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Set Up the Hazard Deck as Follows:
Remove theWinner'and the two Checkpoint cards. Siftef the
remaining cards.

Remove 4 cards from the deck and place them in the game box
with no one looking at them.

Take 3 cards from the hazard deck and fleuthem face down
with the Winner!card. Place these 4 cards face down on the table.
This stack will be the bottom of the hazard deck (no one will know
exactly when the game will end).

Take 3 more cards from the hazard deck and 8suh one of the
Checkpoirtards and place them on top of the 4 face down cards.

Take 3 more cards from the remaining cards and Béauh the
secondCheckpointard and place these on top of the stack of 8 @
cards. Now you have a deck of 12 hazard cards, with\Wianer!

card somewhere in the bottom 4 cards, a Checkpoint somewhere

in the middle 4 cards, and another Checkpoint somewhere in the

top 4 cards.

You should have 3 cards left over. Place these on top for a hazard
deck of 15 cards. (Every card should be face down).

Determine Start Player
The youngest player goésst. Or, you may choose randomly by
selecting a colored go-kart card at random.
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Play

The starting player places his large go kart card in the number one
position on the table. Then going clockwise, each player places his
card behind the one previously put down so that a line of cars is

formed.
4 N[ AV )
\_ J\L AN Y,
@ First Place Second Place Third Place@

The race cards come in 4 colors and are numbered from 1-10:

Lunch Pillow Tools Gas
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The hazard cards come in 4 colors, matchings the colors of the race
cards:

Sun Moon FlatTire Fuel Gauge

Each card represents a different aspect of the game.The race cards
represent preperations the go-kart drivers have made before the
race. The hazard cards represent things that will slow down the

@ racers. @

When a hazard card is drawn with a color matching the color of a
race card, the go-kart with the highest number in that color moves

to the back of the line. In this race, the Green driver played the

highest numbered Pillow race card when the Moon hazard card
was drawn. He takes a nap, moving to the rear of the line, while the
other drivers cruise through the night.
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There is oneMajor Hazard card in each category that affects
ALL players playing the corresponding race card.These cards have a
steering wheel icon on them.

When one of these cards is drawn, ALL drivers with the appropriate
race card move to the rear of the line, with the fastest drivers
moving back the furthest.

For instance, when the yello®UN!card comes up, all drivers with
a yellowLUNCHcard moves to the rear. The kart with the highest
yellow LUNCHcard moves moves furthest back. @
Racing

A racing round consists of each player playing one race card. Then
one Hazard card is drawn.

From this point forward, seating order is not important. Each person
will play one card per round and adjust their kart position in line
according to the card they played.The round starts with the person
at the front of the line. The next player is second in line, then third
in line, etc.

When it is a player’s turn to act based on their order in line, they
must play one card to the table under their kart. This card will stay
by their kart until the end of the round. After you play a card, draw

a new card from the deck so that you always have three racing cards
in your hand.
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The card you play may change your position in line as follows:

A) Regardless of the color card you play (blue, red, etc.) if your
number played is higher than the number on the kart directly
in front of you, you pass it. Once you have passed the kart
in front of you, you may now look to the next kart in front
of you and if the number on your card is higher than that
number you pass that kart. You continue to do this as long as
your number is higher.

Example: You are 5th in line and the numbers in front of you,
from 4th place to 1st is 1, 4, 5, and 8.You play a 6.You pass
the 1,4, and 5 putting you in second place at the end of the
turn.

B) Regardless of the number, if the card you play (Lunch, Tools,
@ etc.) is the same color as the player in front of you, you may @
pass that player. Again, as in “A” above, you may continue to
pass karts in front of you if you match their color.

Example: The leader has a red 10. Second place has a blue
3.You could play a red 4: since this is higher than 3, you pass
the blue 3 in front of you. Now, since your card is red, which

is the same color as the leader in front of you, you may pass
him and take the lead.

NOTE: The leader always playsst and therefore cannot pass
anyone. His goal is to hold onto the lead.You can only pass when
you play your card to the table.
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