PREPARATION:

Insert 2 x AA batteries in each of the unit’s
hattery compartments (4 hatteries required).
[pic 1]

Divide players into two teams (A and B), one team
may have an extra player.

A player from team A acts as the host for the first
game in a set of six (three Single Money games,
two Doubhle Money games and one Big Money
game). This player takes charge of the small
hand-held unit and presses either the A or B
hutton on this unit to start the game. [pic 2]
Let’s play Single Money... will then scroll along
the screen followed hy the first question and the
scoring answers availahle.

Another player from team A and one from team B
sit by the respective buzzers on the main unit.
[pic 3]

PLAY:

First Single Money Game

The host reads out the first question being
scrolled across the screen. The two players hy the
huzzers rush to press first and give an answer.
The host will check on their unit to see if the
given answer appears.

If the first given answer does appear, the host
presses the corresponding button which will
reveal: the answer, its position and point value on
the larger unit for all the other players to see.

If the answer doesn’t appear, the host presses the
Wrong Answer hutton.
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playing the question.

The team that is currently in play is always indicated on the main unit by the horder
around their score.

The team that plays the question will in turn give further answers from different members.
Each time an answer does not appear on the screen the host presses the Wrong Answer
button.

If the team in play gives three wrong answers, the other team has one opportunity to steal
all the points scored on that question by conferring and giving a missing answer, the host
must press the corresponding button to continue the game.

If this answer also fails to appear, then the original team keeps all the points previously
scored on that question.

If at the start of a question hoth players give three consecutive wrong answers a new
question is given.

The team that wins the points from this first game will see the score register on their side
of the main unit.

Second Single Money Game

A player from team B now hecomes the host and the players in front of the huzzers are
replaced hy new players from each team. The host presses either the A or B hutton to get
the second game started



Further Games

Players take turns at being the host and playing in front of the buzzers.

The points awarded for the fourth and fifth question are worth double the amount (Douhle
Money) of the first three questions. The team with the highest score after the first five
fuestions goes on to play the first Big Money game.

Back Button

During play in the Single or Double Money games (i.e. once a team has decided to play or
pass), if the host accidentally inputs the wrong entry into their unit, this can he corrected
hy pressing the BACK hutton. The answer can then he re-entered into the unit and play can
resume. Note: this can only he done hefore the last correct or wrong answer has heen
entered in each of these games.

Bonus Answers
Some answers come with additional honus points which are indicated hy the distinctive
sound followed hy the flashing of the honus and regular score.

Big Money Game
The team playing Big Money selects any two of its players to play. Any player from the
other team can act as the host for this game.

The host takes the hand-held unit and presses button A or B. One of the two players
playing Big Money must leave the room while the other one is given five questions by the
host. The player remaining in the room has 45 seconds to answer these five questions. The
time does not start until the host reads out the first question and then presses the A or B
hutton on their unit again. The host will then press the corresponding huttons to any
correct or wrong answer given as in the earlier games, after which the next question is
automatically revealed.

If the player answers all the questions within 45 seconds, the clock will stop. If the player
runs out of time, it is indicated by the ‘Time Up’ sound. Any remaining unanswered
questions will he considered wrong answers.

Once all five questions have heen asked and the answers stored, the host will reveal to the
first player how many points they scored. This is done hy the host again pressing either the
A or B hutton on their unit. This will make the questions reappear in sequence along with
the answer given and the points scored on the main unit. Pressing A or B again will reveal
all the correct answers for that question on the host unit.
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Pressing the A or B hutton after the first player’s answers have heen scored will set the
unit ready for the second player, who is called
hack into the room. The main unit’s screen will he
cleared of player one’s answers.

The second player is given the same five questions
and 50 seconds to answer. Should the host enter
an answer already given hy the first player, the
distinctive ‘repeat answer’ sound will he heard and
the host must say ““try again” and a second
answer is given (player one’s answers will he Big Money ¥ shows this will show
indicated on the host unit by an asterisk). [pic 4] first player's answer __first player’s score




The host reveals the second player’s answers in the same way as hefore.
Either player can say ‘“Pass’ on any guestion which the host will store as a wrong answer.

After the second player’s answers have heen scored, pressing either A or B again will either
reveal that the team has won or will ready the unit for a new game of Single Money.

Winning

All money amounts are referred to as points. The first team to reach 600 points after the
completion of any question or Big Money game or achieve all five top answers on any one
Big Money game is the winner.

New Games

If no team wins the overall game in the Big Money game, play continues with another set
of three Single Money, two Douhle Money and one Big Money game and so on.

If no team reaches 600 points hefore the next Big Money game, the team that scored the
most points over the last five games goes for the next Big Money game, (not necessarily
the team with the overall highest score). Any team can win the overall game during a
Single or Double Money game if their score reaches 600 points.

Battery Saving
The units will shut down after 15 minutes of inactivity. To start a new game switch off and
on again, all previous game information will he lost.

Hamming it up!
The player acting as the host can recreate the game show atmosphere hy their
performance.

Battery information
O Remove rechargeable batteries from the toy before recharging.  Olnsert batteries in the correct polarity (see diagram)
O Only recharge batteries under adult supervision. O Remove exhausted (used) batteries from the toy.
O Do not recharge non-rechargeable batteries. 0O Do not short circuit the supply terminals of the batteries.
O Do not mix different types of batteries, or new and used batteries. O Do not insert connecting wires into electrical socket outlets.
O Use only AA or their equivalent as stated.

Disposal of old Electrical and Electronic Equipment.

This symbol on the product or its packaging indicates that this product shall not be treated as household waste.
Instead it should be handed over to the appliance collection point for the recycling of electrical and electronic
equipment. For more detailed information about recycling of this product, please contact your local Civic Office,
your household waste disposal service or the shop where you purchased the product.

If returning the old product to the store where you purchased the new item from you should first check they are L
in an applicable scheme.

The old product must have the same function as the new product and may have to be returned within a set

period from the date of purchase of the new item. You must take proof of purchase of your new item when c €
returning your old product to the store.

Requires 4x AA Batteries NOT INCLUDED. Please remember that small button cells and AAA batteries should be kept away from

young children as they could be easily swallowed. Seek medical advice if you believe a cell has been swallowed.

Contents may vary from those shown. Please retain this information.

Family Fortunes is a trademark of FremantleMedia Limited. Produced by talkbackThames (part of the FremantleMedia Group)
Licensed by FremantleMedia Licensing Worldwide. www.fremantlemedia.com

talkback "
THAMES FREMANTLEMEDIA 7

From: Drumond Park Limited, PO Box 790, Ipswich, IP1 9GP, UK. Designed in UK.
See more fun games at www.drumondpark.com




