=] Z\RENO DEAL

For 2 to 6 players, ages 8 and up

CONTENTS:

money board with stand, money board covers, 26 briefcases, 26 value/money cards, play money.

2-PLAYER VERSION:

OBJECT:

To try to make the best deal possible by either keeping the
briefcase that you first choose or by getting an offer from your
host /banker that's worth even more.

SET UP:

One person is the host/banker and the
other player is the contestant. After the
game is over, players can switch roles and
see who ended up with the better deal.

Attach a cover on each of the dollar
values on the money board. Put the stand
into the back of the money board and put
all of the covers in the open position.

The host tums the value cards face down
and mixes them. Without looking, he or she
places one value card in each of the 26 briefcases.

Place the briefcases, number side up, in order in rows so that
the contestant can see them.

PLAYING:

The contestant calls out the number of one of the briefcases.
That briefcase is placed near them but is not opened unfil the
end of the game.

Round 1:

The contestant will call out the numbers of 6 briefcases for the host
to open. These are opened one at a time and the cover next to the
corresponding value on the money board is closed after each
briefcase is opened.

The host now makes a money offer to the contestant fo buy their
briefcase, thereby stopping the game.

The Host’s Offer:

There is no set formula for determining the amount of an offer and
there are many factors that will affect whether or not a player will
take an offer. The fun of being a host is frying to persuade your
contestant to fake the smallest amount possible (to a maximum of
$1,000,000). However, you may like to use this quick method to get a rough idea of an offer amount and
then add or subtract whatever you think.

Add up the total value remaining on the scoreboard and roughly divide it by the number of unopened
briefcases. For example: if there is a total of $120,000 on the board and 11 cases to open, then you
would roughly divide $120,000 by 11, giving you, as a guide, an offer amount of about $11,000.

If the confestant takes the offer, the host/banker gives them that amount of money. The host/banker
then opens the contestant’s briefcase fo see if the confestant made a good deal. . .or not.



Rounds 2 - 10:

If the contestant does not take the offer then, in Round 2, they open 5 cases and the game continues as
above. The chart “Paying for Guesses” shows how many briefcases are opened in each round of the game
(shown below).

ENDING THE GAME:

The contestant has the option at the end of the game to keep their briefcase or frade for the one other
case that is left. That briefcase is then opened for both players to see. Players can now switch roles and
play another game. The player who ends up with the most money wins.

3 TO 6 PLAYER VERSION

SET UP:

Money:
Deal every player $1,125,000 as follows:

1x $1,000,000
3x $25,000
2x $10,000
6x $5,000

All players must hold onto their $1,000,000 bill unfil it's their tun to be host. That way they will have
enough money to pay off any deal they make with their confestant.

The Kitty:
Take 55,000 from the BANK and place it in the center of the play area - this is the KITTY. All other money
stays in the BANK to be used during play as required.

Pick a Host/Contestant:
Choose one player to be the host and another player to be the contestant. The remaining players will be
briefcase holders for this round.

Valve/Money Cards and Briefcases

Shuffle and place o value card into each briefcase as described above. The host deals out briefcases
randomly to other players—not the contestant—in equal amounts. These Case Holders can now arrange
the cases in front of them in neat rows.

Note: If there are 3 or 4 case holders in the game, the cases will not divide evenly. Place the two
remaining cases in the center of the play area where the contestant can also select them during the game.

If a confestant selects one of these the host will open it (nobody guesses the contents on these). It is
possible for the host to win from these cenfer cases if the $0.01 value card is there. Simply follow the
directions on the card: "Host wins kitty".

PLAYING:

The confestant starts by choosing their special briefcase.

Selecting a Briefcase and Guessing:
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added to the kitty.

In Round 10 the confestant keeps their case or
trades it for the one that's left.




The Value Card of the selected briefcase is revealed and the cover for that value is closed on the money
hoard (whether or not the value was correctly guessed by the case holder).

The confestant then chooses another briefcase, the case holder guesses, and that value is covered on the
money board.

This process continues in rounds as follows: In Round 1: 6 cases are opened, Round 2: 5 cases,
Round 3: 4 cases, Round 4: 3 cases, Round 5: 2 cases, Rounds 6 to 9: 1 case opened. Round 10: 2
cases—as shown in the right column on the chart.

IF THE CONTESTANT TAKES THE OFFER, the host pays them the offer amount from his/her own money.
The host can now pay to guess the amount of the contestant's special briefcase. The host must pay the
quess price for the round just played; they cannot have a free guess. If they guess correctly they win the
amount shown on the value card from the bank.

The next host and contestant now set up to play the game as described above.

IF THE CONTESTANT DOES NOT TAKE THE OFFER, they proceed to the next round of choosing briefcases.
When they have chosen all the cases for this round, the host again makes an offer. This play continues
for 9 rounds or unfil an offer is taken.

Round 10 - the last 2 briefcases

If the contestant goes all the way to Round 10 there will be 2 briefcases remaining - one with a case hold-
er (or in the cenfer of the play area) and the contestant's special case. At this point the host makes one
final money offer.

If the confestant does not take the offer, they can then choose to keep their case or trade if for the one
that is left. If they keep their own case, the case holder announces their guess BEFORE the
contestant opens their special case.  Then the contestant opens their own briefcase and this is the value
they win from the host.

The next host and contestant now set up their game and play repeats.

If the contestant does take the final offer, then the case holder who holds the final briefcase does not get
to guess what is inside their case.

THE KITTY
There are two ways to win the kifty:
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If the contestant chooses the briefcase that contains the:

$750 card —"Holder wins Kitty”. The player holding this briefcase wins the 15“
kitty immediately. The holder does not need to have guessed correctly.
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If the contestant chooses the briefcase that contains the $.01 card—"Host WINS
wins Kitty"—the host takes the money that's in the kitty. However, if a ®$‘ ”"I;

contestant goes all the way to Round 10 and does not take the host's final
offer, then even if one of the last 2 briefcases contains the .01 card, the host so “1
does not win the kifty. o
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If either of the “win kitty” cards are chosen and the kitty is empty (because
a player has recently won it), no money is won.

Re-starting the Kitty
If there is no money in the kitty when a new host begins their game, $5,000 from the bank is taken fo
re-start the kifty. Otherwise the kitty remains empty until players pay for guesses.

TIPS

Who's winning?
From time to time you may wish to pause and have all players add up how much money they have to
see who is winning. This can certainly affect people's decisions as the game gets closer to the end.

Keeping track of briefcases

A good host can easily keep track of how many briefcases have been opened by neatly stacking them
in piles of 6, then 5, 4, 3 ... and so on. The host can also assist the contestant by making regular
announcements like "Okay, 3 more to open”.



The Host's Offer:

The host's offer can be any amount of money, up to $1,000,000. No player is allowed to hold less than
$1,000 000 unfil after they have been host. This is because they must be able to pay their
confestant $1,000,000 if necessary. So, until they have been host, a player has $125,000 (plus any
money they win from guessing or the kitty) to spend on guesses. See, "About the offer" on the back page.
The offer money is paid from the host's own money.

See 2 Player version for help in calculating how much to offer the contestant.

Negotiating the offer:

A host and contestant are also able fo negotiate or bargain with one another to arrive at an offer. For
instance, let's say the host offers $30,000. The contestant may say, “I'd take $45,000." After
bargaining they may reach a deal of $38,000. Or they may decide it's "no deal” and move on.

We appreciate your comments on Deal or No Deal. Please send your correspondence to:

Pressman Toy Corporation
Dept: DOND

121 New England Ave.
Piscataway, NJ 08854-4126

Qur customer service department can be reached Monday through Friday (except during holidays) from
10:00 AM EST to 4:00 PM EST at 1 800 800-0298.
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