AGE 4+ ASSEMBLY (Adult assembly requived) Figure 1 Figure 2
For 2 to 4 Princesses y ; h
1. Carefully pop out the Princess inserts from the : o
. f WARNING' paper sheet. Throw away the waste, i )
.s E ‘ a 2. Remove the clear movers and locking windows !
! from the plastic runner. Throw away the runner. '
CHOKING HAZARD-Small parts. : I

NOt fOI’ Ch”dren Under 3 years 3. Place cach Princess picture into the clear mover,

and snap the window on as shown in Figure 1.

4. Remove the pleces {rom the plastic }Jag. Throw

away the plastic bag. Rigirdia
5. Fach princess has three wish holders. Apply one
label to each wish holder as follaws: the npplc lahels

to the purplc wigh holders, the glass s]ipper labels

to the blue wish holders, the rose labels to the
ye“ow wish lw]t.lers, and the crown labels to the O

pink wish holders. See Figure 2. OO

6. Separate the Wishing Wheel from its base by
tearing alang the pergorated area.

7. Apply the spinning stars to the tap of the base,
and the spiral to the top of the Wislling Wheel.
See Figure 3.

9. Apply the square labels to the die.
10. Remove the wish tokens and birthday presents [rom ‘
the parts sheet. Throw away the cardboard waste.

SETUP

Figure 6 shows the game set up and reacly for four p]ayers. Refer to it as you set up your own game.

1. Place the gameboarcl in the center of the play area.

2. Slide the base of the Wishing Wheel under the gameboard and
up into the hole in the center.

3. Place the Wislling Wheel on top of the ]Jase, {itting the nub

url(ler t]le wllee] into the groove in the base.

Figure 4

4. Now each player, beginning with the “youngest of them all,”
play Y
chooses a Princess. Notice that each Princess has a picture on her

| mover: Snow White has an apple, Cinderella has a glass slipper,

/ Belle has a rose, and Sleeping Beauty has a crown. Take the wish

!
WW‘Q{ g.ﬁ% 3 | holders with the labels that match your Princess’ mover. Place any Figure 5 : - =
“ _@ = - % z extra Princesses and their wish holders back in the box. l::“ _
“m-‘ . i’&jzfa‘itﬁ . T -
e - - rE 4 ﬁz 5. Place your Princess on the castle gate that matches her mover. - |
E . gfgﬁg%:i&g?g* . ? ! =F y ; : o L |
NT “’NT . - . - This is where she |l start her search (See Flgure 41). You sit - = =~ |
CO b S - = : . 3 p - = . ~
behind your Princess’ gate. . = .
. game]ward o 4 clear movers with lucicing windows * 4 Princess inserts * 24 wish tokens AR ST ] fioe e d it al ! = _::
. Place the tour birthday presents picture-side down and mix them [7& S —

+ 4 birthday present tokens * 12 wish holders (3 for each Princess) ¢ plastic wishing wheel with
base « die « 2 label sheets

Tl | hof dl d
up. l 1en, sO NO one can see, place one on each ol the L.‘O'lll‘l.'yﬂi"

spaces near the castle towers (See Figure 5). A]ways p]ace all four
presenls regartlless of the number of p]ayers in your game.

OBJECT

Be the first Princess to collect your three wishes and find your birthday present from the prince.



7. Place all of the wish tokens in the box tap. Starting with the “youngest of them all,” then pass-
ing to the left, cach player chooses one wish token, places it inta one of her wich holders and
placcs the wish holder, with the label L‘Lcing out, onto the \\Vishing Wheel. Repeat this until cach
player has placed three wish holders onto the Wishing Wheel. NOTE: If fewer than four players
are playing there will be empty spaces on the Wishing Wheel.

PLAYING THE GAME

Each player rolls the die. The player with the llig‘l\es{ roll is “the fairest Princess of them all” and
gets to go first. Play then passes to the left.

Rolling the die and moving your Princess

1. Roll the die and move along‘ the outer e(lge

of the gamel)oar(]., in either direction,
the number of spaces shown. You must
move the full amount of the roll.

2. You cannot end your move on
the same space as another
Princess. If your move ends
on a space with another
Princess, move ahead

to the next open / T

gpace.

3. Follow the instructions on the space you landed on.

Sl',‘b‘ TITE SP(ZCQS, ]Je]()“’.
4. Play then passes lo the left.

The SpaCeS

Wislﬁng’ Wheel space — Land here

and you get to spin the \\ﬁshing Wheell

* Bach Princess has a ray of enchanted
lig‘l‘ll‘ (matcl:ling the color of her wish
holders) in front of her matclling castle

gate. You can tlake any one of the wishes that Ian(ls
(&:omplete]y or partiaﬂy) within your enchanted light.

To talize a wis}l [rom l;l‘le wheel, tip the wish an(l llulcler
towards vou slightly, and lift it out.

You may choose the Rose, Glass Slipper
' : 3 . ) i
Don't worry if you don’t collect one of your own wishes or the Crown, as three wishes are within

— you may get a chance to trade it if vou land on a Trade a your enchanted light.

Wish space (see Trade a Wish space on the next pagc).

You can have only three wishes in front of you at a time. Il you already have three wishes, you
may spin the wheel and trade one of the wishes in front of you with one that lands within your
enchanted light.

Onece all of the wishes have been removed from the \\Vislling Whec], treat the \\7i511ing Wheel

spaces as Tracle a \\ﬂsh spaces.

This ends your turn.

Tracle a \Vish sSpace — Lan(l llcre and you may ll‘adc any one u£ tl‘le wisl}es
you’vc collected with any one collected Ly another Princess.

O Trading is Uptiona] for the Princess lan(hng on tllis space.

O Trading is NOT uptional for the Princess you C}lOOSE to trade with.

< If you have no wishes to lraLle, you can't trade.

* Once you've collected your three wishes, you can't make any {urther trades and the other
Princesses can't take any wishes away from you.

This (:‘Il(lS your turn.

Roll Again space — Miss a Turn space — Blank space —
I{ you land here, take If you land on the hlue space If you land on a blank
ﬂllother turn- y()ur tllr[l Cllds E’/; yﬂu l“SC SPaCC, (:Il(l yULlr t'Llr[l.

your next turn.

Birthday Gifts
Once you have collected all three of your wislws, yvou can enter the castle and
look for your birthday gift.

Now on vour turn, roll the dic and make your way toward the castle gates.
When you reach any gate, move ’cllruugh it (counting itasa space) into
the castle.

Once inside the casﬂc, you can move in cither
direction toward the towers. When you reach the
three spaces near a tower, you can secretly look
under the l’)irtll(}ay present in the Courtyard, But

[].U]]’t 5110“’ anyone.

«1f it does not match your mover, Secrefly return it
ta the courtyard. This present is meant [or one of
the other Princesses, but don't say which one. This

ends your turn.

*If it matches your mover, this present is meant for

you, and you win the dame,

WINNING
1f you are the first to find the present that matches your mover,

you win! T H .CC
J FOR NEW PRODUCTS AND OFF :

We will be happy to hear your questions or comments about this game.
Write to: Hasbro Games, Consumer Affairs Dept., P.O. Box 200, Pawtucket, PROOF OF PURCHASE
RI 02862. Tel: 888-836-7025 (toll free). Canadian consumers please write
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