2 pts each

Green Yellow Purple
Red Wild Green
+1 +1

+1

4 pts each

Red Green
Wwild Yellow
Green Blue

6 pts each

Yellow wild
Blue Red
Green Green
Purple Blue
+1 and
+2

9 pts

/Round 1 )

Dice Played Completion

I:l I:l Bonus

Yellow Purple
Puéple Yellow
Re Wild
+2 +2 +2 +1

Round 2

OO E

Dice Played = Completion

Bonus

Red Yellow
Blue Blue
Green Green
Red
Purple free die
+2 sacfc

Single Color Ornaments = no score
Blank ornaments = -5 pts/each

Final Score

Dice Played = Completion

I:l |:| Bonus
==

OO E

L1 OO &
J\

- - 2-color

\l:l I:I ) \I:l I:I 3-color
s Ve ~N 4-color
Round 3 Round 4 5-color

Dice Played = Completion

Bonus

Com Ornaments
Colors

Star Bonus (10)

/
Round 5
Dice Played = Completion

I:l I:l Bonus

N/

Round 6

OO E

t
1 O 8] e
L

L1 O &
J\

Dice Played = Completion

Bonus

N Subtotal
Blanks -

Dropped Dice -

TOTAL

Dropped Dice

-

Star Fund

OO O
OO 0od

Completed Ornaments +8

HININININI

1€

Id

reroll
1 die

Wi

paint fre
free di

-

sacfc

1 - Green
2 - Red
3 - Blue
4 - Purple
5 - Yellow
6-wild [1]

H G E R
HEE R
\ AN

4 [ [4

return
1 die

Are you hired?

25 or less - Stay in school.
26-44 - Longer internship.
45-59 - Entry level job.

60 or more - You’re the star!
The job is yours!




We're the premier Christmas decorating firm in the North Pole, and
you've been interning with us since Thanksgiving. But the head decorator has
gone to bed with a head cold and the competition is on to see if an intern can

take her place!

Santa is very picky about his ornaments--he expects certain styles and
color combinations. But don’t worry. You can show off your own style, too!

Play the Game

Rounds:

In each of six rounds, you’ll roll
the dice three at a time. Each die roll cor-
responds to a color you may use to paint
part of an ornament:

Green

Red

Blue

Purple

Yellow

Wild (a color of your choice)

O W=

Phase 1: Roll three dice. You may now
decide to do one of the following:

1. Use one die to paint one section
of an ornament, using a 6 to paint
your chosen color or any color

2. Add two dice together to equal
either a number equal to or less
than 6, or a muitiple of that
number for any color except green
(for esxaple, if you roll a 2, 4, and
6, you may add 4+6=10 to paint
yellow, since 10 is a multiple of 5

3. Sacrifice one die to the tree topper
(Star) fund.

Phase 2: Roll three more dice. Now roll
the other three dice and make the same
decisions. In each round you must sacri-
fice at least one die but no more than
two.

The next round begins.

The ornaments:

Each ornament can be painted
with 2, 3, 4 or 5 colors. The color schemes
and some accepted designs are shown at
the top of the page.

Most of the ornaments have
designs and must be painted exactly as
shown in one of the examples. Others
are blank and you may choose the design,
using your imagination or one of the given
patterns, but must use a prescribed set of
colors. No ornament may be a single solid
color.

As you paint, mark the die you’ve
used in the Round box, the color at the
bottom if allowed, and the ornaments.

Ornaments you start painting
but don’t finish in time neither help nor
hurt you. Blank ornaments will hurt your
chances of getting the job. Ornaments
painted with unapproved color schemes
are considered blank. So be careful!

If you print in black and white:

The color scheme is laid out for
you even if you must print the sheet in
black and white. Just follow the color
scheme from the outside-in (that is, the
first color is always the background color),
top to bottom, and/or left to right. Since
this is a coloring game, you can color your
starter ornaments as a guide. Use page 3
of this document rather than page 1.

A game for 1 to o

What you need to play:
e This game sheet

* Six 6-sided dice, three red and three green if you have them
* Six colored pencils (colors recommended: red, green, blue,
purple, yellow, and wild--your choice)

Tree topper bonus:

To get the tree topper bonus you
must have sacrificed 10 dice to the tree
topper fund, finished 8 ornaments, and
used each of the six colors at least three
times.

Dice Sacrifice: A total of 10 dice must be
sacrificed (that is, not used during a round
to paint an ornament). When you sacrifice
a die, mark the space with a dark “S” in it
with an “X”. When you use a die to paint,
mark off a space with a checkmark. The
space with the light “S” can be used either
way, so be sure you are consistent. If

you are forced to sacrifice more than two
dice in a round, the additional dice are
“dropped” and marked in the “Dropped
Dice” section of the play sheet.

Finished ornaments: As you finish orna-
ments, you receive bonuses in each round,
but you must also finish a minimum of
eight to place the Star. Mark them as you
go to receive additional bonuses.

Three of each color: To place the Star and
receive the 10 point bonus, you must have
used at least three of each color including
the color you choose as your “wild” (rep-
resented here by the color gray). Every
time you paint a color, mark one of the
1-point spaces next to that color.

When you roll a 6, you have a
choice: paint the color you have chosen,
or use is as “wild” to paint any color. You
can only mark the color you have chosen
if you paint THAT color. You may not
mark any color painted as “wild”.

Regular bonuses:

When you complete an ornament
during a round, it will provide you with a
bonus. A “+1” or “+2” bonus can be used
in the current or next round only and is
lost when you move on. It allows you to
increase one die by the exact amount. A
“free” bonus can be taken immediately.
You can only gain the bonus once per
color scheme. Mark it off - it can’t be used
again.

If you complete an ornament in
Round 3, you'll receive a free paint of your
wild color to use on any ornament imme-
diately. You may only paint your chosen
color, not use it as a “wild” roll.

If you complete an ornament in
Round 5, return one already assigned die
to your hand and roll it again, either with
any unrolled dice or by itself. Comple-
tion of some color combinations provide
equally powerful bonuses, as does finish-
ing a certain number of ornaments.

Penalties

Blank ornaments will cost 5
points each. Dropped dice cost 4 points.
Ornaments that have been begun but
remain unfinished when the final round
ends gain no score at the end of play.

To win:

Solo game scores are listed on the
playsheet. The highest score in a mul-
tiplayer game wins all, but Santa never

breaks ties. You can all work together!
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