem
23 yc:ur token before mownq ta ihe Bad Guz.r

"I.”JLD CﬁHIJS AHD W[LD CARD ::.PACES

sFyou chaose on your furm, no matter '.-.'hat '_-.fou apln 1A

e 'Useawnd Card ss iﬂllows -

--turesthe playing F'I"-‘GE' See Cw‘LHUHIh.‘G belww il v e ' 5
: E: i ;..-.-1 At fhe hegmnrng of ynur turn announce that you're” ussng aw:ld

- Tard, and flip the card :aceduwn Then announne whnfh Bad Guy

*. Playing pieces and'Efcf Gu';s may b-:aih use an:.f Iug‘or T you e going fo move..

; -_2 Spin the 5p|nner and mc-ve ynur pl?}rmg p:ece as usueﬂ

' THE SAFE AREA -
- The five green spaces near the FiMISH
' . Space are Safe Spaces. Bad Guys
" aren't allowad on Safe Spaces—so

; _--capiur;df

. How TO Wil - S
.- Befirstto rei.cnthe nmsuSpape (not
_necegsarily by exact count) with a -

‘Eﬂu must caliect“a Treasurc tu:sl-cen before ['EBChlng o2y
|- the FINISH Spacé. Colléct your- token: “when -
| =you landonor passtheTreasme Space Thencon-
't:nue m:}wng :f yu:.-u ha'm an:.r s cosleft

s Hidini

Wild Carcs: These cards let you move any Bad! Guy

o -

-\,..-

-3, Now move yau. chosen Bad Guy the same nu'nber of spac-es

-Ii the spinner arrow points to a different Bad Guy, don't’ mﬂ'».fa
- it—move only the Bad Gug.f you chose to move.

You can never ha /& more than fwo Wiid Gards A/facednwn WJ|C|

-+ Card can'i be us-ad uEJEII'I unlea., you Iand onaor pass a Wnd Card
: Sp&ce' :

'u'hld Card Spaces Wheneve. yol fand on nr pass
' a Wild Card Space, flip one of your facedm-.rrrwud
. Cards faceup. You | ma}r use tl'us r;ard agarn! _'“‘"

s - PR ..“'-..:"'

once youreach this area, }rm can't be

Treazure token, and you win the game!




