For 2-& Pliyers
AGES B and up

1. DBIECT:
The object of this game & to “succeed” by earning Fame (%), Happiness (W)
and Maoney ($). These are earned by poing through College and ococupations
like Farming and Big Business, What's most fun is this—you get to decide
your own secret “success formula.” The first player to achieve or exceed his
success formula wing the game.

2. EQUIPMENT COMSISTS OF:
A game board, a deck of Opportunity Cards, a deck of Experience Cards, &

playing pieces, | success pad, two dice and a pad of money.

3. THEOCCUPATION PATHS:
On the gameboard appear eight different Occupation Paths (including Col-
lege), in which Fame, Happiness and Money can be earned. During the game,
a player may enter as many different occupations as he wishes (Farming, Big
Business, etc.] in any order, and may go through a particular occupation as
often as desired. (Mote: An exception to this rule is that a player may go
through College only once.) A player earns fame points by landing on the
Spaces with the orange stars (%), happiness points by landing on the Spaces
with the red hearts (%), and $ bonuses and salary increases by landing on
the Spaces with the dollar signs ($). Some sccupations have mare opportunities
for earning fame, while others may be better for earning happiness or increasing
salory ar winning bonuses, ]



4.

YOUR SLIEEEES FDHMULA
Tour secret success formula 5 the number of fame, happiness and dallar

peines you must earn in erder o win, This cecal must always equal &0 points,
but you can divide these in any way you wish between fame, happiness and
money points. (31,000 equals | money point)  Fame, hoppiness and money
points are all rocghly equivalent to eoch other. Thot is, o happiness point is just
about as hard to eam a5 g fome poird, or $1,000 i money, aond wice versa

Each player is given a score sheet on which he must write down his Success
Formula before play beging, One formula s 25 good as any other formulka
as far as chances of winning are concerned, but each plyer must be cercain
that his farmula equals &0 points, Once written, a player's formula
should be concealed from other players by folding the flap
over it.

When only two are playing, a Success Formula of 100 points makes a good
game, For a shorter game, players can oreate a Success Formula totaling 30
ar 40 poins,

SCORING:

Fame Points are represented by I::l‘-:mgc stars on the playing board. When
a player lands on a Space which gives a certain number of %5, he writes this
number in the “&" column of his score sheet. Keep a running total, Each
time a player earns new stars, he adds chem to the s already carned, writing
down the new total and crossing out the old,

Happiness Points are represented by red hearts which are scored in the
"o calumn of the score sheet in the same manner as fame points.
Happiness points and fame points may not be sold or traded.

Money Points are the number of thousands of dollars in cash that a player



has on hand, Therefore, a player's money score at any tme is simply che
armaunt of money, In thousands, he has in his possession. For example: Any
surn of maoney fram F3000 e and including $5.9530 5 equal 1o 3 money
poins,
# Salary i3 nat cash, Sakary is che amount of money a player will collecr
from the banker when he passes Payday, Only after collecting his salary,
does this maney becomes part of his cash,
If, for example, a player has a Success Formula of $26,000, plus 15 stars, plus
I% hearts and if he has reached |5 stars or 19 hearts, he should continue to
add any addicional ones which he gers. It makes no difference if he exceads
any part oF parts of his Success Formula, for the game i won the moment
any player reaches or exceeds his entire formula, As an example: I, using
the above formula, a player has 2% stars and 50 heares, he wing the game as
saan as he has $26,000 or mare on hand—prowded, of course, that no ather
player attams his Success Formulo beforehand.

6. PREPARATION:

shuffle each deck separately {The yellow “Oppartunity Cards” and the
orange “Experience Cards”), and put them face down in the spaces printed
at the center of the board. Sort cut the play money by denominations.
Place one token for each player on the Payday Space. Give each player a
score sheet and a $1L.000 bill. Each player writes down his Success Formula,
Appoint one player to act as Banker. The Banker is in charge of the bank's
money and pays all Salaries and collects all bills, taxes, etc. If, however, the
Banker also wishes to be a player in the game, he must be careful to keep his
own money separate from the bank's,

® Throw the dice to determine which player will play first. Play passes to the
left throughout the game,

7. THE PLAY:

e Once each player has written his secret success formula, play
et beging, The players move their tokens clockwise around the
® outside track on the board, accarding 1o the throw of both
dice, However whenever moving through the inner accupation
paths only one die s threwn, Doubles do net entitle a
player to an extra turn.

® |fa player lands on a green Occupation Space he may enter the ocoupation's
inner path on his next turn if he can meet one of the requirements listed.

® |[fhe lands ona Space marked “Opportunity Knocks,” he draws a yellow Op-
portunity Card from the deck. Opportunity Cards should be read immedi-
ately for they may be used on the same turn on which they are drawn. 3



® i3 player binds ona purple Space, or a corner Space, he follows the printed
directions on the Space,
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8. ENTERING/MOVING THROUGH OCCUPATION PATHS:

To enter an Occupation path, a player must firsc lind on or move to the green
entrance Space by exact throw of the dice or by use of an Opportunity Card
or an Experience Card. [He does nothing furcher on that curn.) On his next
move he must meet one of the requirements listed on the entrance Space.
For example, if a player wishes to enter Exploring, he must give the Banker
54,000, unless he has an Engineering degree, or unless he has Prospecting
experience. (He would have che latter if he had compleced this occupation
at least once, previously.) A player who has completed an occupation never
has to pay an entrance fee for that same occupation during the remainder of
the game.
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On this same wrn, he THROWS ONE DIE ONLY AND MOVES THE IM-

DICATED NUMBER OF SPACES ALONG THE OCCUPATION PATH. He

continwes to throw one die on each turn begun on an ococupation's inner

path,

¢ |f a player cannot meet at least one requirement for an occupation, he
cannot enter and must continue arcund the cutside path. He need not
enter any occupation unless he has moved to its Entrance Space by means
af an Cpportunity Card. Then he must enter.

# Players should score all stars, hearts, and salary increases or decreases on
their score pads as they earn them.,

9., COMPLETEING OCCUPATIONS:
Te receive credic for completng an cccupation, a player must pass all che
way through its path, When completing any accupation (except Callege} he
checks off his Experience in the "Cocupation Record” column of his score
pad o the line for chat occupacion, The first ome he compleres a given ac-
cupation: he checks it under “lst” and collects ome Experience Card, the
secand dme under “2nd” and collects tweo Experience Cards, etc, The
licele arrows on the board remind players of this [the arrows do net count
a5 spaces), A player may go chrough an Oocupation pach as many times as
he wishes during the course of a game, but if he goes through the same one
more than three tmes, he 5 permicted to draw only three Experience
Cards each nme, 5



When completing College, a player does not draw an Experience Card,
instead he scores an automatic salary increase of $2,000, and selects a de-
gree as he leaves. If he is the first player o pass through Cellege, he selects
any degree from those offered, and checks it in the "Education” column of
his score pad. Each degree may be awarded only once. Thus, if he is the
second player to graduate from College, and che first graduate had selected
the Science Degree, his choice is limited to the remaining three. If he is the
fifth or sixth player to pass through College, he may not score any of the spe-
cialized degrees, but does score the regular College Degree and the normal
salary increase of $2.000. Any college degree, specialized or regular, may
be used for entering Big Business. A player selecting a degree in medicine
becomes a Doctor and has special advantages. He receives payments from
players who go to the Hospital; he does not have to pay when he lands on
the Hospital and may move out of cthis space on his next turn, [(Mote: If the
Doctor is instructed to go to the Hospital he must go even though he does
not fallow the instructions printed on the Space when he gets there.)

* Mo player may go to College more than once.

10. OPPORTUNITY CARDS:
These cards are used for moving 1o the

Entrance Space of the occupation specified. . S I Il
Every time a player lainds on a space marked OI—I"PI?!FII"[{NITI’
"Oppartunity Knocks,” he draws one card e T_E'ari:f

fram cthe top of the pile, Whenever a play-
er uses one of these cards, he moves in a
clockwise directon around the board. If he
passes Payday, he collects his current salary,




When a player draws an Oppartunity Card he may do one of three things
with . {1} He may use it immediately and move o the entrance Space of
the cocupation specified. (Whenever a player uses an Opportunity Card he
MUST recurn it face down to the bottam of the deck.) (2) He may save it
and use it later in place of one whaole turn of play. That &, a3 a substitute for
throwing the die or dice, I he saves i, he must keep it face up 3o that ather
players can see what opportunities he has, [3) He may sell it ac any tme to
anather player at any price agreed upen or may trade it ag will,

A player may use an Opportunity Card to move from any Space on an
inner path, ar from any Space on the outside track except the Hospical or
Unemployment, (Exception: A player holding the Doctor's Degres may use
an Opportunity Card to leave the Hospital) However, if he uses one while
on an Decupation path, he does not get credit for completing che accupa-
tian that he abandons, and he does not collect any Experience Cards.

If a player uses an Opportwnicy Card, he MUST, on his tern, enter the
occupatnon to which he has moved, Before using an Opporounity Card 2
player MUST be cercain he can meet one of che requirements printed on the
entrance Space of chis occupation, A plyer need not pay an entrance fee if
he can meet some other requirement, Mo entrance fee should ever be paid
except on the turn on which a player is actually going te enter an acoupa-
tian, (Note: A player cannot use an Oppartunity Card to move complecely
around the board to che same space fram which he starged,)

EXPERIEMNCE CARDS:

A phiver earns Experience Cards by com-
pleting occoupations or by landing on spe-
clal spaces in the Occupation paths, These
cards are saved and may be used in place of
throwing the die or dice an any turn, They
may be played while on cutside ar inside
Spaces, A player may buy, sell or trade his Experience Cards at any time
during the game,

Experience Cards cannot be used on che same ply on which they are
drawn because chey take the place of the throw of the die or dice, A player
may nat use them to keave either of the two penalty spaces (Hospital or Ln-
employment) unless he first pays che required Penalties, with che exception
of the Doctor, who may use an Experience Card to move from the Hospis
ral.

* A player may not use more than @MNE Experience Card on any one turn,
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12. BUMPING:
When a player lands on any space (except the Hospital or Unemplayment)
already occupied by anccher player on the outside path or the inside paths,
he “bumps” that player to the Unemployment Space or may bargain wich him
and collect a fee, or some other compensation, for letting him stay where
he is,

The player who is bumped or cannot make a bargain must go directly
to the Unemployment Space; that is, he does not pass Payday and does not
collect his salary. If he is on an Cocupation path, he does not get credit for
completing that occupation,

13. SALARIES:
A, player's salary is collected from the Bank each time he passes the Payday
Space. During the course of a game a player's starting salary of $1,000 will
increase. {The new amount is checked off on the score pad.) Salaries change
depending on what spaces are landed on in the various occupations. When
a player completes College he gets an automatic salary increase of $2,000.
¥When a player is instructed to increase his salary he does not collect any
money until he passes Payday. For example. if a player starts with $1,000



and earns a 1,000 increase, he places a checkmark alongside "$52,000" bt
dees not cellect chis amount until he passes Payday, IF he is lacer tald to cut
his salary in half, he erases the checkmark beside the 32,000 mark and uses
the check beside the 1,000 mark, ecc. A player’s sakary may not always be
in even chousands, in which case he writes in the exact amount, A player’s
salary never changes except when he lands on a space on which the word
“Salary” appears,

14. BANKRUPTCY:

13.

Ay player may declare "Bankruptey™ at any tme by turning in all of his cards
and cash and starting over again from che Payday Space with a $1,000-kill, a
F1L.000 starcing Salary, and a clear score pad, He may not change his Success
Farmula, bug in all other respects he starts over again,

A phayer must declare Bankruptey if he linds on a space requiring a pay-
ment he cannot make, However, he may first ory to ralse the necessary cash
by selling any Experience or Opportunicy Cards he might have, or by barrow-
ing frem other players,

RETIREMENT:

Recirement is a privilege earned by a player once he completes any one oc-
cupation 3 times, When a player earns chis privilege, he may on any turn
jexcept when his piece is in the Hospital or Unemployment or already on the
Wacation Space) go directly to the Vacation space without throwing the dice.
That is, he may, in place of doing anything else, move his piece to the corner
apace marked Wacation. He may do chis as often as he wishes. If he passes
FPayday, he collects his salary. Mote: Once on the Vacation Space, he must
follow the instructions printed on that space. The advantage of chis move is
the opportunity to move quickly around the board and collect salary and to
earn happiness points.

16. SPECIAL RULES NOTES:

Sometimes situations arise which are not directly covered by
the rules. Here are the most common:

A, IFa plaver is cold to lose V5 of his Fame when he has no fame paints—he
loses nothing,

B. Ifa player lands on "Shopping Spree” and chrows a "I1" and has $13,150
in cash, 10% of which is $1,313, he pays enly 1,300 as che smallest
change the Banker has is a $30. The Banker always takes the loss when
exact change cannat be made, °



.

Flayers may make any agreements with each other invelving selling, bor-
rowing, crading, etc, However, MO PLAYER MAY SELL, LOAN OR GIVE
AWAY, HIZ FAME POINTS, HIS HAFFINESS POINTS, OR HIS O-CCLUPA-
TION EXPERIEMCE, which he has accumulated on his score pad, Players
may buy, sell and crade Oppartunity and Experience Cards,

A player landing on the Stock Marker may, if he wishes, invest (put money
in the bank) his capical (cash on hand} in amounts of 3,000 or multiples
thereof, For example; A player who has in his possession $11,000 may
inwest, at once, $3,000, $6,000, or 9,000, This money 15 pur into the
Bank. If he has invested $3,000 (bought one block of stock) he raolls one
die ance and sells out for 31,000 times the number thrown, Thus, if he
redls a {3) he gers back from the Bank a toral of $5,000, If he rolls a (2} he
gets back only £2.000, etg, IF he has invested $6000 (bought two Blocks
of stack) he rells ene die owice, adds cogecher che amount shawn on each
rodl, and multiplies the cocal by 30000, Hence, if he rolls a (2) and a (&) he
gers back 38,000 an his $6,000 investment, 7 he invescs $3,000 he ralls
one die chree tmes and adds together che amount shown on each roll, exc,
However, a player must decide upon landing on the Steck Market just how
much he wishes to invest and put that money in the Bank before rolling
the die, Mo player is required co do anything on this space if he does not
wish ro.,

Any time a player is sent to the Hospital or Unemployment e must go
directly chere and he does MOT collect his salary, IF he i3 sent o either
of these places frem an Occupation path he does not get credic for com-
pleting that cccupation and does not draw any Experience Cards, When
a player gecs out of the Hospital or Unemployment spaces, he does not
return to the occupation from which he was sent, He can re-enter that
Oecupation path only by roll of the dice or the use of Experience ar Op-
partunity Cards,

A phyer who goes to the Moon does not collect his salary on the way out
because he does not pass over the Payday Space. Sorry, but this & the price
of adventure

If a player lands on the Unemployment space and fas no money (cash on
hand], he goes out free iImmediacely on his next turn, One half of nothing
is noching,

A player’s salary is not raised or lewered by any expenses he has during
the game, A player’s salary goes up or down only if $o instructed when
gaing through the various Ccocupation paths,



If a player lands on the space marked “Arc Gallery”™ and gives che Banker
F3,000 he rells one die and collects as many stars as are shown on the die,
If he gives the Banker $6,000, he rolls one die twice and 15 entitled 1o as
many stars 2% the total of the two ralls,

- When a player lands on “Yacht Harbor™ or "Statue in che Park,” he may

buy only one of these selections. He cannot combing any two ar three
of them, For example; He cannot pay 324,000 and receive 20 hearts at
the “Yacht Harbor”

The Banker, if he is alsa playing, must keep his own funds separate from
the Bank. He personally does not keep any fines or money, which should
g0 into che Bank,

Whenever the word "MAY™ appears an the gameboard, players are not
required to follow the directions unless they sa wish,
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17. PARTHERSHIP GAME:
This variation of che regular game can be played by two or three couples;
each couple is a parcnership and plays as a team. In this game the following
rules apply:

A,

B.

L

A single Success Formula of 120 points is used.

The “Salary Level” and “Experience Record” of each partner & scored
separately.

All fame, happiness and money points which are earned by either partner
are scored on one sheet against the same Success Formula.

. Money which is earned as well as Experience and Opportunity Cards

which are acquired are held by the partnership rather than by the individ-
val. Thus one partner may use the money, Experience and Opportunity
Cards earned by the other partner. Penalties are paid from the common
fund of the partners.
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