
OBJECT: To be the first player to reach the "Totally Truthful" space or to
be the last player left when everybody else has moved down to the
"All Time Fibber" space.

CONTENTS: Fib Finder Extreme console, game board, Fib
Finder cards (with questions and Fib Fixers), movers.

SET UP: Carefully turn the Fib Finder over and open the 
battery door. Place 2 "AA" batteries in the direction shown, 
close and secure the door.
Please note:

■ Never mix old and new batteries, or mix different
types of batteries (alkaline, rechargeable, standard).

■ We recommend using alkaline batteries for this game.

■ Do not dispose of batteries in fire. Batteries might
explode or leak.

■ When the Fib Finder will be out of use for a while, remove the 
batteries before storing.

Each player takes a mover and places it at Start which is located at the center of the
game board. Mix up the cards and place them face down in easy reach of all players.

PLAYING: The youngest player starts and then play moves to the left. On your turn, the
player to your left will pick up the top card and read out loud any one of the

three questions on it. Some questions let the reader make up their own
question by letting them fill in the blank.

After that player reads, you simply answer the question after it's
asked. After you reply, you can simply move UP one space on the

game board--unless another player challenges your answer!

Challenge: If any player challenges you, you are put to the Fib Finder
test! You place your finger on the oval button while the player who challenged

you puts her finger on the larger,  rectangular button. She repeats the question  that you
were asked. She must repeat it loud enough (or near enough to the speaker on the Fib
Finder)  so that the lights in the center "pulse" on and off.  Now repeat the answer that
you already gave. Your challenger removes her finger WHILE YOU KEEP YOURS ON! The
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Fib Finder will light up on one color and then give you either a positive (green), negative
(red) or not sure (yellow) response and words.

If the Fib Finder agrees with your answer (green): You move ahead two spaces on the
board while your challenger moves down two spaces!

If the Fib Finder disagrees with your answer (red):
You move down two spaces and your challenger
moves up two spaces.

If the Fib Finder doesn't know (yellow): You move
up one space, the challenger does not move.

Remember--if you only get a negative sound (and no
words) after the challenger removes her finger, it means that the
Fib Finder did not register her voice. Redo the challenge if that happens.

Fib Fixers: You can choose to play the game using the Fib Fixers or not. The Fib
Fixers come into play whenever the Fib Finder responds with a red light/disagreeing
response. The player whose turn it is can choose to do a Fib Fixer which will make her
move down only one space instead of two. However, it is the player to the left that 
chooses which of the two Fib Fixers on the card to use. After hearing the Fib Fixer, the
player whose turn it is can either do the Fib Fixer and move down one space OR not do
the Fib Fixer and move down two spaces.

Ending and Winning the Game: When a player lands on the last space of the
game board, she is out of the game. The other players continue until: 

One player reaches the top space OR there's just one player left after everyone else has
gone down to the last space and lost.

NOTE: If you do not get any reading from the Fib Finder, it usually means that the 
challenger needs to speak louder and closer to the Fib Finder unit. The lights along the
"zigzag" in the middle of the unit will register her voice! Otherwise you'll simply get a
negative sound from the Fib Finder.

Important: Please remember that Talking Fib Finder Extreme is a game. The Fib Finder
unit is meant for entertainment purposes only.

We appreciate your comments on Fib Finder Extreme. 
Please send your correspondence to:

Pressman Toy Corp.
Department:  Fib Extreme
745 Joyce Kilmer Ave.
New Brunswick, NJ 08901

Our 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

Visit our Web Site at www.pressmantoy.com
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