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Crazy Race is for 3 to 4 wizards, age 12 years and up, and lasts approximately 30 minutes.  

Mighty wizards want to win a fantastic race.  

Everyone guides a team of 3 different animals. The wizards move the animals in the 8 stages of the race through the use of magic cards. The different animals move differently in each stage. The goal is to get your animals to the turnaround and back to the goal as quickly as possible. It's there that  the highly sought after point tiles are awarded for the fastest animals.  

Contents  

1 board  

32 magic cards  

8 stage cards  

12 player tiles  

12 point tiles  

1 start-player tile  

1 rules sheet  

Game material  

· The board consists of 4 race lanes. Each race lane has an extended starting space followed by 6 additional spaces.  The turnaround is found on the sixth space - it is indicated by the red and white circle. The red and white starting line also serves as the finish line.

· The stage cards are divided into four quadrants. Each quadrant is assigned to a different racing animal and has different movement values (+1 to +4).

· Each player has 3 types of racing animals: a sprinter, a reptile, and a flyer.  

Set-up  

· In a 3 player game, remove all the blue racing animals and magic cards from the game, as well as the two 6 point tiles.

· Set the board in the middle of the table.

· Sort the racing animals by color and place them on the start spaces. The order in which they are placed does not matter.  The heads of the animals must all be facing forward, toward the turnaround. 

· Each player takes all the magic cards of the same color as his racing animals and holds them as his hand.

· The stage cards are shuffled and set as a face-down pile next to the board.

· Each matching pair of point tiles is set face-up to the right and left sides of the gameboard (on the narrow sides).

· A start player is chosen, who sets the start player tile face-up in front of himself.  

Play of the game  

The race consists of 8 stages.  

Each stage proceeds as follows:  

For 3 rounds, the players can play magic cards.  Afterwards, the magic cards are evaluated and the animals are moved.  Then the next stage follows.  

An individual stage:  

The start player turns over the top stage card and sets it so that there is room for several cards to be played around it.  

If he wishes, he may play one of his magic cards face-down along one edge of the stage card. If he plays a card, it applies to the animal pictured along that edge of the stage card. If he doesn't want to play a magic card, he may pass. Then the next player in clockwise order takes his turn, either playing a magic card face-down alongside the stage card or passing.  If he plays a card, he may play along the same edge where another player has already placed a card.  After he either plays or passes, the next player takes his turn, etc.  If a player passes, he is not out of the rest of this stage.  He may still play a card the next time it would normally be his turn to do so.   

After 3 rounds of card playing, the stage is evaluated. One quadrant of the stage card is marked with a differently colored triangle [Trans. note: light blue vs. brown – PC]. The magic cards along this edge are turned over first.  

The player who placed the highest sum of magic cards here may move his animal corresponding to the one portrayed along that edge of the stage card as many spaces as indicated on the stage card. The other players who played cards along this edge get nothing.  For example, if a flyer is portrayed on this edge of the stage card with a movement value of +2, the player who played the highest sum of magic cards along that edge would be able to move his flyer 2 spaces.  

The player may not chose to move a different animal, even if his flyer has already reached the finish line. If several players played the same highest value, only the player who played the first card along that edged gets to move his animal.  

The magic cards along the next edge in clockwise order are then turned up, evaluated, etc.  

On some stage cards, no animal (only a movement number) may be portrayed in a quadrant. In that case, the player who plays the highest value of magic cards along that edge may choose which animal he wishes to move.  

On some stage cards, only a question mark is displayed in a quadrant.  In that case, the movement value of that quadrant is equal to the number of cards played along that edge. The player who wins that edge may even divide those movement points among several of his animals.  For example, if 3 magic cards were played, he could move one of his animals 1 space and another 2 spaces.  

After all edges of the stage card have been evaluated, each player takes his used magic cards and sets them in a face-down pile in front of himself.  They are not available for use in future stages.  

Afterwards, the start player passes the start player tile to the next player in clockwise order, who becomes the new start player. He turns over the next stage card and begins the next stage.  

Moving the animals  

All animals start from the start space, cross the red and white line, and move until they reach the space with the turnaround (the red and white circle). When they arrive there, they collect points. Then they turn around and move back in the other direction until they cross the red and white line - the finish line. There, they collect points again.  

The start: At the beginning of the race, the 3 racing animals belonging to each player are all in the start space. It doesn't matter where they are in the start space, the first space on the race track is just across the start line from anywhere in the start space.  

Movement direction: It is important to note the movement direction of the animals, so that you can always tell in which direction they are moving.  At the beginning of the race, all the animals should be facing forward, towards the turnaround. Once an animal reaches the turnaround, it is rotated 180 degrees so that it is facing back towards the finish line (the rotation doesn't cost any movement points).  

Turnaround: When an animal reaches the space with the turnaround, its owner takes the highest point tile lying next to the turnaround side of the track and places it in front of himself. If there are no tiles left, the owner gets nothing.  

Finish line: When an animal crosses the finish line, it is removed from the board and the game. The owner of the animal takes the highest point tile lying on that side of the track. If there are no tiles left, the owner gets nothing.  

Jumps: If another animal is standing on the space where you want to move, you simply jump over it. Jumping over another animal only counts as one movement point! Anyone able to use this effect will make faster progress.  

Getting back magic cards  

Each player has 8 magic cards at his disposal. Once per game, he may take back into his hand the magic cards he has already used that are lying in a face-down pile in front of him. Players may do this at any time, even when they still have cards left in their hand. If a player has already taken back magic cards and then used all of his cards again, he can no longer participate in card play or moving animals.  It is still possible that he might win the game based on points he has already scored, however.  

End of the game  

After the 8th and final stage card is evaluated and animals are moved, the game ends.  

Now there is a penalty for some animals that have not finished the race:  The owner of the animal that it is furthest behind must discard his most valuable point tile. It is removed from the game. If there are several animals tied for furthest behind, each of their owners must discard their most valuable point tile.

The owner of the animal that is second-furthest behind must discard a point tile of his choice. It is removed from the game. If there are several animals tied for second-furthest behind, each of their owners must discard their a point tile of their choice.  

If a player doesn't have a point tile, he doesn't have to discard one.  

Whoever now has the most points wins the game. If several players are tied for the most points, the player whose furthest back animal is farthest ahead of the other tied players, wins.  

Three player games  

With 3 players, magic cards are only placed along 3 edges of each stage card. As soon as a card is placed along a third edge of the stage card, no cards may be placed along the fourth edge. Which edge will be taboo, then, is determined by where the magic cards are placed.  

Peculiarities  

· If all players have already taken back their magic cards and used them again, the game ends prematurely. The stage when this occurs is still evaluated, however.

· Players must, if asked, tell the other players how many magic cards they have left. When you run out of cards, you must tell the other players.  

Hints on tactics  

Each player could play a magic-card in each round of a stage, if he wishes. Doing so in all 8 rounds, however, would require that you have 24 magic cards. Since you only have at most 16 cards (2 x 8), you must plan the use of your cards accordingly.  

Example of play for 3 players: At the end of a stage, the above situation is in place. You begin with evaluation of the stage card at the marked side. Blue has played the "1" magic-card, which is highest since no one else played a card along this edge. He may thus move any of his animals ahead 2 spaces. He chooses to move his reptile, jumping his sprinter.  

Evaluation continues in clockwise order. Yellow ("2"+"2") and blue ("4") have tied for total value. Since yellow played the first card along this edge, he alone gets to move his sprinter 3 spaces. He does so, jumping his reptile, reaches the turnaround (taking the 4 point tile), turns his sprinter in the other direction and jumps his reptile again.

Continuing evaluation in clockwise order, Green ("6") has played higher than yellow ("4") and, as a result, gets to move his flyer 2 spaces. It is already on the way back to the finish (as indicated by its head facing to the left) and it moves across the finish line and is removed from the game. Green takes the 5 point tile.
