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Rules

Getting ReadyAim of the Game
Contents

Playing Board, 6 ‘Penny’ Playing Tokens, Die,

Deck of Playing Cards, Stopwatch, 5 Cups & Cup Cover, 

Petrol Pump Sleeve, Pad & Pencil, 30 Challenge Cards,

20 Charade Cards, 20 Golden Zone Challenge Cards,

20 Pablo Petcasso Cards, 30 Check It Out Cards and

a Pad of 10 Cheques.

To be the �rst player to reach Stephen’s 

Golden Jacket space and successfully 

complete the Golden Stopwatch Challenge.

Place the �ve packs of cards on their relevant 

spaces on the playing board. Each player 

chooses a di�erent colour penny token and 

places it on the starting space. Have the Deck of 

Playing Cards, Stopwatch, 5 Cups & Cup Cover, 

Petrol Pump Sleeve and the Pad & Pencil close 

to hand, ready for the challenges.

The player to the left picks up the 

stopwatch and says ‘GO’ as they start the 

timer. You must say ‘STOP’ when you 

think the time has reached between that 

shown on the board and up to 0.99 

seconds over. If successful you win a roll 

of the die. A Game for

2 to 6 Players

 Stopwatch

             C
hallenge

As soon as you reach this space 

(exact number not required from the die 

roll) you immediately, on that same turn, 

play the Golden Jacket Stopwatch 

Challenge in an attempt to win the game.

The player to the left picks up the 

stopwatch and says ‘GO’ as they start the 

timer. You must say ‘STOP’ when you 

think the time has reached between 15 

and 15.99 seconds to win the game.

If unsuccessful, you remain where you are 

until your next turn and so on unless 

another player beats you to it!

 Golden Jacket

    Stopwatch

             C
hallenge

Rules for 2 Players

The game is played in the 

same way except when 

landing on a Pablo Petcasso 

space or a Charade 

Challenge space. Then, you 

pick up a Blue Challenge 

Card instead.
Please send videos of

your crazy challenges to 

IFAP@bigskygames.com

Pick up a Golden Zone Challenge 

Card, read out the challenge and follow 

the instructions on the card.

      Golden Zone

             C
hallenge

Winner

The winner is presented with a 

cheque signed by Stephen Mulhern!



Start
The youngest player picks up a Blue Challenge Card and reads out the challenge.

If they successfully complete the challenge, they roll the die and move their penny 

token forward by that number of spaces and their turn ends. If the challenge is not 

completed successfully, the player stays where they are and their turn ends.

The Challenge Card is placed to the bottom of its pack. The player to the left takes the 

next turn and so on. Some of the challenges ask you to play with the player in last 

place. Sometimes there will be more than one player in last place, in which case you 

play with the youngest of these players. 

If you are currently in last place, you play with the player closest to you on the board 

and again if this is more than one player, you play with the youngest of these players.

Each time a player fails a challenge for a second time on the same space on the 

board, right up until the Golden Zone, they move their token one space forward 

and their turn ends.

          
          

       
 

 
      Pick up a Blue Challenge Card, read out the

 
 

 
 

      challenge and follow the instructions on the card.

Blue Challenge Spaces

Rules for 3 to 6 Players

The player to your left picks up the Check It Out 

Cards and places the top card face up in front of you. 

The player holding the cards reads out the product 

shown on the next card. You then have to guess 

whether this product is cheaper or more expensive than the �rst one. 

If you guess correctly, the player holding the cards reads out the 

product on the next card and so on, hoping to achieve four correct 

guesses. If successful, you win a roll of the die.

If any guesses are incorrect, the challenge is unsuccessful. All used 

cards are reversed and placed to the bottom of the pack.

The Stopwatch is placed in the 

Petrol Pump Sleeve. You play with the 

player in last place. They start the 

Stopwatch and whilst watching it, try to 

stop it as near to 20 seconds without 

going over. If th
ey go over, you 

automatically win the challenge. 

Otherwise, to be successful, you must 

play and get closer to 20 seconds than the 

other player, without going over. 

You pick up the top card and have 40 

seconds to draw the two animals on the 

card for the player in last place to guess.

A third player says ‘GO’ and starts the 

stopwatch. If successful, you both win a 

roll of the die. If unsuccessful, you both 

stay where you are on the playing board 

and your turn ends. The card is placed to 

the bottom of its pack.

If you are on the Pablo Petcasso space 

when all other players are on the Golden 

Jacket space, you play a Blue Challenge 

Card instead

You must turn away with your back to the 

cups while the player to your left �lls two 

of the �ve cups with water and places the 

cup cover over the top of all the cups.

You then choose two of the cups to be 

poured over your head. If both cups are 

empty you have successfully completed 

the challenge and win a roll of the die.

If one or more of the chosen cups contain 

water then you are unsuccessful and the 

next time around you have another go

as before. As it involves water, you might 

want to play this game outside! 

Check It Out

You pick up the top card and have 10 

seconds to perform the two charades on 

the card for the player in last place to 

guess. A third player says ‘GO’ and starts 

the stopwatch. If successful, you both win 

a roll of the die. If unsuccessful, you both 

stay where you are on the playing board 

and your turn ends. The card is placed to 

the bottom of its pack.

If you are on a Charade Challenge space 

when all other players are on the Golden 

Jacket space, you play a Blue Challenge 

Card instead.

Pump It Up

Whatever

               
     The Weather

Charade

               
     Challenge

Pablo

               
        Petcasso


