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FLOW OF PLAY

One game consists of 5 Stages.

At the beginning of each Stage each player will place their Figure onto the starting space in the middle of the game board

(between the spaces 1 and -1).

Shuffle all 32 Race cards (only called ,,Cards” from here on). Every player draws 5 Cards, which forms their hand of cards. (All other
cards are put aside for now, you will not need them in the current Stage. In the next stage you have to shuffle them all together again.)

In each Stage there will be 5 Card rounds. At the end of these 5 Card rounds there will be a break for scoring. After scoring,
the next Stage will commence. At the conclusion of the 5th Stage the game ends.

CARD ROUND OVERVIEW

First, everybody should choose exactly 1 Card from their hand
that they wish to play this round. Take the chosen card into
one hand, keeping them separate from your other cards.

Now one of you should loudly announce the Go Signal ,3 -2
—1-NOW!“. In the same moment that ,NOW!“ is being said,
everybody must simultaneously take his chosen card and put
it, face down, in front of any player of his choice. You may, of
course, also choose yourself.

There is no restriction, whatsoever, as to how many cards can
be in front of any one player. Therefore it can be that some
players receive no cards at all, whereas other players can have
one or more cards in front of them. It is also possible that all
cards are in front of one player alone.

Now reveal all face down cards that are in front of you. For
each card with a positive value (+) move your figure on the
game board a number of spaces forward, equal to the value
of the card. For each card with a negative value (-) you must
move your figure backwards, again equal to the value of the
card. Then put all cards that have been played this round away
besides the board.

The colors of the card values have no meaning.
The small white numbers on the bottom left corner of the

cards are only needed for a variant, which you can find at the
end of these rules.

Anne Ben Chris

Example: 1 card with a +2 value is in front of Anne. She
moves her figure 2 spaces forwards. There is no card in
front of Ben, so his figure doesn’t move. Chris has 2 cards
in front of him: a -1 and a -3. So Chris has to move his
figure 4 spaces backwards.

Special case: If a figure would move over the space numbered
16, it stops on that space instead and does not move further.
This same restriction applies to space -12. Take heed:
Calculate all positive and negative values together before
moving and using this special case rule.

Example: Ben'’s figure is standing on space 15. There is a
+3 and -4 in front of him. So Ben is moving his figure onto
space 14, for a total of 1 space backwards. He is not moving
the +3 first, causing him to stop on space 16, to then move
-4 spaces backwards, which would leave him on space 12.
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Play the first 4 Card rounds of every Stage following these
rules. For the 5th Card round of every Stage an extra rule
applies.

THE 5TH CARD ROUND

In the 5th Card round you are not allowed to place your
chosen card in front of any player. Instead, you have to place
your last card in front of yourself! Then after everyone moved
his figure the appropriate number of spaces a scoring occurs.
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SCORING

First of all, find the space with the figures that are second farthest along the racetrack of the game board. All figures on that
space will now receive points equal to the number on that space. This could also be negative points!

Note down all points on a piece of paper. Then prepare the next Stage in the same way as you did during Setup.

Example A: The space that has the
figure or figures that are second

farthest along the racetrack is number 6,
so in this case Anne receives 6 points.

Example B: The space that has the figure or figures
that are second farthest along the racetrack is
number 1, so in this case Ben receives 1 point.

Example C: The space that has the figure or figures that
are second farthest along the racetrack is number -2, so
in this case Ben, Chris and each receive negative
2 points.

END OF GAME

After 5 Stages (so 5 x 5 Card rounds) the game ends. Count up all points from all players across all 5 stages. The player who
now has the 2" highest amount of points wins! Should there be a tie, all tied players share in the win.
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