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Playset Game

Contents

1 “Btorybook” Game Board 8 Irem Cards: 4 Sugarplum Fairies & 4 Sceptres
L. Mouse King Mover 1 Gingerbread Village Card Holder

2 Mutcracker Movers 1 Palace: Tower, Dividing Wall & Base

2 Clara Movers 1 Die

Pleass remuove all compunents aod compare them o the conrene List, If any items are missing, please cafl
£-BO0.5 24 TOY S, Gurside the U8, please comsult voor relephone disectory for a listing of your focal Matred nffice.
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Let’s Get Started pace Up the path <QRE\ED\ frem Cards

1. Open che “storybook” ro reveal the Game Board and lay flac.

2. Snap the Dividing Wall into the Base of the Palace, then lower the Tower over the Dividing Wall and snap it into the Base
(see 1tustration).

3. Place the assembled Palace on the corresponding ourline at che top of the Game Board.

4. Slide the Gingerbread Village Card Holder onto either side of the Game Board frame as shown.

5. Place each of the 2 Nutcracker Movers in its own compartment in the Tower, leaving one compartment empry and facing out
the front door, and close door. The Nutcracker is now in the Dungeon (with the empty compartment representing the
invistble wall}!

6. Place the Mouse King on his Start Space next to the Palace,

7. Place both Clara Movers on the Clara Start Space.

8. 1 you are playing Level 1, set the Jrem Cards aside as you will not need chem. If you are playing Level 2, shuffle the Trem
Cards and place them in the Gingerbread Village Card Holder,



Level #1: Dance of Colours
OBJECT: Be the first Player to rescue the Nutcracker from the Dungeon!

LET’S PLAY!

1. Each Player chooses a Chara Mover. 4. ¥ you lind on a Locket Space, you must move the Mouse King! Roll the Die

2. The youngest Player goes first. again and move lim down the pach to the next space of the same colour.

3.1 3s your turm, roll the Die and move vour Clara Mover up the path tothe NOTE: I the Mouse King reaches the Clara Scart Space before the end of the
next space with the matching colour. game, he curns atound and moves back up the path.

NOTE: Players may NOT share a space. If your roll causes you to land on 5. Bewarel If you land on the same space a5 the Mouse King—or he lands on
an accupied space, you get to leap over that Player's Mover and aodon the your space-—you lose your next urn {your apponent gets to go twice ina
NEXT space of the same colour. fow)!
6. The fisst Player to reach the Dungeon Key Space rotaces the comparement
and opens the door to reveal the Nutcracker...you have sescued him from the
Mouse King and won the game!

Level #2: Dance of Numbers
OBJECT: Be the first Player to rescue the Nutcracker and then defeat the Mouse King!

LET’S PLAY!

1 Each Player chooses a Clara Mover. Nutcracker! Rorate the compartment

2. The youngest Player goes first. once in either direction {right or left)

3. I its your curn, roll the Die and move your Clara Mover up the pach that and open the door w reveal 2
rumber of spaces. Nutcracker Mover,

NOTE: Players may NOT share a space. If your roll cavses youto land o # I the Nutcracker revealed DOES NOT match the baw colour of your Clara
an occupied space, you get 0 leap over that Player's Moverand land onthe  Mover, you have not rescued him and have to wait on the Dungeon Key

NEXT available space. However, Players may share the Dungeon Key Space until your nexe i to try again. Rotate the compartment back so that
Space since it represents all colouss. the empty compartment is facing out and close the door.
4. Hyou land on a Locket Space, take an Teem Card, If your card is a... # 1 the Nutcracker revealed DOES match the base colour of your Clara Mover,

MOUSE KING'S EVIL SCEPTRE CARD: Rall che Die hooray! You have rescued the Nuteracker from the Dungeon! Take him out

, again and move the Mouse King that number of spaces. The - and attach him to your Clara Mover as shown. Clara and the Nutcracker are
f@ Mouse King may be moved in any direction up or down the ow united and, starting on your next
- path, bu, remember, if he shares a space wich a Clara Mover, carn, will move together for the rest of
that Player {oses a turn. the game. You also 6L 10 move inany
SUGARPLUM FAIRY CARD: Roll the Die again and im:amm up or down che path,
move your Clara Mover chat number of spaces. Don't forget, 6. On(e you Tave rescued the \Eutu,xckcr and united your Movers, vour gaal is

if you land o anocher Locket Space, you ger to to defeat the Mouse King by landing on the same space he oceupies—or

take another Card, and if you kand on a space that is occupied  moving him to your space,

by the Mouse King, you Jose a trn! Remember: Only 1 Player with a united Clara-and-Nutcracker Mover can
st DOnE with & card? Replace it ar the back of the pile when defeat the Mouse King.

vous are finished following its disection. 7. The first Player o defeat the Mouse King wins!

3. If you land on the Dungeon Key Space, you get o try to rescue the
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