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CONTENTS:

1 game board (2-sided), 5 raptors in 5 different colours,
5 movement dice (4 ‘footprint’ dice, 1 ‘arrows’ die),

20 unique ‘Top 3’ target cards, Game Rules
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6AME OBJECTIVE )

Help your velociraptors to win the race through the prehistoric landscape. Advance the
appropriate raptors step by step and try to get your Top 3 in the right positions when the first
raptor crosses the finish line. Watch the moves of your opponents, let the T-Rex help you tactically
to scare certain raptors to force them back and use the boosters on the track wisely to make other
raptors advance faster. The player who scores the most points after the first raptor has crossed
the finish line, wins the game!
SET vP
+Fold the 2-sided game board ?¥?
open and put the 5 raptors randomly on the starting positions.
- For the starter level, use the ‘Desert’-side of the board and the 4 footprint dice.
- For the advanced level, use the Jungle’-side of B :
the board and all 5 dice. .ﬂ' N
« Shuffle the 20 ‘Top 3’ cards face down. °® ®
Each player then picks 1‘Top 3’ target card. . .\
Look at the card, but don’t show it to the other players! @ N
PLAY & ADAPT
@ 'DESERT’ RULES (Starter levely -
On this track, the raptors can only
move forwards & backwards in their -
own lanes. The game is played in turns ﬁ
and play continues clockwise. The
youngest player starts. First roll all g
4 footprint dice. After each roll, set aside
the dice you want to use and reroll the
remaining dice. After each roll, you must
set aside at least 1 die. You cannot reroll
dice that were previously set aside. Once
all dice are set aside (so after maximum 4 rolls), you must
move the raptors according to the outcome of the dice.

STARTING
POSiTioNs

MOViNG THE RAPTORS
You can decide in which order you move the raptors.
* Raptors will advance 1 step forwards for each die showing their colour.
* For each red T-Rex footprint, you must choose a raptor and move him
1 step back. If you have several T-Rex footprints, you can choose
to move 1raptor several steps back or several raptors 1 or more steps back.
« If, after advancing forwards or backwards, a raptor reaches a booster icon
(i.e. a raptor footprint on the gameboard), you must choose a different raptor
and move it 1 step forwards. Each time you reach or pass a booster, you activate it.

BOOSTER
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EXAMPLE OF A TURN

The starting position is Figure D1.
The player rolls the dice and the result of
Roll 1is orange, blue, blue and purple.

The player sets aside the orange die and Roll 2 ‘@1 ‘@J ‘@1

rerolls the rest. The result of Roll 2 is orange,

T-Rex, green. He then sets aside the orange Z

and the T-Rex dice and rerolls the last die. Roll 3 { D
WA

The result of Roll 3 is yellow. This makes the
final result orange, orange, T-Rex and yellow.

Final
Result

FIGURE D1

The player now moves the raptors accordingly. First he uses the 2 orange dice to advance the
orange raptor 2 steps. It reaches the booster. The player uses the booster to advance the yellow
raptor 1 step. Then the player uses the T-Rex die to move the blue raptor 1 step backwards. This
raptor now steps onto a booster too, which the player uses to advance the yellow raptor again,
which now also steps onto a booster. The player uses it to advance the orange raptor again.
Finally, the player uses the yellow die to advance the yellow raptor. The final result of the turn can
be seen in Figure D2.
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@ THIS ICON INDICATES A GAME ELEMENT THAT HELPS TO BOOST YOUR ADAPTABILITY!
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O 'JUNGLE’ RULES (Advanced level)

“ On this track, the raptors will need

to switch lanes at the right time to
avoid hitting the obstacles (trees or
rocks). So you must use the arrows
die wisely fo move diagonally.
The game is played in exactly the same way as the Starter Level, but with the following additional
rules: Start by rolling all 5 dice. You can reroll the arrows die as long as you have footprint dice to
reroll. The number of arrows on the arrows die determines how many diagonal moves you MUST
make whilst taking the steps determined by the footprint dice. This can be 0, 1 or 2 moves. So a
diagonal move is always linked to a move forwards or backwards.

* Raptors cannot advance to a space that is occupied by another raptor or
to a spot with an obstacle (so they must run around it).
- If a raptor is blocked and cannot move forwards, he must step sideways. If sideways
is blocked too, he will not be able to move this turn and stays in the same spot.
* When using your T-Rex footprints to move a raptor 1 or more steps back, you can
only choose raptors who can move backwards to a free spot. This move backwards

can be diagonal if your arrows die allows this.
i | i | el

After rolling and rerolling the dice, the dice outcome
is 2 blue, 1 green, 1 T-Rex and 2 diagonal moves.
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EXAMPLE OF A TURN

@ Section C contains a booster icon under the raptor.

The player wants to advance the blue raptor as far as he can and to bring the orange raptor
back. J1 shows the starting position. He plays 1 blue die and advances the blue raptor to (A).

The blue raptor can't advance anymore, it is blocked by an obstacle in the front and a raptor to
the right (orange raptor). The orange raptor is blocked by a palm tree from behind, so the player
uses both the T-Rex die and one diagonal movement to send the orange raptor to point (C). The
orange raptor lands on a booster at point (C). The player uses it fo advance the blue raptor, but
since he still has a rock in front of him, the blue raptor will move sideways to point (B) - see J2.
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Now the player uses the second blue die to advance the blue raptor, but because the yellow
raptor is in front of him he moves sideways again to point (D). The booster at point (D) allows
the player to advance the yellow raptor to point (E) which also has a booster and the player
uses that booster to advance the blue raptor again to point (F). Finally the green die is used
to advance the green raptor to the booster at point (G) and the player uses it with the second
diagonal move to advance the blue raptor to point (H) — see J3.

The game ends immediately when the first raptor crosses the finish line!

You can tactically use certain dice before making a raptor cross the finish line.
Once the raptor crosses the line, the remaining dice cannot be used anymore.
Now all players score points according to the end location of
the raptors on their Top 3 target card as follows:
« If the 1st raptor on your card reaches the 1st place in the race,
you earn 10 points.
« If the 2nd raptor on your card reaches the 1st or 2nd place,
you earn 8 points.
« If the 3rd raptor on your card reaches the 1st, 2nd or 3rd place,
you earn 5 points.
« If the 3 raptors on your card match the Top 3 in the game,
even in the wrong order, you earn a bonus of 3 points.
The player with the most points, wins the game!

@ If 2 or more raptors finish in second place, each player can choose which one is

in second place and which one is in third place.
ExAMPl.E The game ends when the blue raptor crosses the ﬁmsh line.

If 2 or more raptors finish in third place and if there are no raptors tied for second place,
each player can choose which raptor is in third place (See example).

Player A has the blue raptor at the first place and the green raptor at the third place (tied with the
orange raptor), scoring him a total of 15 points.

Player B has the yellow raptor at the second place and the orange raptor at the third place
(tied with the green raptor), scoring him a total of 13 points.

Player C has the yellow raptor at the second place and the blue raptor at the third place. His
orange raptor didn’t manage to get first place but he has the 3 raptors on his target card, giving
him 3 bonus points, scoring him a total of 16 points and winning the game for him.
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