drop one of these tiles Into the Chance for 3, 4 or 5 MATCHING
Space, explained in Rule 4., and the other mmh. line on e
Into your rack. Remember, two tiles do m or the hortzontal the vertical)
nambmmznhhnlMonh 5 ma tiles In a row in a diagonal or

dice, nor do they have 10 match each other, horizontal is a “Yahtzee™! Scoring for

jon is the same whether diagonal

4, CHANCE SPACE: If you do not want a specific tile or horizontal but the values vary according to
that the dice roll has determined for placement In the type of symbol and the length of the row,

r rack, then place this unwanted tile in the See the chart below. . .the same chart appears
ce Space . . .t Is the single space located st on sach score sheel. NOTE: It is possible that

# the base extension (see location of the Chance the same tile can be of 8 horizontal and

ce in the scoring examples on the cardboard diagonal combination.
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B. The Chance Space can be used for ONE TILE AT
A TIME ONLY. It must be EMPTY for you 1o use Enter each players scores for diagonal and
it! You empty the Chance Space by using the horizontal runs In the proper spaces on the
Chance Option, explained In Rule 5 score sheet.

5, THE CHANCE OPTION: when you roll J matching C. BACK BONUSES: after the dlagonal and
symbols or 4 matching symbols and you have a tile horizontal combinations have been
|nmm8“c' then you may use the Ddduplhoﬂnchﬂonus'"youhava7orm

Option, If you wish. Do this by removi the same kind of symboi in any location In your
the tile from the Chance Space and elther return | rack, then you quelify for a Rack Banus. Look at
to the center pile of tiles or drop it into any open the chart below, which also appears on the
window of your rack if it is now beneficial to your score sheel. 7 of a kind of any symbol gives you
scoring. Once X have exercised your Chance 50 ni“;ﬁ“'“‘:ﬁ’:‘m - gives gw:g
Option, you MUST lollow the standard procedurs more y
of placing one tile In your rack or in the now empty you 100 points. . .natice having more than 8 of
Chance for a roil of 3 matching symbois (as any symbol does not Increase your Rack Bonus,
oxplained in Rule 3, Section D., above} or of plac- It is possibie 1o score a rack bonus of 7 for one
ing two tiles In your rack or one of these tiles in the set of matching tiles and also one for 7 or 8 of
Chance Space and the other in the rack for a roll of enother set of matching tiles. . .for ""U"‘W{ a
4 matching symbols {(as explained in Rule 3., Sec- piayer m‘]ﬂmn‘m in his or her rack for
tion E, ).lll‘OﬁtANT.mnyouroﬂa & score of 50 points; he or she may also have §
matching s: s or 4 malching symbois and you balis in that same rack for a score of 70 points
have .?ﬂ. n Chance Space, you decids . « Ahis pt s Rack Bonus is 120 points, the
leomm"%muchomeowonmmh/ tota! of both! Enter RACK ]
keep thial same tile in your Chance Space, Then be each player's Rack | |
sure to foliow procedure of placing Bonus In the proper BONUS
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strategic ! is very impoctant. Taks a iook e &mz!::gm pﬂnﬁmemum
at tha charts on the score pad o determine the
vohuo of Corteln e Yol and enter the Sub Total in the
ing them in a way! position- on the score sheel. The player with the highest

7. Play continues as above with each player shaking round and is uo'uuodnlr‘;m).ﬂcn 93'05'5
the Mos and dropping B in tis of her tack. The BONUS. This Bonus is for winning each round
fOund 18 over whea evary rack 18 filled with only and Increases trom Round One to Round
15 tiles. It is possibie that al will not com- Throe. For example:

their racks al the same time , . If this ocours,
with uncomplated racks continue the winner of Round One gets a High Round
play until their racks are filled with 15 tiles - Bonus of 30 pol
un! are
Nn the winner of Round Two gets a High Round

the end of each round, scores are recorded and Bonus of 60 points
racks are emptied by dumping the tlles back in the the winner of Round Three gets a High Round
centar of the table, 50 a new round can begin, Bonus of 120 points
&Mmmwdm.nmmmum‘tﬂh 2 o =
symbol have bean used up during & IMPORTANT, If after scoring Uﬁ"
mmbma:pqumm horizontal combinations and t Rack
are forced Info choosing any other to play there is a tis for the highest score (the
instead. Sub T mwmm-m
awarded Round Bonusi
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HOW TO SCORE A ROUND: Space on score .-
1. Al the end of each round, the scorekseper starts total everyone's score for the round. For &
with the to his o her left and continues example of # round, please see
around 1o wusmmmm on cardboard box platform.
Option, binations- In column on the score sheet | HOW TO WIN THE GAME:
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g:um A Discard any Ules left in Chance Spaces In the | with the highest grand total wins the game! -
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