




The fairytales' princesses need help to prepare themselves for the royal balls. You must help

them choose the right dress, shoes, accessories and make-up, so they become glamorous.

Whoever earns the most glamour for her princess wins the game.

Each player receives a random card of each type: dress, shoes, make-up and accessory. You must

leave it on the table, facing up, because these cards represent what your princess is wearing. The

rest of the cards must be placed in four pi les, one for each type, next to the outer castles. These

pi les must also be facing up. You can then place the princesses' markers on the Ball , in the middle

of the board.

I n the begining of your turn, a player may swap cards on the table with cards on her hand of the

same type, thus changing the princess' looks. The princess may even walk around without any

card of a type, but never with more than one card of a single type.

Each player, in her turn, wil l rol l a die and move her princess a number of spaces equal to the

result. Apart from the initial setting, two princesses can never occupy the same space. So if your

move ends on a space already occupied by another princess, you go forward one extra space, even

if you happen to be sent there by means of stepping on a star space (see below).

You must always go forward, fol lowing the arrows, but may pick either path as the road splits.

Depending on where your move ends, many different actions may be required of you.

Nothing happens to the princess that lands on a

simple space. The game goes on normally.

When your princess lands on a +2 space, you must

move her forward two spaces.

When she lands on a die space, the princess rol ls

again and keeps moving.

When she lands on a castle space, your princess wil l be

transported to the castle of dresses, shoes, make-up or

accessories. You get to choose which one.

When she lands on a royal carriage, your princess wil

be taken immediately to the Ball .

Besides these, there are five more special spaces on the board - four Castles that

correspond to make-up, dress, shoes and accessory and the Ball castle in the middle. To

activate this spaces' effects, you don't need to land there, but only to pass over them (and

continue your movement as indicated by the die).

There are four Castles in the game, one for each card type. When your

princess passes through them you must draw the card on top of the pi le

assigned to it. The cards you get this way may be used in the beginning of

your turns to change your princess looks, preparing her for the balls.

The central space on the board, where the princesses began playing, is the Ball .

When you go through it, i t is time to see how ready is your princess. She wil l be

dancing with princes and wil l be the center of attention.

When this happens, you must compare the cards on your table (those that

represent your princess' outfit) with those on top on each Castle's pi le. For each

match, you earn a Glamour Point (check out "Earning Glamour", below). That's

because your princess is fashionable, and therefore glamorous!

But if she arrives at the Ball wearing all four cards with the same style (check for

the icon), then she wil l be more than glamorous - she wil l be fabulous! I n this

case, you earn Glamour Points for each of the cards you're wearing, no matter

what the fashion dictates. But remember you only get Glamour when you're

entering the Ball , and not when you start your turn already on it.

When your princess earns a Glamour Point from a card, you must place it facing down on

the table, next to you. Each card in this way means one Point of Glamour.

The game ends when all cards from one Castle are drawn. I n this case, each player counts

how many Glamour Points she's got. She wins the game and her princess wins the heart of

the prince. More than one player can win the game (and don't worry, there is no short supply

of princes for princesses).






























