' SETTING UP \g

« Insert a yellow peg into each hole on the game
bard. Push into hole from top side of

the board (maze up) until peg pops into the hole
(with fat side of peg up).

« Ensure all pegs are in their UP position
Make it easy by flipping each plastic board piece
over (maze down) and pressing down on all
yellow pegs so they pop UP on the other side.
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+ Place a full-set of 16 blue ghost tokens
near the game boar

from the deck and place them in the box
(unless playing Arcade Mode or starting Level 2).

uffle the remaining m face-down

CHODSING CHARACT ERS:
+ Each player will tak s PAC-MAN.
« Roll the dice to see who plays as PAC-MAN first. The highest number goes first
« The remaining players will decide who controls which ghosts:
FOR EXAMPLE:

« 2 player game — one player controls all 4 ghosts (the other player is PAC-MAN).

+ 3 player game — each player controls 2 ghosts.

+ 4 player game — one player controls 2 ghosts, and the other two players each control 1 ghost
« 5 player game — each ghost player controls 1 ghost.
« Ghost players place their respective colored Ghost Eyes Tokens in front of them.
NOW YOU'RE READY TO PLAY!
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DEJECT OF THE GAME ;

Take turns playing as PAC-MAN while the other players work together playing as
the ghosts trying to catch him.

Move PAC-MAN around the maze collecting Pac-Dots and earning points.

After each player takes a turn as PAC-MAN, the one with the highest score wins!

HOW TO PLAY

PAC-MAN has 1 lfe in this game.

PAC-MAN will gain points by collecting all the Pac-Dots in each section of the maze.
Complete all four sections to complete the level. PAC-MAN and the ghosts take turns
moving.

HERE’S HOW:

Players take turns moving as their characters. PAC-MAN goes first:

1. PAC-MAN rolls the 3 yellow dice. Add up their value and move that
number of spaces in the maze. Each Pac-Dot (yellow peg),
Power Pellet, and greyed out circle on the maze is one space

2. PAC-MAN may move forward, backwards, up, and down through the
maze. He may move back and forth multiple times between
spaces if he wishes. He just needs to move the number of spaces
rolled. If he lands on a ghost, PAC-MAN's game is over - unless he
has eaten a Power Pellet (more on Power Pellets later).
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As PAC-MAN moves over a Pac-Dot in its UP position, the player must press that peg
down flat. This signifies that PAC-MAN has collected that Pac-Dot.

The GHOSTS now take their turn chasing him:

1. The Ghost players flip over the top
Ghost card in the deck.

2. Each Ghost card shows the turn order
that the ghosts must take (starting from
the top and going to the bottom).

Each ghost has a number that indicates
the number of spaces it must move.

3. Ghosts may move forward, backward, up,
and down — but must move in a continuous
direction. Ghosts may not suddenly go in reverse back to the last space it just moved from.
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Ghosts may collaborate and discuss their moves, but once a ghost pawn is moved,
its turn is over.

5. If a Fruit Card is drawn, then place a fruit token on PAC-MAN's
start space. PAC-MAN may eat this for bonus points. Then draw
another Ghost Card for the ghosts' turn.

Always place the cherries token first. When this is eaten, place the
strawberry token next. Then when eaten, place the orange token
last. Each fruit increases in value (see Scoring — Bonus Fruit).

If you draw a fruit token card but all the fruit tokens have been
eaten, or there is already a fruit token on the maze, then discard
this card and draw another for the ghosts’ turn.

Play continues until either PAC-MAN collects all the Pac-Dots on the board and
completes the level or is caught by a ghost.

Movement Rules:

+ When starting a game, Blinky (red ghost) must move first so the other ghosts can
leave the ghost cage and enter the maze. So, if Blinky is not the first ghost to move
on the first card drawn, then the ghosts that appear before him lose their turn since
they cannot move out of the cage.

+ Ghosts cannot move through other ghost pawns.

« If a ghost cannot move the total of their assigned movement, they move as far as they
can, and then their turn ends.

+ When a Ghost Eyes Token enters the ghost cage, that ghost's movement immediately
ends, and their turn is over. The Ghost Eyes Token is replaced by the ghost pawn and
then waits in the ghost cage until the next turn.

« The TUNNEL connects the left and right sides of the game board. When a player
moves their pawn through the TUNNEL, the pawn continues its movement on the
other side of the board.

POWER PELLETS & EATING GHOSTS:
When PAC-MAN eats a Power Pellet he becomes energized and may now eat ghosts
and score points for a limited time.

ACTIVATING A POWER PELLET:

1. When PAC-MAN moves onto a Power Pellet, his movement ends
immediately, but his turn continues. He now gets a chance to eat
ghosts for the next 3 rolls

2. First, flip the Power Pellet token over to display the gray circle
undemeath. (see left)

3. Now PAC-MAN gets 3 moves. Roll 1 yellow die and then move
that number of spaces. Then, roll the second yellow die and
move. Finally, roll the third die and move. During this movement,

PAC-MAN may eat ghosts, turing them into ghost eyes that must return to their ghost

cage to regenerate back into a ghost.

4. When PAC-MAN finishes his 3 rolls, he can no longer eat ghosts (until he eats
another Power Pellet). PAC-MAN's tun s over, and the ghosts now take their tum
chasing him once again.

EATING GHOSTS:

If an energized PAC-MAN moves through a ghost, that ghost is eaten. Three things occur:
1. Swap that ghost pawn with its corresponding ghost eyes token (matching color).
A Ghost Eyes Token acts like a pawn and must use its upcoming moves to travel back
to the ghost cage to regenerate into a ghost before it can start chasing PAC-MAN
again. Ghost Eyes can move through other players and other players can move
through them until they respawn in the ghost cage.
2. When a ghost is eaten, the PAC-MAN player collects a Blue Ghost
Token and places it in his score pile. Each Blue Ghost Token is
worth 200 points!
3. PAC-MAN continues moving to complete the amount on their die roll.

If PAC-MAN ends his Power Pellet die movement on a ghost, that ghost is eaten, and the
ghost pawn is then removed from the board and replaced with s corresponding Ghost
Eyes Token that is placed underneath PAC-MAN

BONUS FRUIT:

To eat a fruit token, PAC-MAN will move over it on the game board,
and not land on it like a space on the maze.

200 Points {‘jj

100 Points 500 Points

COMPLETING SECTIONS OF THE MAZE TO SCORE:

When PAC-MAN has collected all the Pac-Dots in one

° Ll section, or comer quadrant, of the plastic board, the

LAV RECSLUE  PAC-MAN player collects a mini-board token of that section as
areward and places it in his score pile. It is worth 800 points!
If a player clears all 4 sections, they ear all 4 mini-board
tokens for a total of 3,200 points!

LINLLOI SEERLAEW 11 PAC-MAN does not clear a quadrant, they do not eam that
board token

ALTERNATE WAY TO SCORE:

Arcade purists may still want to count the Pac-Dots you collect in addition to scoring
above. In this event, count each Pac-Dot as 40 points, and see how many points they
eamed throughout the course of a game.

COMPLETING THE MAZE:

If PAC-MAN successfully collects all the Pac-Dots and clears the board then he advances

to level 2!

« The PAC-MAN player adds up all the points they collected in Level 1 and writes them
down on the High Score note pad, then returns all the tokens they've collected back to
their starting places around the board



+ Add the (5) Yellow Ghost cards to the Ghost Deck and reshuffle. These cards will make
the ghosts a little bit faster than Level 1 when drawn. 3¢

« Reset the Maze and pop all the yellow pegs into the UP position. Place all the Pﬂc—“n" T IpS_’
character pawns in their starting positions. Flip over any Power Pellets to their starting
positions.

+ Begin Level 2 just as you did Level 1 with PAC-MAN going first. Continue playing until
PAC-MAN clears the board or is caught by a ghost. If PAC-MAN continues to clear
levels, keep resetting the board and start the next level until PAC-MAN is caught.
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Don't forget PAG-MAN only has 1 life in this game. Once a ghost catches PAC-MAN,
the game is over.

GAME OVER

2. PAC-MAN only eans points for the yellow pegs that he eats in each completed comer
of the plastic game board.

3. Work on clearing all the yellow pegs in one comer of the board before moving on to
other comers.

4. Use your Power Pellets wisely. After eating a Power Pellet, you may want to focus
on collecting Pac-Dots instead of chasing ghosts, to help clear a comer, or finish the level.

When a ghost lands on PAC-MAN, he has caught him,
and the game is over. 100 Points @ Questions or Comments?
buogamescn
« Add up all the PAC-MAN player's points: Bonus Fruit phone.855.8954290 Mondlay - Frday S5 EST
Ghost tokens, fruit tokens, mini-board pieces, etc., r
e g PLAY ARCADE MODE.
B Fruit
« Reset the Maze and pop all the yellow pegs into the onus Frull
UP position to start a new game. 500 Points Now you have 3 lives as PAC-MAN.
+ Now place all the character pawns in their starting Bonus Fruit When setting up, place 2 PAC-MAN life tokens under the maze game board to
positions. Reshuffle the Ghost cards and place indicate how many additional lives Pac-Man has in the current game.
face-down. 200 Points
Gobble Add the (5) Yellow Level 2 Ghost cards to the Ghost Deck and reshuffle. These
« The next player starts as PAC-MAN. To decide who Blue Ghost ;
P it b cards will make the ghosts a ltte bit faster than Level 1 when drawn.
has not been PAC-MAN yet. 800 Points Begin and play the game as normal with the following differences:
S5l Vini-Boar
END OF THE GAME Token + If a ghost catches PAC-MAN, he loses a life and must now play one of his CONTENTS
B 20 o additional lives. Remove one of PAC-MAN's life tokens from the board to 1 Maze Gare Board (5 arts)
After each player has had a tum playing as PAC-MAN, Complate i EETE, 1 Electronic PAC-MAN Pawn
the player that had the highest score is the winner! B. Mini-Board 4 Ghost Pawns: Blinky, Pinky
« Reset all the ghost and PAC-MAN pawns to their starting positions on the i

CHARACTER / NICKNAME Inky, and Clyde

40 Ghost Cards:
(35) Level 1 Ghost Cards
(5) Level 2 Ghost Cards

maze to start PAC-MAN'’s next life. Keep the Pac-Dots as they are and continue
playing on the same board.

. . . . .o .o .o + When PAC-MAN loses his last life, the game is over. The Pac-Man player adds - SPEEDY PPINKY”
STRATEGIES AND TIPS P s pontsfor the game and adds 10 the g Score note pad - Fhony T

ce 4 Power Pellet Tokens
: 4 Scoring Pieces
»e ” 3 PAC-MAN Life Tokens
M -pokey CLYDE 3 Yellow PAC-MAN Dice
3 Fruit Tokens
3 1.5V AG13/LR44 batteries

. : ET] n 5 ‘ (Already inserted into PAC-MAN)

1 High Score Note Pad
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1. Remember that the ghosts are a team. Try to move your ghost so that the other ghosts
do not get blocked or forced to take long paths through the maze to reach their goal.
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To install batteries please insert a pen tip or
paperclip into the hole located on the front of A
PAC-MAN. Press the tab to release the battery A WARNING
door/base.

Contains button or coin ¢
R

INSERT COIN

2. When possible, move your ghost not just where PAC-MAN is, but where you think
PAC-MAN will be on his next turn!

Important: Install batteries with polarity (+/-)

matching the markings on PAC-MAN.

(3 x 1.5V AG13/LR44 button cell batteries are already inserted into PAC-MAN).
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