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A GAME FOR (- 4 PLAYERS

AGESIOMNDUP

i

-0 = ARE THE OReAM S - e e TeAT
DEDPLE COUNT IN ORDER T DRIT OFF T0 DREAMLAND!,
EACHTIMEYOU _JUMP-.THE FENCE YOURELP
EVERYONE FALL ASLEEP EASIER BUT BEWARE THE
NIGHTMARES THAT HAUNT THESE DREAMS AND THREATEN
ARUDE AWAKENING!

M~ ~——

DLAY YOUR CARDS RIGHT, USE YOUR 275 ON THE
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1. Place the Game board in the center of the
table within easy reach of all players. Place
the Fence in the Game board between the /b
10 and 1 spaces.

2. Place the Scoreboard near the Game board.
Find the Pillow Reference tile that
corresponds to the number of players in the
game and place it above the Scoreboard.

3. Each player chooses a color and collects all
game pieces of that color (1 Sheep token,
1 Wink token ( @), 1 Pillow token (), 10
Zzz tokens (). All players then place their
Sheep token in front of them, their  on

space 0 on the Scoreboard, and their p on
space 40 on the Scoreboard. 5














































