Note: Stole, ds are played th if
TO BEGIN TAKING A TURN THIEVERY]! PR RS SRV S

» Choose a dragon and rider. ALWAYS PICK UP A CARD (OR CARDS) Whenever you land on an opponent, you take the opportunity Yyour Insignia - play another card!
» Place your playing piece on the Start Island. TO START YOUR TURN. The first part of to steal their goods! If your turn finishes on the same spot as Note: Sometimes you may land on more than
* Collect your character’s Card Legend. every turn is drawing enough cards to make another player they must fan their cards, and without looking one player. Choose one player to steal from.
¢ Shuffle the cards and deal each player 4 cards. a five card hand. On your first turn this will you pick one and play it immediately. This might help you take Note: If you land on apfajfel_’ anda Ballffta ?013
« Place the deck within easy reach of all players. probably be just one card, but on subsequent another turn, or might be bad news! (The player who had a card or Ball you must pay the price before Thieving.
* The player to the left of the dealer begins and turns you may have to draw more. stolen must draw an extra card at the start of their turn.) Note: If you steal an Updraft or Downdraft
@ card - and you are tied for lead postion - move
playmioves clodlause: Players move along the dotted path. There is no stealing if players are on a Watering Hole. ahead two.
RZRDEREAZRSZRSZSS - THERE ARE THREE WAYS TO ADVANCE -~ SX2RESEXIROUZRS2ZNS BRZREACRERTREEEREXTIE6ZTTE — GAME BOARD LANDMARKS - REsZTRSsTRESTRSUZRERZTRESEIR
Play a numbered Play 3-of-a-Kind Play a Special W ATERING HOLES SHORICUT BALLISTA BOLTS
card from your hand. from your hand. If a Cardfrom your AND ARROWS "AND F]_AMING BALLS
Example: play a 3, player collects three hand. When you There are 5 Watering Holes. )
moveforward3 SpOtS. cards with the same Plﬂy a Special Card When youareona Watering YOU. must land On. the SpOt When you land on'a Ballista Bolt
number, they may play all players follow the Hole you are safe from the mth'the arrow.} just before the or Ball you must discard a card.
all three at once to move directly instructions on it. Except if you effects of Special Cards and flaming hoops in order to use Fan your cards and have another
to the next Watering Hole. are at a Watering Hole, where no one can steal from you. the shortcut. When you play ) pla'yer dra?v 4 card' at random.
A you are safe from the effects of Rt il flae i Rin if}(:ul’ next turn };)lur ii}l;st sp(zit 15f Th;s Tard dlS just discarded and
when used as part of a 3-of-a-Kind do special cards. while on a Watering Hole, then a Halt e arrow 3 on the other end o HAk prayecs

card cannot be used to stop that player the flaming hoops.

not have any other effect.
moving to the next Watering Hole.

Note: The Shortcut is one way, if you
are sent back, proceed along the long
path.

Note: Three Tornados, three HALT!
cards, or three cards with the same
Insignia are not considered 3-of a-Kind,

Note: The Finish Spot is NOT a
Watering Hole and 3-of-a-Kind and
Passing Wind cannot be used to
reach it.

If you play a card with your

Insignia on it @@@@ -
then play another card from
your hand. /3

Note: The Finish spot is not a Watering
Hole and therefore 3-of-a-Kind cannot
be used to reach it.

The obstacle course has a
mid point where paths cross.
Procede from one arrow » to
the next, jumping over the
earlier path.

¢ Ifyoulandon
I a BALLISTA BOLT |
| or a BALL you must |
\ discardacard. J
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After you have played a card (or cards) from your hand and moved
accordingly, your turn is over and play shifts to the player on your left.
Be sure to pay attention because there are “HALT!" cards that you
may want to play during other players’ turns.

WATERING
HOLES are safe
places, immune from
Special Cards and
Thievery.

If the draw pile runs out on your turn, another player must
shuffle everyone’s discarded cards to create a new draw pile.




WINNING THE GAME

The first Player to land on the Finish spot wins!
You can win by playing the exact or a greater number needed to land on the treasure.
Note: The Finish spot is NOT a Watering Hole and 3 of Kind and Passing Wind cannot be used to reach it

STORY

It’s the first day of the
INTERNATIONAL DRAGON
CHAMPIONSHIPS in the Land
of Floating Isles. The opening

event is the prestigious but
perilous obstacle course known
as THE GREAT DrRAGON RACE.

Contestants need to be ferociously
fast, cunning, and agile to win.

Pass the player
immedialely ahead
and take the space

FLY AWAY!
All players move back

i ] in front of them, ! . .
ooy B NS .y While flying at speeds most of
“ed 10 the R .
O NTa CAND 0N YOLRTLRS LAY TS CarD 0¥ Y0UR Tty ateri i };;,:”" 1s never attain, they must watch

for the dangers of ballista bolts,
flaming balls, and the sneaky
manuevers of their opponents.

NOTES ON SPECIAL CARDS

- PLAY THESE CARDS DURING YOUR TURN - sZRSxTRESZASHTRSETRS

All four dragons and their riders

UPDRAFT! AND PASSING have fought their way through

BOLTS! AND BALLS/ DOWNDRAFT! WIND] TORNADO!

Best played when you are  If you are the lead player, This card cannot be used Do you improve your

on a Watering Holeand ~ you might want to save  to move directly to the position or pick a player

immune from the effects. these cards until youare  Finish spot becauseitis  to send backwards?
passed. not a Watering Hole,

regional, provincial, and national
competitions to compete here
today. But only one team will take
home the treasure and see their
names emblazoned on the Great
Crystal Dragon for all time.

- PLAY THESE CARDS DURING OTHER PLAYERS’ TURNS - SS3ZROZRAZRS

Very handy cards. When another player makes a move you don't like call out,
“HALT!” and discard one of these cards to cancel their turn, sending them
back to where they started. Can be played to:
* Prevent a player Thieving from your hand
* Cancel another player’s move, even when they are playing a special card
or a 3-of-a-Kind.

HALT! cards have numbers on them, so they can also be used to move, and

special cards

are played during
OTHER PLAYERS®
turns. Play to Cancel
the effects of the
last card played.

as part of a 3-of-a-Kind. This is instead and not as well as their other abilities.

When they are stolen they are treated as number cards and the thief moves
accordingly. A Halt card cannot be played to cancel another Halt card.

Hint: Generally, you want to keep these handy to cancel other players' Special Cards.
Also, near the Finish spot they are useful to cancel other players’ normal moves.
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