2237-0920-G1 GAME PLAY

1. All players take a few
minutes to review their
subject cards and write
one clue for each of the
seven answers on their
slate (B). Whenwritingyour
clues remember, “the shorter
the clue, the more you score.”
You want to be sure that

l N S T R U C T I O N S your teammates are able to

guess your answers cor-

rectly, so be creative but not too tricky. You may continue
to revise your clues as long as there are other players still
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. N writing. If you are momentarily “stumped” while writing a
' — clue, go onto the next one and then come back to any that
1 m[::: gave you trouble. Every piayer has one chance per game
E —— to return a particularly difficult subject card to the deck
[ and select another.
P EXAMPLE:
If your subject is ..........ccceeee.. Things That Are Yellow
and the answer is................. Lemon
e ) a possible clue could be......... Sour
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TIMER 1 SCORE CARD PENS slides their slate into the dis-
play with the answers facing
forward (C). Be sure that all
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SET UP the display windows are
1. FORM 2 TEAMS. Each team should have at closed. The sloton the back
least two players. ofthe dispilay can be used to

hold the subject card that is
2. DISTRIBUTE THE GOODS. Each player gets being played (D). Announce
one subject card, one answer slate and one what the subjectis, turn over
marker. If there are more than 6 players, the extra the timer and reveal the first
players can either doubie up or wait to use a slate clue by flipping open the top
and marker. ‘window on the display.

3. ASSEMBLE THE
DISPLAY. Slide display
base onto display as
shown in figure A.

3. Yourteam may make as
many guesses as they
want for each clue. Since
there are only 45 seconds to
guess all seven clues, it is
permitted to “pass” and then
come back to any clues if
time allows. If a team
guessesthe answertoaclue
correctly, leave that window

open (E). If a team passes D.
on a ciue close that window.
. When finished with one clue

OBJECT OF THE GAME | 9 on to the next window —= )
until either all the clues have |_ ﬁm

To write seven short clues that will help your been guessed or until time  |==\ =

teammates guess the seven answers on your runs out. You can go back to

subject card. The shorter the clues, the more clues you pass until time =

points you score. runs out. \F‘n\] E
(over) |=— o i




« GAME PLAY
(Continued)

4. When time runs out,
the opposing team gets
the chance to “steal” any
cluethatwas not guessed
correctly. However, they
may make only one guess
for each clue. if the oppos-
ing team guesses the an-
swer, slide the red flag out
next to that clue on the dis-
play {(F) and these points
will be added to the oppos-
ingteam’s score. Tally both
team’s scores after each
subject has been played.

5. Teams alternate until
everyone on both teams
has giventheir cluesand all,
the scores have been
tallied.

When the opposing team
“steals” an answer, slide
the red flag out next to that
clue. The points for that
clue will be added to the
opposing team’s score,

SCORING

Oneachslateis a scoring grid for the seven clues a player
writes. The fewer characters a player uses in a clue, the
more points that clue is worth if answered correctly. inthe
example below (G), the clue “ON/CEREAL” would be
worth 2 points, while “SOUR” would be worth 4 points.
The highest score for any clue is 5 points—if it uses 1 or
2 characters. Use the wipe-off tablet provided to keep
score. After all players have given their clues, the team
with the most points wins!

ACCEPTABLE CLUES

* Anycharacterthatis found
on a normal typewriter or
computer keyboard is ac-
ceptable. In most cases,
only letters and numbers
willbe usedto create clues.
Eachcharacterusedcounts
as one space.
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*To separate words, a
slash (*/") may be used for
free. Simply place it be-
tween boxes as shown (H).
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* Clues may be abbrevia-
tions orinitials as long as they are nota form of the answer
itself. For example, “N.Y.” would not be an acceptable
clue for the answer “New York,” but it would be accept-
able if the answer were “Empire State Building.”

« Be creative in keeping your clues short. But remember,
any character used mustbe found on a regular typewriter
or computer keyboard. The use of “X” in front of a word
can mean “not” or a “—" in front of a word can mean “fill
in the blank.” In the examples shown (H), “XWHITE”
stands for “BLACK” and “—ILOCKS” stands for
“GOLDILOCKS.”

ACCEPTABLE ANSWERS

A correctanswer can be any form of the answer itself. For
instance, if the answer on a card is “Close Encounters of
the Third Kind” and a player says, “Close Encounters”,
countitas a correctanswer. ltis also correctif the answer
on a card is in the plural form and a player gives the
answer in the singular, or vice versa. For example,
“cactus” would count for “cacti.”

BEFORE STORING remember to wipe off the
score board and all slates completely.
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The scoring grid on the siates will tell you how many points your clues
are worth. Remember, the shorter the clue, the more points you score.

90 DAY LIMITED WARRANTY

Mattei Toys warrants to the oniginat consumer purchaser that this toy product will be free of defects in
material or workmanship for 90 days (unless otherwise specified in aitemate warranties) from the date
of purchase. If defective, return the product. along with proof of the date of purchase, to either your local
dealer or, postage prepaid, to Consumer Adjustment Center, 15930 E. Valley Bivd., City of Industry, CA
91744, for rapiacement or refund at our option. This warranty gives you specific legal rights, and you may
aiso have othaer nghts which vary from state to state. This warranty does not cover damage resutting from
accdent, misuse or abuse. Valid only in U.S.A.

Send only product ta the address listed above. Send ail correspondenca to Consumer Relations. Mattel
Toys, El Segundo, CA 90245 U.S.A. or you may phone us toll-free at (800) 421-2887, Monday through
Friday between the hours of 8:00 AM and 4:30 PM PST (11:00 AM ard 7:30 PM EST).
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INKLINDY-

V Be sure to cap the Inklings ™ markers tightly when not writing.
This helps keep them from drying out. If the ink settles inside a marker

during storage, simply hold the capped marker at the end and shake it
to make the ink flow to the tip.

V¥ Be sure to clean the inklings™ slates properly: place on a flat surface,
use a soft facial tissue, wipe firmly — do not smear. With use, a light
residue of ink will naturally accumulate on the slates.

¥ If you use markers other than those supplied with your Inklings™ game,
be sure they are dry erase markers. Before using, do a small test on a
portion of the slate to make sure they wipe off properly.



