For 2 to 4 players/Ages 6 to 12

Rules 1983, Parker Brothers. Beverly, MA 01915. Printed in U.S.A

OBJECT

Be a hero—just like SUPERMAN! You'll need
nerves of steel and shrewd strategy in this num-
bers game. Compete in fast-moving, card-deal-
ing rounds to get number cards with a total
value closest to 11—without going over. On
each deal, you'll have to decide whether to take
another card or stay with the ones you have.
Win a round, and you can go on a SUPERMAN
adventure. Turn over any Adventure card, then
place one of your SUPERMAN chips on it. Be
the first to turn over 5 cards in a row—youre a
hero and you've won the game!

EQUIPMENT
25 Adventure cards ® 52 Number cards ¢ 32

SUPERMAN playing chips: 8 red, 8 blue,
8 green, 8 yellow

SETUP

1. Place the Adventure cards side by side in 5
rows of 5 cards each in the center of the play-
ing area. Be sure to place the cards so the
one-color side shows, not the four-color side.

2. Distribute the SUPERMAN playing chips.
For a 4-player game, give each player 6 play-
ing chips of the same color. For a 3- or 2-
player game, give each player 8 playing
chips of the same color.

3. Mix the deck of Number cards together.

4. Select a player to be dealer.

PLAYING

To win the game, you must be the first to place 5

SUPERMAN chips on one row of the Adventure

cards (across one row or down one row). To

place chips, you must have Number cards in

your hand that total 8, 9, 10, or 11—without go-

ing over 11. To do so:

1. Deal one Number card face up to each
player, starting to the left of the dealer.

2. Ask the player with the highest Number
card if he or she wants another card. If 2 or
more players each have the highest card of
adeal, the player to the left of the dealer s
asked first. If he or she wants another card,
deal one card face up next to the other card.

3. Inturn, ask each player to the feft of the last
player whether he or she wants another card.

4. The dealer chooses to take another card or
not, then asks each of the players again—in
turn—whether he or she wants another card.
* |f you decide not to take another card on
one deal, you can still take another card on
the next deal.

e |f you take another card and you “bust”
(go over 11), you're out of that round. Play
continues with the remaining players.

5, The round ends when no one wants another
card.



DETERMINE THE WINNER OF
THE ROUND. The one who has 11
would win if no one else had 11. If no one
had 11, the one who had 10 would win if
no one else had 10, and so forth.

* |f two or more players have the same
winning number, the one who has
the most cards would win. For exam-
ple, a 4-card 11 would beat a 3-card
or 2-card 11.

* |f two or more players have an equal
number of cards for the winning

number, they tie.

6. Place all the cards played in that round in a
pile face up on the bottom of the dealer’s
deck. Don't reshuffle the deck until the next
card on the deck shows face up.

7. If a player won the round with an 11, he or
she is the new dealer. If two or more players
tied with an 11—or no one won with an 11—
the deal remains with the last deater. NOTE:
Reshuffle the deck again when the next card
on the deck shows face up.

IN TURN, PLAYERS THEN PLACE OR

REMOVE SUPERMAN CHIPS. To do so:

1. The winner of the round takes his or her turn
first. Each player to the /eft of the winner then
takes his or her turn.

2. The winner of the round can do one of two
things: :

e Turn over any two Adventure cards and
place a SUPERMAN chip on each. How-
ever, he or she turns over one card first,
then the other players—in turn—place or
remove chips. The winner then turns over
the other Adventure card, places his or her
chip on it, then ends the turn.

OR

* Take another player's chip off any Adven-
ture card and replace it with one of his or
her chips.

3. Players who tied for the win can only turn
over one Adventure card each and place a
chip on it. The player to the left of the dealer
places his or her chip first.

4. Players whose cards totalled 8, 9, or 10—but
who didn't win the round—can turn over one
Adventure card on their turn and place a
chiponitt.

5. Players who “busted” must remove one of
their chips—if there's one to remove—and
then turn the Adventure card to the other
side and end their turn.

NOTE: If you win a round or have an 8 or better

but run out of chips, you may move one of your

chips already on an Adventure card to another

Adventure card. Be sure to turn over each card

when you do so. However, if you don't want to

move a chip, you don't have to.

6. When all players have placed or removed
chips, begin the next round.

END OF GAME. The game ends when one
player has 5 SUPERMAN chips in one row of
Adventure cards, either across one row or down
one row.

WINNING. The first player with 5 SUPERMAN
chips in one row is a hero—and the winner!

©)PARKERBROTHERS

We will be happy to answer your questions or comments about SUPERMAN
It Card Game. Write to the Consumer Response Department in the location
nearest you:

inthe U.S.A . Parker Brothers, PO. Box 1012, Severly. MA 01915

In Australia and New Zealand: Toltoys Pty. Ltd.. 104 Bourke Road, Alexandria,
N.SW. 2015,

In the United Kingdom: Palitoy Company. Owen Street. Coalville. Leicester
LE6 2DE England




