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SETUP

Divideal the coinsinto two equal groups. Set one group aside, then deal theremaining coinsevenly
betweentheplayers. Dedl dl tilesevenly between theplayers.

Roll to seewho will bethestarting player. Thestarting player must place onetile somewhereonthetable;
thiswill bethe gtarting tile of theracetrack. After that, taketurns. Onyour turn, you may either add atileto
thetrack or add acoin beneath atileto increaseitsjump ramp height.

Toadd atile, smply play oneof your tiles, face-down, adjacent tothelast tileplayed. 1t may not touch any
other tiles, and both spaces must line up with those on the adjacent tile.

Toadd acoin, find atilefor which thetileitsalf and bothtilesadjacent toit areinastraight line. Liftthe
edge of thetilefarthest from the starting tile of the track and insert acoin under the center of thetile'sedge,
stacking the coin atop any coinsalready there. Thiswill createajump ramp. Thenumber of coinsunder the
edgeof atileisthe"height” of thejump ramp. A jump ramp may not be higher than 3.

After all playershaveplayed dl of their tilesand coins, theracetrack isfinished. Thelasttileplayedisthe
finishtile, and theedge oppositethe previoustileisthefinishline.

Ded thesecond half of the coins (whichwere set asde earlier) evenly betweentheplayers.

Beginning with the starting player, each player choosesapawn (bike) and placesit onany empty space of
thedtartingtile.

Taketurns(see TURN SEQUENCE below), beginning with the starting player and passing play totheleft.

TURN SEQUENCE
1) If your bikeiswiped out, choose whether or not to attemptre-entering the track.
2) If your bikeisnot wiped out, choose whether wish to move (seeMOVEMENT below)
Or pass.
3) Passplay totheleft.

MOVEMENT

Check your current raceranking (see RACE RANKING below). If youareinfirst place, roll onedie. If
you areinsecond place, roll twodice. If you areinthird place, roll threedice. If youareinfourth
place, roll four dice.

Choose ONE of the numbersyou haverolled (you may count any aceasal) to usefor movement, and
moveyour pawninastraight lineanumber of spacesexactly equa to that number. Your may moveforwards
(toward thefinishline) or sdeways. (Tocdlarify: your move must beeither towardthenexttileor parald with
the edge shared between thetileyou are on and thenext tile.) You may never move away fromthenexttile.
You may not moveinto or through aspacethat isoccupied by another player's pawn (except when jumping;
see JUMP RAMPS below). If you have no direction in which to legally move, you must wipe out (see
WIPING OUT below).

For each null shown on the diceyou haverolled, you may make one 90-degreeturn at any point during
your move. If al thedice show nulls, youwill not move.
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RACE RANKING
To determineyour current race ranking, (which affectsthe number of diceyou roll for movement,)
check to seeif your bikeisin 1st, 2nd, 3rd, or 4th place. Bikesthat areontilesclosest tothefinishline
havethehighest raceranking. (Toclarify: if thereismorethan onebike on atile, the one closest to edge of
thetile adjacent tothe next tile of thetrack hasthe higher ranking. If bikesaretied for arank, the next rank
below isskipped. For example, if therearetwo bikestied for 1st place, thenthereisno 2nd placeand the
next highest ranked bikeisin 3rd place.)
Bikesthat arewiped out (off thetrack) count toward race rankingasif they were on the spacethey left
thetrack.
WIPING OUT
Therearethreewaystowipeout:
1) If you run out of track during amove, you wipe out from the spaceyou left the track.
2) If your movewould forceyou into another player'sbike, then you do not move, but
instead wipe out from your current space.
3) If your bike getslanded on by abikejumping off aramp, you wipe out from your current
space.
When you wipeout, take your pawn off thetrack and placeit next to the space where you wiped out. On
your next turn, you may attempt to re-enter thetrack (see RE-ENTERING THE TRACK below).

RE-ENTERING THE TRACK

If your bikeiswiped out at the beginning of your turn, you may attempt to re-enter thetrack at the space
from which you wiped out. To do so, makeanorma movement roll (with the number of dice adjusted for
current raceranking). If youroll an ace, you have successfully kick-started your bike; place your pawn onto
thespaceyou left thetrack. Any diceleft over (after the ace) may then be used asanormal
movement roll, if desired.

If youfail toroll an acewhileattempting to re-enter thetrack, your bikewould not start and you must wait
until next turntotry again.

If the spaceyou | eft thetrack fromisoccupied by another bike, you may not attempt to re-enter thetrack
thisturn; instead, draw acoin from thosethat have been discarded (if any).

JUMP RAMPS
If amovewill get your bike acrosstherai sed edge of ajump ramp, thentheroll used for movement must
be higher than the height of thejump ramp. If none of your dice show numbershigher than the height of the
jump ramp, then you may not movethisturn.
Bikes"fly" off each jumpramp. If therearebikesonthenexttile(s) after ajump ramp, bikesmoving off the
jump ramp may passover them; count each spacewhether thereisabikeinitor not. If jumping off aramp
landsabike ontop of another, the bike being landed onimmediately wipes out from that space.

SPENDING COINS
Thecoinsdedlt to playersafter thetrack isbuilt may be spent intwo different ways:

1) If you are attempting to re-enter thetrack, you may discard acoin beforeyouroll. The
coin replacesthe acerequired to enter thetrack. You may then makeanorma move-
mentroll if desired.

2) Beforeyouroll thedicefor movement, you may discard oneor more coinstoinclude
oneextradieper coin spent. You may never roll morethan four dicefor movement.
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WINNING

Tocrossthefinishline, just move off thelast tile placed during track building. Thefirst player to crossthe
finishlinewinstherace.



