GHOSTLY ESTATES™ INSTRECTIONS

IR 2 PLAYERS CONTENTE:
® 1 Flipsider Game Ll
u 4 Maonede Playing Peces
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1. REMOVING THE MABMETIC
PLAYING PHECES:

Lksing yous' [hismi, siide (e cover

Dack 25 shown, and sheke the pieces
oul Side me coved looward 1o close

2. DPENING THE GAMEBDARD:

Fle the gamedoand oul with & fow
quick shies, as shown in Figurs 2.

SETTIMG UP THE PLAYIMG PIECES:

AYER MARKERS: Chonse 2 red of biue playing piece, and place & on the
atcheng-cobored START crcle on the pench, Your coponent dees the seme.
1258 are the mankers youll move thowgh the house.

05T MARKER: Place the green playing pace on (he ghast This & the
aaTs marker

CORMG MARKER: Pace e vellow playng pece on the yeliow *5° square
1 the scarng grid. This marker will keep track of [he cbpcts you and your
et coliect,

i ! 4, SPINKING THE DUAL SPINNER:
/“Lf et o spin Spinner A and Spinner B, side

[ i o v s ;
e - 4 | PR e sorner saitch over as bar as il wall
;—s_‘;:-i:-“::,? £of. 0 2] redease . as shown in Figure 3
H’%Z‘?;;}"” o NIOTE: Winever & SpHiner arttw oris
Sonres SwicE, iy 4 10 @ e, span again.
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AME PLAY:

i A player goes firsl. Nexd, e Biue playes Sies 3 bum. Aler both player markers
2 miveg, the Blye plaver afw@ys Mves e ONost markes Folow thes tum order
cughaul the game

10WING THE PLAYER MARKERS:

N Y0UR TURN: Spin the spannet Then move your marker the numider of spaces
oW O Spinner A, counting each room 25 one space. After you move your markeg
6t uam 5 OveL

T poglis o collect 4 cbwcts by moving your marker itto the roorms they scoupy.
alzct the obiects in this orden
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ICVEMENT RLLES:
¥ Biove from one rooem 50 any connected raam Heough the opening in the wal,
a5 shiwn in Figue 4. Ighore the room numbers; only e ghost uses them.

§ Player makers ¢z share the same mom,
2 ariow points 1. Fgure 5 shows how 1o slide
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TVIMG THE GHOST MARKER: After the player mankers am moved, e ghas
3 mast be mived. The ghast’s goal is 10 mavt Mrough the house, trying fo
JAre plavers intp dropping ther objects!

# Blue player <pins the spinner, Men moves e phost marker & the 787 that
3chas he coky shown on Spinner B and D roem that matches e numbar
fwn o0 Spinner A, Ses Figum &

FOINIG: I the ghoss markes lnds in 2 room where 20 anow stars, side {10 e
WM the ariow points o

s St PN on Sonve B aed 12 Sgmorwr A, mawa T e
T i3 m0m 1 D A s

JLLECTING DBJECTS: When you move your plaver marker inte the room
“upied by an ebiec, you callect i (¥ou donl Feve (o fand ten by sact caunt )
N mive e yeliow sCoMng markes 49 show that wou've caliected the oiiect. Once
u've coliected a4 objects, your goal is 1o relum by your START circle wh e,

7 MVING THE SCORING MARKER:

Fiant pyer rremey I ;
0NN Tl P The yellow sconng marker is moved
e -y Faum wm?lmrsasm:uw:
s Sy obects. The Red player moves Me
brerie _5_-!5'5\| marker ¥ the right o space foe
| ) 2ach odject collecsed: e Slue plaer
-, [ mives the marker down one space lor
CET | #ach obiecl coliecied. See Figue T
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L =™ ] ghesl marker ands in the sume
FOOM 25 Wour markay, the ghast
SCAMES you into croppeng e st
object jou cofectes! When vou drop
an pbiect, move e scoring markes
one space in bhe oppeste diection
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B0 BODI0 D ey e Bl plaar

2 = 8 g e e on the scanng grid (fef for B Red
e 4 cudecs B ry g o0 player, up for the Blue plaver], Sae

; Figuie & ¥ you havwe no cbiects when
# ghost marier [ands in you! 1oam, move your player maner ack o your
ART circle on the porch.

JLLECTING A DROPPED OBJECT When you drop an objeet, you must
et it again. For mample: if you diop e key, you mus! move back & te
nm&empmm%mmﬂulhm.mmmmﬂmmm.#
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e house!

CARIMG AWAY THE GHOST: i your marker lancs in the same room 25 the
ms’marﬁmmml&_mw D s by choasing any color area

* Ine gamebaand. Then sain the spirner and move the ghos! manker to the
am in [zl anea that malches the number on Spirner A, H the ghest tends in
£ S2Te 1o0m a5 efher plaver’s markes, that o ject See
AOPPING AN QBJECT, above i A

WINNING THE CAME

2 fisl 1o refurn 50 your STAAT circle on he porch with 2l 4 abiecs, and you
n ou danl have lo Leand on your START cirde by eacl count.
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