?AME INSTRUCTIONS For 2 to 4 Players

¥ ;8 1 - | - - B | L

o7 e | CHANCE OF A LIFETIME CIRCLE
i . . E%mgﬂiin*TJ | | ""‘“"'*‘_“_ TS ERe D T v 2l This is your chance to make the BIG DEAL or to sell your opportunities

e 4 i oy b ' | ey | for wild profits.
;g ~e2 ey E I T ECTRE AT Y ) | HOW TO ENTER: If you roll doubles or land on a Chance of a Lifetime
J  4CHIPS 1 PAWN $70.000 1 SCORING LADDER space you may move to the circle entrance. If you don’'t wish to enter.
P g e ey stay where you land. If you enter, it is still your turn.
§ N START : HOW TO MOVE. Roll the dice and move along the circle the number
~ Choose one player as bankg'._. This playis'r W”‘Itﬂke :_,._n;e ;‘r *231”*!?“0} f of spaces indicated. The numbers in the circle tell you how far you
m the Oppqrtumty CRIIS- Ve B&Chhp &yari ‘paﬁfn. Rt SO are from the BIG DEAL. You may continue rolling until you decide to
"""""" dder with pointer, and $70,000 cash. Make sure the scoring stop or until you land in the No Deal area. Carry out the instructions

are set at Start. All pawns are placed at the START corner. :

_ _ for the area on which you land.
. THE OBJECT. To be the first player to move into The Ritz by

THE BIG DEAL. If you manage to land exactly in the Big Deal

' e -*k:nmg"st&ps P __the ladder. Keep any opportunities you own and slide 3 steps up your ladder.
THE PLAY. On your turn roll both dice and move your pawn that Move your pawn to the START corner.
, wumber of spaces. Follow the instructions for the space ycu land on. As . *
i e mm by buying and se”ing opgortunities’ you may t;“y GOOD, BETTER, BEST DEALS. If_}’OU decide to StGp in any one of
. ¥ wynurlﬂddef whenever you wish. Each step is worth the these areas, sell all the opportunities you own to the bank for the deal
| R s e o | price, take back your chips, and move your pawn to the START corner.
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U YING OPPORTUNITIES
Wf-‘ﬂ an Opportunity that is not owned, you may

uy it if you want it, pay the bank the price shown on the space, receive |
card, and place a chip next to it to show you own it. You may oty

NO DEAL AREA. If you land in this area, your deal fell through. Follow
the instructions for the space on which you landed.

Bail Out Cash in your opportunities for the bail out price and move
your pawn to the START corner.

yties at any one time. If you do*'t want it, your turn D : o t
o R AN el ropping Steps If the space you land on says to drop one or two
wm””“"'es = _ sleps, slide the pointer on your ladder down that number of spaces
2 ELSE'S — THE RUTHLESS DEAL. If you iand on someone and move your pawn to the START corner. You get to keep any

ave chips, you may try to buy it from the owner
nge. Give the owner the Bail Out Price.

“with the highest number gets the op-
piace the owner's chip and receive the card. If
pS yOu money and the card. If you don't want

opportunities you own.

Lose the Works Give any opportunities you own to the bank, get no |
money, and move your pawn to the START corner.

NO OPPORTUNITIES. You can still try for the Big Deal, but if you
tand in the No Deal area, you could have to drop steps.

| REPLtMENT PIECES

~ CAN BE ORDERED DIRECTLY FROM LAKESIDE GAMES.
A | o e | 'CONSUMER SERVICE DEPARTMENT
e o] At 8 | | ~ LAKESIDE GAMES
~ MINNEAPOLIS, MINN 55436
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OPTION SPACES

The following spaces are optional. Try them if you dare. If
1o try, you must carry out the instructions all the way. |
TAKE A CHANCE. Roll the dice once only. If the total is anodd
number slide your pointer one step down your ladder. If the totat is
an even number move your pointer up one step. .
OPPORTUNITY KNOCKS., Good only if yOou Oown an oppOHU'nﬁ%;?ﬁ-"-. ‘

]
{

a card in the center of the board and call out odds or evens. Roll the
dice. If you match your call, you can sell the card to the bank for
Good Deal price or make another call and roll again. |f you match
again, you can sell the card for the Better Deal price or call and roll
once more. If you match again, sell the card for the Best Deal bri

you don’t make any one of your calls you must sell the card
the Bail Out price,

GOLDEN OPPORTUNITY. Roll the dice to establish a starting
number. Roll the dice again. If the second number is higher than t
first, slide up one step on your ladder. You can try again. This tip
the number you roll must be higher than your second
Keep going as often as you dare. If you roll the same or lows
previous one, drop down one step and end your turn.

POWER STRUGGLE. Land here and you may challenge an
Both of you roll the dice. Highest number slides one step 1
loser slides one step down. In case of a tie roll again.

STEP UP | BONUS. Slide one step up your ladder and‘
bonus from the bank. | e
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THE SCORING LADDER

Each step on the ladder will get you closer or further !

To slide up the ladder, you must either win steps or buy the
The value of each step is shown and to buy your v ay up.
pay the bank that-amount. You may buy steps up at any

the game, | < S

THE PITS. If you are uniucky en'ough to land in Th
for your luck to change. You can't get any lower_.‘.;‘

NO MONEY? If you run out of money, ydu caﬂ
Deal or to land on a Step Up, Take a Chance, Gol

THE RITZ. That's it. First player to move i



