2 YEAR LIMITED WARRANTY

Mattel, Inc. warrants to the original consumer purchaser that this product wilt be free of defects in material or workmanship f
two years {unless specifiad in altermnate warranties) from the date of purchass. If defective, return the proguct along with pro
of the date of purchase, postage prepaid, to Consumer Reiations, 636 Girard Avenue, East Aurora, New York 14052 for
replacement o refund atour option. This warmanty does not cover damage resutting from unauthorized modification, accident,
misuse or abuse. in no event shak we be ibie for incis or i damages (except In those
states that do notallow this exclusion o kmitation), Valid only in U.S.A, This warranty gives you specific legal rights and
you may also have other rights which vary from state to stale. Some states do not aflow the exclusion of incikdental or
consequential damages, so the above exclusions of limitations may not apply to you.

Send only the product to the address above. Send af correspondenice to Consumer Refations, Matted, inc., 333 Continental
BIvd., £l Segundo, California 50245-6012 U.S A. OF you may phoae us toll-free at 1-800-524-8697, Monday -- Friday, 8:00
a.m. -- 6:00 p.m. Eastern Time. Outside U.S.A_, see telephone directory for Matie! ksting.

Retain this address for future reference:
Mattel UK. Lid., Vanwall Business Park, Maidenhead SLE 4UB
Mattel Austrafia Ply., Lid., Richmond, Victoria 3121- Consumer Advisory Service 1800 800 812 (valid only it Austraiia).
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CONSUMER INFORMATION ELZIEE
YOU CANTELL FT'S MATTEL! CALL us toil-
Iree or write with any comments or questions
about cur products or service. Monday-Friday
8:00 a.m.-6:00 p.m. Eastern Tirme, Outside
U.S A, see tsiephone directory for Mattet
fisting.
Consurner Relations, Matted, Inc.
333 Contingrta! Bivd.
Ei Segundo, CA 30245 USA

1(800)524-TOYS

MATTY MATTEL™ toys
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e - U, JLET'SPEAY
2y  Fortune Round

o CONT NTS OBJECTOFTHE FORTUNEROUND: =
a2 ? aﬁ; 9 (ONTENTS =5 | Keep as many of yourtokens C'Spossibt o

4 1. To determine who plays fi
(1) Magic 8 ch Gome Board Iogelsrming o
(1 Maglc 8 %all Timer

‘ B(S} Maglc 8

38) Magic 8 Ball Mover Bases
‘«64) Magic 8 Ball Tokens - 8 Colors
 a88) Magic 8 Ball

. Fortune/Fate Cards - 4 Colors :
- lsstructions - : = Samp‘é An‘s‘\‘ﬂ =

gase-remove all contents from the package and
; compm@ them to the above list. if any of the tems are
“imissing. please call 1-800-524-TOYS,

tches the color of the space
TUNE portion of the card out

rfune chalienges dre always group play. Each player
icinate when the ballis pcssed to him or her.

Game boord:‘

b thsf ’rha Mag[c 8 Bailto sfc:rf the timer as soon as’r

Magic 8 Ball T_imer'

= o UsTend Si ‘
&b @ St IR FORYUNE chollenges begin with the player who draw”me ccrd
_ Magic 8 Baﬁ Cards = ... Thefistplayer must complete the challenge and then pass the

- Magic 8 Balltimer fo the next player. Each pigyer completes the:
* chalienge in turn. The challenge ends once the timer sounds, @

. playercannot think of an answer, repeats ain ‘answer, answers
» Place the Magic & Ball - . incotrectly or performs the physical challenge incomectly. The'
Timerin the middle of : ‘player who failed to meet the challenge forfeits a token, Al
the board. - forfeited fokens are placed in the center of?heboc:rd Pioy
Place all of the movers on ~ continues clockwise. Ko ekt
the Pink Magic 8 Bclstarf i b YHE COLORED MAGIC 8 BALL SPACES : :
space. ine round of play, the colored Mag Bc:l}sp ' cesof




the four points on the board gNe y'oQ immunity fo fOl’félfS“:fOT as
lang as you are on that space. You must participate inany

Fortune game played while you are on fhe space but are not n :

o dc:ngerof Losmg A foken.:
7. THEYELLOW MAGIC 8BALL SPACES

Inthe Fortune round of plcy, the yell ow Mcgzc 8 BQH spoces ot the
four Im‘erncﬂ comers on the bomd pm‘ one of your 'fokens i

“keep your token orffyou must forfen‘ your foken The Mcgrc 8 Bon
E w:ll dictate thefoken sfate, - o

] o remc:tmng) loses a chollenge he or she may take a chance and
S ask the Magic 8 Ballif they must forfeit the
token. If the Magic 8 Ball says no, they

he Magic 8 Ball says yes, they must

- playerin a single turn.
= Save it for ’rhe FATE round..

played in the Fate round. (See FoteRound lnsfrucﬂons#é)

10. The Fortune round ends when the first piayer reoches the Pink
Magic 8 Ball Start space. The fist player back automatically earns
back one of hisorher forfe;'fed i@kens Youdo no’r have foland
exactly on this space.. :

11. When the Fortune round ends, count your remolnlng tokens. The
player with the most fokens remorntng wins the Fortune round and
becomes the first Great 8 Potentate. If two piayers are tied with
the most remaining tokens, both must consult the Magic 8 Bail.

The player with the htghes’r number cznd posmve answer becomes
The Great 8 Pofen’ro’{e S AR e

: ; }:. ~Thewmnerof1‘he Fcrtune round lsfhe

- fist “Great 8 Pofeniate” —Gaome
master and kesper of the: Mcgﬁc 8 Bcﬂi

The object of the Fate round of play is to be the -
first player to win back all of your forfeited iokens

2. Eachplayerreturns to the Pink Magic 8 Bail Start space. In
the same play order (skipping the current Great 8 Potentate),
players consult the Magic 8 Ball and move the indicated
number of spaces.

3. Inthe Fate round, the Great 8 Potentate draws the

Fortune/Fate cards for all the other players and reads the FATE
portion of the ccud outloud, The Grecﬁ 8 Po’renfote fills the

other ployers To win bcck atoken,

NOTE: Fate chollenges are always individual play. Only the
player whose turn it is to win back a token is required to
complete the challenge.

. THE COLORED MAGIC 8’BALLSPACES

“May'win back a token?
». ‘Am|the next Great 8 Potentate?

You pick the question; the Magic 8 Ball determines your fate.
. MAGIC 8 BALL CARDS

in the Fate round of play, when the Great 8 Potentate draws a
Magic 8 Ball card instead of a Fortune/Fate card you moy
choose to ploy the card in one of two wcxys o

+ Oryoumay atfempt to unseat: The Grecﬁ 8 Po’rem‘cﬂe Before
the Great 8 Potentate draws acard, youmay pidy a
Magic 8 Balf card and consult the Magic 8 Ball ('Am1
the next Great 8 Potentate?™). The Mogzc 8 Ball
defermmes your fc’{e °

' Z.THE;\MNNER S FEN
The first player to win back all of their tokens
“winsthe game.







