


 
Forberedelse og opstilling 
Place the game board in the middle of the 
table. In a game, where 3 pairs play against 
each other, each player teams up with the 
player placed diagonally opposite to them.

This means that green teams up with red, blue 
with orange and purple with yellow.

If the game is played 3 against 3 red, yellow 
and blue always team up against orange, green  
and purple. 

Each player is given 4 movers in their own 
color and the movers are then placed in the  
home place           in front of each player.
 
Dealing the cards:
One of the players shuffle the cards and deals 
4 cards to each of the 6 players around the 
table. 
Each player pick up their cards and all  
remaining cards are placed in a pile next to 
the game board.

Each player deals cards 3 times, before the role 
as card dealer is passed on to the next player 
in a clockwise direction................................... 

Trading cards:
When 3 pairs play against each other the  
following applies:
Each player swaps one of their cards with 
their partner (read more in “Card values”)
The cards are swapped simultaneously and 
backside up, so no one can see them. 

When the game is played 3 against 3 the  
following applies:
Each player gives a card to the partner placed 
in the clockwise direction (read more in “Card 
values”). The cards are traded simultaneously 
with the backside up, so no one can see them. 
 
S e l v 
e spillet 
The player to the left of the card dealer starts 
the game by playing one of his cards face up 
in the middle of the game board and performs 
the move/moves stated on the card.

In order to be able to move a mover from the 
home to the starting space , the player must 
play a card with a start symbol .

The starting space is only used when a mover 
leaves the home. This means that the starting 
space does not count on the way around the 
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board and also not when entering or leaving 
the end spaces.

When the first player has played one of his 
cards and made his move, the turn passes on 
to the next player in a clockwise direction.

Blocking: 
If a player has one or more movers placed 
in his starting space , no other players are 
able to pass that block, unless a player uses 
a .....,.which makes it possible to pass the 
block. 
 
No moves possible:
If a player ends up in a situation, where he is 
not able to use any of the cards on hand and 
therefore not able to make a move, the player 
must discard ALL his cards without making 
a move. When this occurs the player cannot 
join the game again, until new cards have 
been dealt. 

Note: A player is able to play a ”swap-card” 
or a ”2” even if he has none of his own movers 
in play (read more in “Card values”).  

Jump upon movers: 
If a player moves a mover to a space, where 

another mover is already placed, then the 
mover jumped upon is returned to its home 
and must start all over. This applies for movers 
belonging to your opponents as well as your 
partners.

However, if a player moves a mover to a space, 
where 2 or more movers are placed, then the 
jumping mover itself is returned to its home 
and has to start all over.
 
The round ends:  
When all players have either played all their 
4 cards on hand or discarded them, the card 
dealer deals each player 4 new cards, the  
partners exchange a card and the game  
continues. 
 
New card dealer: 
When a card dealer has dealt cards 3 times, 
the next player in a clockwise direction takes  
over. All cards are gathered and shuffled  
before 4 cards are dealt to each player. The 
role as card dealer this way changes between 
the players for the rest of the game.  

Get your movers into the end spaces: 
The end spaces are filled from the center of 
the game board and out. This means, that the 
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first mover gets locked, when it is moved to 
the space closest to the center of the board. 
The second mover gets locked when it is  
placed in the second end space from the  
center of the game board and so on. 
 
While in the end spaces the mover is safe  
which means that it can neither be jumped 
upon nor swapped by any player.
When a mover is locked in its right place, it 
can no longer be moved. 

Note: In the 4 end spaces players cannot jump 
over their own movers, so they have to play a 
card with the right value in order to lock one 
of their movers in its right position. 

The movers can change direction in the 
end spaces:
If a player is not able to lock his mover, 
because the value of the card played is either 
too high or because another mover is blocking 
the way, then the mover must be moved the 
remaining spaces from the card backwards 
against the normal direction of play. 

However, the mover can only change  
direction in the end spaces and is able to do  
so more than once in the same move. This 

means that a mover can go forth and back  
between two other movers positioned in the 
end spaces.

Note: If a mover cannot enter the end spaces 
then the mover cannot change direction.

When a player gets all his movers locked in 
the end space: 
As soon as one of the players in a partnership 
gets his own movers locked in the end space 
(all 4!), then this player must help his partner 
or partners. 

In this situation the following applies: 
 
Playing 3 pairs against each other: 
The player must use his own cards on his  
partners’ movers or make things more difficult  
for their opponents – For example by  
swapping the opponents’ movers using the  
”swap-card”.

Playing 3 against 3: 
In turn the player must each time use his own 
cards on ONE of his partners’ movers or make 
things more difficult for their opponents - For 
example by swapping the opponents’ movers 
using the “swap card”. 
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Every time the player plays a card, he decides  
which partners’ movers he wants to move.  
If only one of the 3 players in the team needs 
to get his movers locked in the end space, then 
both his partners try to help him out. 

It is all about helping your partners to the 
best of your ability and at the same time try 
to make the game as hard as possible for your  
opponents in order to prevent them from  
getting all their movers locked and thereby 
win the game.

 

The first pair or team to get all their movers 
locked in the right positions has won the 
game.

Note: When 3 pairs play against each other 
the players themselves decide, whether 
to continue the game to see, which team  
finishes second. 

Have fun!
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How to win the game

These cards can be used 
to move ONE mover 
the number of spaces 
shown on the card.

A mover is moved from either the 
home to the start space OR 8 spaces 
forward. 
 
A mover is moved from either the 
home to the start space OR 13 spaces  
forward.
 
A mover is moved either 1 OR 14 spa-
ces forward.

A mover is moved 4 spaces backwards 
against the normal direction of play. 

The card cannot be used with movers 
that are positioned in one of the 4 end  
spaces. However it can be used with great  
advantage, if the mover is positioned on a 
start space or in the spaces 1, 2, 3 and 4 after 
the start space, since the mover can be moved 
to a new position, where it is very close to the 

Card values
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Furthermore a player can always use this card, 
even if he has got none of his own movers in 
active play. 

The card can however NOT be used to swap 
movers, which are in a safe position, which 
means movers positioned on the end spaces, 
start spaces and home. Remember that 2 or 
more movers of same color placed on the 
same space are also safe.

 
The card has the following abilities, 
when a player is playing with his own 
movers:

The player can move two spaces forward with 
one of his own movers. 

or 

The player can move 2 of his own movers 
from his home to his start space. 

or 

The player can move 1 of his own movers 
from his home to his start space and 1 of his 
partners’ movers from the partners’ home to 
the partners’ start space. 

end spaces. In that way the mover does not 
need to be moved all around the game board. 

The card can be used to move ONE 
or MORE movers a total of 7 spaces.  
The 7 spaces can be shared between 
all the movers, which are in play, 

but all 7 spaces MUST be moved. The movers 
are moved one by one and each mover can  
only be moved once. 

Note: If a player can lock his fourth 
mover in the end space only using some
of the moves then the rest of the moves can be 
used on a partner’s mover/movers.

When a player has locked all his movers in 
the end spaces and is playing with a partner’s 
movers, all 7 moves MUST be used on this 
partner’s moves alone.

The card makes it possible for a player 
to swap positions between 2 movers 
on the game board. 

The player can swap any 2 movers in  
active play, which means the player is also 
able to swap 2 movers in the same color  
– even in his own color. 

Card Values



The player can move 1 mover from each 
of his 2 partners from the home to the start  
spaces. 
(This only applies when the game is played 3 
against 3 and is the only time you can split a 
card between two partners)

The player can move a mover 5  
spaces forward, but the card holds a 
certain ability, that allows it to jump 
past another players blocked start  

space, no matter how many movers are placed 
in it. No other cards in the game holds this 
great ability.
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or 

The player can move 2 of his partners’ movers 
from the partners’ home to the partners’ start 
space. 

or 

The player can move 1 mover from each 
of his 2 partners from the home to the start  
spaces. 
(This only applies when the game is played 3 
against 3)
 
The card has the following abilities, when 
a player has locked all his movers in the 
end spaces and is playing with his partner’s 
movers:

The player can either move the partners’ 
mover 2 spaces forward.

or

The player can move 2 of the partners’ movers 
from the partners’ home to the partners’ start 
space. 

or
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