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has the zebra charm. |

If there is a charm in the corresponding Gift Shop, you may take that charm.
Connect it to your bracelet if you wish, or just set it near you in sight of the |
other players.

If there are no charms left in the Gift Shop for that Destination, then you do |
not get to collect anything on this turn. |

As you travel around the globe collecting charms, try to remember that you

will need 4 charms of different colors in order to win. If you have a choice of |
colors when you take a charm, you will want to take a color that you do not
already have if it is available. NOTE: It is okay to have two of the same charm, |
since they are different colors.

Another way to collect a charm is to trade with another player—either by |
landing on a Trade Charms Space or by landing on a space that is already

occupied by another player. This means you can take a charm from any other |
player, but must give that player one of yours in return. Again, try to trade for a |
charm that is a color you do not already have.

WINNING

When you have 4 different-color charms—1 in each color of blue, purple, light |
pink and dark pink—then it is time to fly home. |

The first player to get back to her personal Home Space with the correct
charms wins! |

SPECIAL RULE FOR 4-PLAYER GAMES |

If you are playing a game with 4 players, you can have no more than 4 charms |
at a time. This means that if you collect a 5th charm, you must put one back in

its correct Destination Gift Shop. Remember to choose which one to put back |
based on the colors you need!
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Jet around the world, collecting keepsake charms from your travels. The first
player to collect charms of 4 different colors and get back home wins!

CONTENTS:

1 Exclusive Jet Die
4 Barbie® Movers
4 Charm Bracelets

16 Keepsake Charms
1 Globe Game Board
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LET’S GET READY!

Place the game board in the center of the playing area where all players can see it.

In the center of the board, there is a Gift Shop for each of the destinations you
can travel to in this game. Separate the tokens and place them in the
corresponding Gift Shop. There will be 2 tokens for each Gift Shop:

Africa = Zebra New York City = Statue of Liberty

Each player takes a Barbie® mover and a matching-color bracelet.

Place your mover on the matching-color heart-shaped gem. That is your
personal Home Space; you will start the game here, and it is also the space you
will need to get back to in order to win the game.

Wear your bracelet if you wish.

The player whose birthday is next goes first!

LET’S PLAY!

On your turn roll the die. Move your mover the number of spaces rolled along
the Flight Path.

If you roll the heart-shaped gem, it’s time to fly home. Move your mover to
your personal Home Space.

Some of the spaces on the Flight Path are Destination Spaces. These spaces
depict the charm that you can collect there. See “Collecting Charms.”

There are also special spaces on the Flight Path. When you land on one of
these spaces you get to:

Q Roll Again - Roll the die again and move as directed.

& 2 Trade Charms - Trade charms with any player if you wish; you choose
i the player and which charms are traded. You can also choose not to
trade. If no one has a charm, you do not get to trade.

Fly to Any Destination - Go to the Destination Space of your
choice. If a charm is available, you may collect it. See “Collecting
Charms.”

As you travel around the game board, you may land on a space that is already
occupied by another player. If this happens, you get to trade charms with that
player! Again, you choose which charms are traded, or you can choose not to
trade at all; it is up to you.

COLLECTING CHARMS

Whenever you land on a Destination Space, you have the opportunity to
collect a charm.

Each Destination Space has a corresponding Gift Shop in the center of the
game board; look for the matching charm image. Example: If you land on
Africa, which has an image of the zebra charm, look for the Gift Shop that also




