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CONTEMNTS:

1 Elescironic Safe
4 Aegeant Mowers

1 G Mosoan

1 [ Mivar

13 ol Cands

& Booby Trap Ties
B Top Secret Ties
£ [Hce

It it

BACKGROUND

Deep within the confines of the EGC (Evil Guy Complex) resides
The Safe. A wonder of engineering protected by the very bedrock
of the earth and guarded by a salid steel door sikteen-feet thick
The Safe holds plans for the EGO Evil Guy Dperations) and it is
your team of Agents job (o retrieve these documents,
Linfortunately, while infiltrating the EGC you've activated The
Safe's self-destruct mechanism, Youwr team now has 30 minutes o
find the: four Safe Keys hidden within the EGC, If the keys can be
found snd placed in the Safe’s lock, the timer will be stopped and
your mission gccomplished. Remembes, everyone wins or loses
together sa it is imperative that you work 85 a team

MISSION OBJECTIVE
Fimd the four hidden keys, return to the Start/Finish Room and
stop the clock within 30 minutes or less

MISSION BRIEFING:

This game is unfike anything you have ever played so it s
impoetant that you read completely through the instructions
before you begin. Doing this will make your game-playing
expenience much maore enjoyabie




SET UP "

7

(1

@ shuinie the Toal Carss

16

ﬂ Sel ihe Electionic Sale Linwesr and place iLin the midde of ihe

Erch player salacts an Agant ond placaes
1L i thee carmer al 1he StandFinsh Boom

Floce e red Tog Secrel Tiles and
e Boohby Trap Tiles face dawn and
shudlle them, Once e les ane
shuflled youmay rol ook at hem

Floce a red Top Secrel Tile lace
derr i esch aof the roame
oullined i red

Flace a Boaby Trap Tile foce
denm an Lap of ssch red Top
Secrel Tie

feicaplt for the Robal card)
nred dleal them lace up Lo
sach player

Place the Guaed a1 his Desk and the
Dog in the Dog Kennel

m. When yod'ra raady b play, sta thea times

e Blue Agant goes Hirst and play movas
ciockwiss The Agem who moves lasl gets the

Sl Finish Room. [Ses below bor selling fimer) Fabok cand,

THE SAFE

1. Turm the Start/Stop dial dockwise 10 power up the Sale

. The displyy screen will flash “50
3, Press the Play bulton in start the timaer
i The timar courfs down n one-mincis incremens. Each

tme i minuke passes the timar wil omié an sudisle beep
= The timer will beep twice 10 indicate avery S minutes

. Thee final mime wil be counted down in secands. & single beeps
will b hieard for mach second and o double beep n the st ten
L\ wia] e L

&, If tha timer is siopped befom Bma s up, o vickory sound will be

tazarct. H Rimee mures oot, o defeat sourd el be played

Garme Fominders
Thea 10-sided de moves iha Agents # it
Thsa six-shad e moves the Guard and the Dog

Wé'hien the CGuastd and Dog ona in |:|-I|:I:|| ||1I.=t}' maa firsd than .H 3
Ihe -EI!;&I"E'E- |

INSIDE THE EGC
Cleay Leam, pay ollenibion. |nomder 1o accoemplah your misson and s ihe game you must work ingether in light ol the
foct, thers ane o kew things you nesd 1o Krow.

MONVING YOUR AGENT

= Rl thee loige 10-sided die and move yout agent thel number of spaces. You may move inary direcbion, bul you may
il it direclions in Dhe middle of your mose, 5ol you mll a sis, you con'l maye forsand Deo spaoes
and back four

= Woul donot need dnescact moll Lo ged inko o room

= T or mrare Agenils may share Lhe same space

= Oince youl eles o room, sl movement siops for thal turne This includes 1he StanFinmsh Room,

= Al Secrel Passages are comecied. Onee you go tlieowgh a Secret Passage your mose IS oder.

= { you rol the "unlock” symibol and
you'te nol n Jail. you don® move.
= ¥ioai may choorse fol lo move bul you must sbways ol the dice

= Players may perfonm mane than one aclion perlum. For exampls, youmey ol both dice and move, pass a cond, revenl
and deable a lrap, ele

TOOLE

The EGC is a dangefous place lled wilh nosly surpeises desigined 1o make an Agent's jab diflicu® il not impossibbe,

To bl you, we have given you Lhe Took feards) 1o deal with airy siustion you mighl @ncounter Some of he Tool Cands
frelp you disanm Booby Traps and some help you in oller woys.

DISARMING BOOBY TRAPS
Wiou may play o Tool Cand &l any Lire on your turn o dessrm a Boolby Trag i you are mibe sarme room as the rap and
you hawe e cormecl cand

= Oince youl himde disarmed a Booby Trap you may g over the Top Secret Tike below i
= Each Tool Cand can be used only once ina game. Alter you use the Toal Cad, place il m a descand pile.

The Tools thal disarm Booby Traps are:
=t

Thea Gas Mnsk Pralects you from the Poisan Gas

r

Bug Spray Eliminates. the Killar Dees

"1"5"

MNetlrndzes (he Heal Sensor

e
%

sy
_‘.

WWire Cuniters Culs the Baresd 'Wins

Ty

A

Deflection kirmar 'ﬁ::: Deeflects e Laser b

Opens the Glass Cose

Robat Desfeats. thes Rireg al Firs

@ b

|See nexd pade)



THE ROBOT
The Robot i yaur faittiul machanical sidelkick and one al the most impardant tooks ot your disposal. IF yau have the
Frobot card you may use @ b pess one Tool Cand 40 another plager on your ium

+ i you use the Hobaot to disarm the Ring of Fire, the Hobot u-dn-:l.rn:,rn:llrd
may not be wsed again in the game,

+ Once you pass the Robat, @ stays sath thet FJ:l:,lnr until & is used noain

+ You ey pass jusk the Rotal without semding o Tool Caed with f

¢ YWou mery nat send ar meceivie 1he Robot iF you am in dail

Some Tool Cards do not disarm Booby Traps but have other helphul mses:

Talephons Sencds Guard binck 1o his Desk
ﬁ Bone Sends the Dog back 10 his Kenned
'
g Fadio Jemmer o Moves the Guard BACEWARDS tha numiber of spaces you moll on the Guard Tiog die
Dag Whistle - Moves the Dog BACKWARDS the number you rall an the GuardiDag die,
? Jdet Boasd |t o doukle your roll an that ben

: ii| Lock Pick Opens the Jad

BOOBY TRAP TILES

Thesa nasty sunpeses refered 1o above

+ Once you erter &omorm yau mey flip oeer any Boohy Trap Tie bt & still face down
You must defest the trap belare you can lig aver the Top Secned Tile bolow &

¢ fifter fippng over o Booby Trap, you moy lesws the moom an your nest furm anc reburn biter aor o
difrreng Aqem may come into deamm that Boaby 'F|:||:|.

Thee HDDI:I]I 'I'rap: ares

w O = -
r% g C o - Vs’ >
Killer Bows Bartsea Wins Glass Cass |. ey Wik Ring of Fre Heal Sermar Pomaon Gas

SO Paund Weight -
This does not require a Tool Card ks you most have
tw Agenis n the mom o deable €.

TOP SECRET TILES
Cimcn you hove dsarmed & Hooby Trap Tile with a Tool Card you may fip aver the Top Secnet Tike balow &, 8 the Tileis a
iy, pir.k it up and plce i imfroang of you Leave of other Secrel Tiles in place onthe board, Them am 8 Top Secret Ties:

]

-4 I'I.-:,l Tiles L Thess lles ane used to slap the Sale Counldown
(. '
——
.E .E Sl Pm- Tlh": Wou mery 9o fooor fromi the rooms wih these Top Secmed Tikes o
either ol the Secmt Passage rooms.
g 1 Zaun Tile IF Ahi ik 15 turmed oyer amgona inthe room is sturmed and
lomes Fhweir mesd B,
1 Empt]' Bax | This is a tile that congnins nothng ” 1I'!-
] :Fﬂ‘ ~u]
GLARD AND DOG ¥
The Giaiard and the Dog preekde secundy inthe EGE and they are atways & theat Eo forl your mission, .ﬂ
1 LY
+ I the Guard k= al his Desk and you roll the Guard symbaol on the I St
10-micded die. thie Gunnd wankes up and s placed ¥ L]
o Lhe "Guard fwake” space mmediately miside his Desk

Cim Ehe el pdanger's roll, the Gisard begins be move inife directon of the anroe thal says " Guard®
+ & player carneg be caught f thae Guard and Dog @ m their Avwale space, or the player is in the Ot al fall spoce
+ IF tha Guard 15 almeady nwnlos and yau mll the Guard symbaol, the Guard goes back bo his Cosk
+ I the Dog is in @5 Kannel and you moll the Dog
o the 10.sided die, the Dog waltes up and is placed on the
*Diog fwake” space mmediately culside the Kenna
Cim b met pdagor's rofl the [og begins (o mose intha deection of tha armow that says "Dog”
+ [ tha Dog s already awake and you mll the Dog symbal, the Dog poes back to his Eemnal
+ The Guard and Cog MUST move fest,
+ The Guord and Dog always moee indhe direction af their marked armows, unless thay are sent E
backwards by one of the Tool Cands
+ The Guaed and 1he Dog comnol see or smed irside roams,

o
i1

+ If you are in1he samae comidor as the Guand, be "sees® you '.-_ ?Tﬁ.._.' Wi}
and you ga immendisiedy fo dail, The Guard does nat bave o be E O A O . il NN |
facing you 1o “see” yowe bust being in the same comidor *
with the Guard & enough in be caumghe . |

~ @ =
o iz o
r ¥ f t 4
+ If youl are wathin sx spaces of the Oog, n either diection, he "smelk” youand you oo
immediataly 1o lad The Deg fnds you even if you am amound the comes fom i T .

— T g TE5]
+ I an &pent is in range of the Guard and the Dog after the Guard and Dog are moved, the &gent is sert to Jail
+ If, on your mows, you pass through the Guand's or Dog's range yow ane caughl




JRIL
I yess aew in Jail:
v o LUl ol Eath dice whien rlh':-}'ﬂl..l' Lieny e e e Guand and Dﬂg il "‘El_ﬁ' e ol
o (11 iy Mol s Or rafeius e BRobad o s vy gl Tood Card 'E-IIG'EFI'IH'H Liack Fick,

There are thresa ways bo gel out of Jail

Ench of these will rehaasa sl the Agants In Jail

(I o afe rekased, moee to e 2ol al 2eil Gpace.

« I yomi foll e “Unibock™ symbiol on the 10-sided dis. Your wim b then over, m

~ Uging the Lock Plok Tool Cand, Afler you wse the card yous L is ower, Yol may only ek the ok from irside the Jal
« [T arsather player entars one of U lall Reloase rocms. any Aoents i e sl are automatically released.

WINNING THE AME
Wil yodl e uncovered all four Kays, maks your way Dack 1o the San/Fntsh Room,

« Bl Ageris must be e SErUTinkah Room Before you mserl your keys into the Sate
v Once all e Agents are in e SUiFinial Room, irsam your kays and iwm
Uhe dial couber Clockwiss 1o siog the courdon.

« W poun Gan uncieer Uhe Four Keys and stop the coumidossn belone Time mins o, your 12am wins!

PLAY NG WITH LESS THAN FOUR
Wil the game plays best with bour phayars you can S0l have o greal game with 1hes or o,

Thras Phayers-Each ployer chiooaes an Ageni and the Sate tinser is sat el 22 minotes.
Tt Players-Each player choosas on Agenl and the Sole Demer is 52 at 15 minutas,

Changing the Tirme
1. Turn the Start/Step dial clockwise to power up the Sale.
2 The display screen will Flash "30°

3. Prerssing the Progrom button wil cycke you thecugh your Ume choloes: 15, 22 and 30 mindes
Prers thie Play bubton to star the timer wisn you iowe made your choica

Tirmasr Motes

« IT 1he et s ot staned of programimesd witlin Teo minuces of Deng wmed on, iU il m off, Te restar 1he lmes um
the Star' 5o disl L the Sop position ond Dhssn ek i e Start posilon.

v e Dl limed io staned it canmob s paissd o progranmead

= o chenige the kgl of & gams in progress you must stop end restst e tmer,

« During the Victory o Defest sounds, you may press eilar tha Play Butben, the Program Buton o um (he S1atiSiop
oAl 1o sbop the musc and turn the uhi ofl.

This garre unit requires 3 AR batteries.

Cen e batbery compartmesil door on the Back of the il usiig @ screwdriver,

I LZD Screen of Souned |e wank, eplocs the Daflakes.

* Replace batteries o shovdm. Batch direction of "+ and =" keaninals.
= Clorss the Dedbery compaitnent and feplaca the sce
« Fof larger life. whe orly alkaline balterias.

BATTERY SAFETY INFORMATION
Balteries may leak fuids Fal can cause 4 chemical bum irjury of

Fuin your iy {product). Te avoid ballary nakage: _

+ D ot it old and mew batleses or balleres of dfarent lypes:
ahabne, standard (carbon-zing) of rechargestle (rckek-cadmium). -k
Rechargeable baltaries are 1o be removed fam the Loy belone Y
baing charged (il deaigred 1o be remavable), . T

+ Irmar balteries ms indicaled inside fe batlsry compariment. - =

» Da ot mix akaline, standard {casbor-zirg), of rechargeabie (nickel-cadmism) baltares, *

+ Ramona batlenes during long pescds ol rar-use, u |

Abwitys remmove extalsied batleres Tram the oy (product). 1

- Ditposs of batleries sataly. Do not disposs of baterias in 8 Bre. e
Thee batieries may sxpode or leak. E
Menes shorl-cincuil the batiery larminats, i

Lise only baieries ol he same of equivalent iype, & recommearnded,

D riot chiarge fon-echarpeatle batlsres.

Remawe rechargeable batlerdes Irom the toy {prodic) belon

IF remenvabis, recharpestie balleries ans ussd they ane cnly 1o e

charged under adull suparvision.




