
RULES OF PLAY 

ALF® i s t r y i n g t o f i n d h i s " o l ' b u d d y " Lucky t he ca t , so t ha t he c a n take h i m o u t fo r l u n c h . Mrs . 
O c h m o n e k , t h e ne ighbo r , h a s c o m e over t o b o r r o w a c u p o f f lour , a n d i s n o s i n g t h r o u g h the w h o l e 
h o u s e . C a n y o u he lp ALF® avo id Mrs . O c h m o n e k a n d f i n d L u c k y ? 

C O N T E N T S 
1 G a m e B o a r d 
2 D i ce 
5 Pawn B a s e s 
5 C h a r a c t e r P a w n s - 1 Mrs . O c h m o n e k p a w n 

4 ALF® p a w n s (1 e a c h of ALF® on a red , b lue, g reen , a n d y e l l o w b a c k g r o u n d ) 

O B J E C T O F T H E G A M E 
To take Lucky to l u n c h by b e i n g t he f i rs t p layer to t ravel t h r o u g h t h e 
h o u s e a n d l and o n t he LUCKY s p a c e . 

S E T T I N G U P T H E G A M E 
1 . Put t o g e t h e r t he c h a r a c t e r p a w n s by s l i d i n g t he c h a r a c t e r p i c t u r e s 
i n to the p l a s t i c b a s e s . (See I l lustrat ion) 

2 . E a c h p layer c h o o s e s a n ALF® p a w n a n d p l a c e s t he p a w n o n t h e 
A L F ® "START" s p a c e . 

3 . T h e Mrs . O c h m o n e k p a w n i s p l a c e d on t he s p a c e w i t h her p i c tu re . 

4 . T h e y o u n g e s t p layer g o e s f i rs t . Play t h e n p a s s e s to t he le f t , c l ock ­
w i s e a r o u n d the b o a r d . 

P L A Y I N G T H E G A M E 
1 . Du r ing you r tu rn you m u s t rol l b o t h d ice , and move you r ALF® p a w n a n d the Mrs. O c h m o n e k p a w n . 

2 . C h o o s e w h i c h o f t he d i c e you w i l l use to move ALF®, a n d t h e n move you r ALF® p a w n f o r w a r d 
t he n u m b e r o f s p a c e s s h o w n o n tha t d ie . You t h e n move the Mrs . O c h m o n e k p a w n the n u m b e r 
o f s p a c e s s h o w n o n the o t h e r d ie . 

E X A M P L E : You rol l a " 4 " a n d a "6 " . 
You c a n move you r A L F ® p a w n 4 s p a c e s a n d Mrs . O c h m o n e k 6 s p a c e s , o r . . . 
You c o u l d move A L F ® 6 s p a c e s a n d t h e n move Mrs . O c h m o n e k 4 s p a c e s . 

3 . I f you w i s h , you c a n move Mrs . O c h m o n e k f i rs t , and t h e n move you r ALF® p a w n . 

M o v i n g ALF® 
4 . You m u s t a lways move your ALF® p a w n fo rward (c lockw ise ) a l ong the p a t h , un less he goes a round 
the b o a r d a n d p a s s e s the LUCKY space . O n c e ALF® h a s p a s s e d the LUCKY space , he c a n move 
b a c k a n d f o r t h , t r y i ng to l and on Lucky. 

NOTE: A n y n u m b e r o f ALF® p a w n s m a y o c c u p y t he s a m e space . 

M O V I N G MRS. O C H M O N E K 
5 . You m a y move the Mrs . O c h m o n e k p a w n e i t he r f o r w a r d s ( c l o c k w i s e ) o r b a c k w a r d s (counter­
c l o c k w i s e ) a r o u n d the g a m e p a t h . You m a y no t move her o n t o t he START space , o r a s p a c e w i t h 
a p i c t u r e o f one o f t he f a m i l y m e m b e r s . 

6 . I f you move Mrs . O c h m o n e k o n t o a s p a c e w i t h an ALF® p a w n , Mrs . O c h m o n e k has seen A L F ® 
a n d he m u s t run back to h ide b e h i n d a f a m i l y m e m b e r . T h i s m e a n s t ha t t he ALF® p a w n Mrs. 
O c h m o n e k sees m u s t move back a l ong the pa th , s t o p p i n g a t t he f i rst f am i l y m e m b e r space i t c o m e s 
to. I f t he re i s mo re t h a n o n e A L F ® p a w n in t he space , e a c h ALF® p a w n t h a t Mrs . O c h m o n e k sees 
m u s t m o v e b a c k to h ide b e h i n d a f a m i l y m e m b e r . 

NOTE: I f Mrs . O c h m o n e k l a n d s on an A L F ® p a w n tha t i s on a s p a c e b e t w e e n the START s p a c e 
a n d the f i rs t f a m i l y m e m b e r space , tha t A L F ® p a w n m u s t re tu rn t o START. 

7 . Mrs. O c h m o n e k c a n he lp you to s low d o w n o p p o n e n t s you are rac ing aga ins t a n d c a t c h o p p o n e n t s 
w h o are in t he l ead . I f you are in the l ead , m o v i n g Mrs . O c h m o n e k away f r o m you c a n m a k e i t 
ha rde r fo r o t h e r p layers t o have Mrs . O c h m o n e k s e n d you r A L F ® p a w n back . 

8 . A f t e r you have f i n i s h e d m o v i n g your A L F ® p a w n a n d the Mrs. O c h m o n e k p a w n , your tu rn ends . 
T h e p layer to you r lef t t h e n takes a t u r n . 

F I N D I N G LUCKY 
9. To f i nd Lucky, A L F ® m u s t l and on the LUCKY s p a c e by exact c o u n t . (Remember , i f you p a s s 
t he LUCKY space , you can t u r n a r o u n d on your next t u rn and try to go b a c k to it.) 

W I N N I N G T H E G A M E 
The f i rs t p layer to land on t he LUCKY s p a c e w i n s the g a m e . 
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