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Aaef 7 and UP
1 to 4 Players

/\ WARNING:
CHOKING HAZARD-Small parts.
Not for children under 3 years.



Contents:

* 40 Buttons

4 Button Jar Boards
Game Board with Spiner
4 Moving Pieces

4 Stands
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Objective:
Collect the most buttons on vyour button jar board by the time all
the buttons are removed From the button pile.

Set-Up:
IF his is wot your First time playing, skip this paragraph. lnsert
the spinner into the game board. Punch ovt the buttons and make

3 button pile to the fide of the board. Punch out the Pete the Cat
Moving pleces and place them each in 2 ftand.

Pit all the buttons in a pile to the fide of the game board. Fach
player choofes a Pete the Cat moving piece and places It on any
green Cormer fpace on the board, then takes a button jar board
and fwo buttons From the button PILQ

How to Play:

1. The vyoungest player qoes First by spianing the spinner and
rmoving clockwise around the boared.

1. Green Button Space: If a player lands on one of

W,

these, he/she PICKS UP the wumber of buttons P

indicated on the space from the button pile and L

puts the buttons on his/her button jar board. b‘;\"\'ﬁ"
3. Red Button Space: If a player lands here, he/she

REMOVES that wumber of buttons From l«lf/her » Place 7

button Jar board and places them on B | Hons

Pete the Cat in the middle of the board. -

(IF 2 player does wot have any buttons on 8 pete’s gwirtt

his/her button jar board, he/she does nothing

and play continves to the wext player.)

4. Blue Button Space: If a player lands here, he/she trades their
entire button Jar board with another player of their choice!

S. Path to Pete’s Shirt: A player may choose to travel along the
Path towards Pete the Cat by entering From either side of
the board. If a player lands on Pete with an exact count,
he/she qets to TAKE all of the buttons that are fitting on
Pete's shirt, and PLQCQ{ the buttons on his/her button jar
board. Dnce a player exits the path, he/she must comtinve
around the outfide of the board In a clockwise direction
Instead of immediately re-ewtering the path.

Parents: Encovrage your child to vse The path leading o

Pete and the buttons once he/she has mastered the game.
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Wlhnihfj the Game:

Whew all of the buttons have been taken From the button pile,
the game Is over. The players share the butfons on Pete’s
shirt evenly. Each player then counts the buttons on his/her
button Jar board. The player with the most buttons wins!



