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o Unfold the game board and place it in the center of the play area.

o Shuffle the Smooth Moves! cards into a single 0 Shuffle the Mix It Up! cards into a single deck and
deck and place the deck on the designated space. place the deck on the designated space.

O Select and place a Music Rules! card face up on the designated space.

o Randomly distribute the 32 Student standees (but not the chaperones!) on each of the eight board locations, as
follows:
The Refreshments (@) and The Bleachers (@)) - 8 Students each

The Green (@), Blue (£R), Yellow (f}), and Pink (§}) Dance Floor Spaces - 3 Students each
The Janitor’s Office (€)) and The Restrooms () - 2 Students each

) Place the Dance Dice, Chat Tokens, and Status €) Select one of the Game Mode cards (Solo,
Tokens near the board within easy reach of all Competitive, or Cooperative), read the rules, and
players. place it face up in the play area.

0 Each player selects one Dance Card and places it face up in their play area.

* For your first game avoid choosing Feficity or Zoe because these students have more complex personal abilities.

* Once players are famiffar with the game, Dance Cards should be assighed randamly for a mare unpredictable experience.

0 Each player reads the personal ability on their Dance Card and collects any necessary cards or tokens
required.

@ Optional: Draw one, two, or three random Challenge! cards and place them face up on the empty Challenge!
spaces at the bottom of the board.

* Do not use Challenge! cards until you have played the game at least once without them.




@ The player with the lowest student |ID number is the first player and chooses a Spin Dial to use during the
game.

Once setup is complete, the first player
takes their turn to begin the game!




At the beginning of each game, each player takes a Dance Card that represents their unique Student. That Student
has Friends who encourage the Student and improve their chances of success, a Rival who gets in their way, and
three Partners who they are trying to dance with to win the game. Each Partner has two Contacts with whom the
Student can Chat to increase their chances of success and a Crush who can distract the Partner and make it more

difficult to dance with them.

o Student Name,

9 Student ID, which Is used to determine inftial turn order and
referenced In other game elements.

The automatic Dance Dice that this Student has avallable for
dance rolis,

o The personal abllity that gives this Student an edge in certain
situations. See the reference section for more details.

9 The Friends of this Student If the Friend of a player's Student
is present on the same Dance Floor ( ) location as the
Student when a player takes a Dance action with any Partner,
the player adds the indicated die or dice to their dance roll.

o The Rival of this Student If the Rival of a player’s Student is
present on the same Dance Floor ( g ) location as the
Student when a player takes a Dance action with any Partner,
the player adds one Black Die ({B) to their dance roll.

o The three Partners with whom the player must Danceto win
the game.

0 The reward icon for this Partner. Draw Smooth Moves! cards
equal to the number indicated by the icon when a Suceess
Token () is placed on the portrait of this Partner.

o The dance difficulty for this Partner. If the combined results of
a dance roll meet or exceed the reguired value and the
required ican or icons, place a Success Token (@) on the
portrait of this Partner.

@ This symbol Indicates the Student’s music preference, which is
also referred to as the student colot and referenced by other
game elements.

m The Contactsof this Partner. If a player takes a Chat action
with a Contact, place the indicated Chat Token on the portrait
of the Contact When a player takes a Dance action with this
Partner, the player adds the die that matches the Chat Token
on this Contact to their dance roll,

@ The Crush of this Partner. If the Crush of a Partner is present
on the same Dance Fioor { §)) location as the Partner when
the player takes a Dance action with this Partner, the player
adds one Black Die {E) to their dance roll,




5

| & ] Once per turn, you can take one free
action, determined by the Song Die:

O :Dance :Chat O :Nerve




The game is played over a series of player turns, starting with the player with the lowest Student ID and then going

clockwise around the play area. Each turn is broken up into two phases: the Spin Phase and the Action Phase.

The active player takes the Spin Dial from the previous player, rotates it to the next
icon, and resolves the effect for that icon.

W On the first turn of the game, the active player rotates the dial to the START position and resolves that
effect,

' :q'gtjj;fe_ player can perform up to two of the following actions during
ht" Players can repeat the same action twice or perform two
different actions.

The active player can move any one Student onto an adjacent board location.

EXCEPTION: A player cannot move one of their Partners onto the same Dance Floor (£R) location as
their Student.

m If the active player's Student and one of their Partners are both on the same Dance Floor () location, the
active player can perform a dance roll:

o Collect your Dance Dice, including any bonus dice based on your Friends, Chat Tokens, and other factors.
6 Roll the Dance Dice,
o Evaluate the results:
# Greater than or equal to the dance difficulty of Partner -> Place Success Token ( @) on the Partner,
then draw Smooth Moves! cards equal to the number indicated by the reward icon (1)), (), or (@).
% Less than the dance difficulty of Partner -> Place Failure Token () on the Partner.

Once a Partner has a Failure Token (@) on their portrait, that Partner cannot be selected for a Dance action
again until the Failure Token (@) is removed.




If the active player's Student and a Contact are together on either the (® ) or the Bleachers
(@ ), place the indicated Chat Token on the portrait of the Contact That die will be added to the dice pool
of future dance rolls with that Partner.

If the active player's Student is on either the Restrooms (@) or the lanitor’s Office (€)), ditch every
Failure Token (#) on their Dance Card and draw one Smooth Moves! card for each token that was ditched.

//;m

% Playing Smooth Moves! cards - The active player can - & really make or break ?Wr
play any number of Smooth Moves! cards from their chances out there, so stock up
hand to trigger the effect on the card. T before stepping onto the Dance

= X Fioor! Oh, and don't forget that
Ditching Smooth Moves! cards - The active player ' ' W—’” can ditch ‘em to get people
can also ditch Smooth Moves! cards at any time =Nl moving! Tl remind you
during their turn to take a free Move action for each A | when I canl
ditched card. =

whx:h Game Hadecard is in play:. T

Solo - The game ends as soon as the player places a third Success Token (# ) on their Dance Card. The solo
player wins the game!

Competitive - The game ends as soon as any one player places a third Success Token () on their Dance
Card. This player wins the game!

Cooperative - The game ends as soon as every player places a third Success Token (8 ) on their Dance
Card. The players win the game!




The Spin Dial represents the randomness and chaos of a high
school dance, adding variety to each game by giving each player
something different to do on their turn. During setup, the first player
gets to choose which Spin Dial to use during the game.

At the beginning of their turn, the active player takes the Spin Dial
from the previous player, rotates it to the next icon, and resolves the

effect for that icon.

Rall the Song Die and place it on the
Music Rules! card.

On the first turn of the game, the active
player rotates the dial to this position and
resolves this effect.

If the result Is &4, the active player chooses
the song color,

Resolve the Spark!effects on all cards
with this icon that are face up on the
board or in the play area.

The Music Rules! card is one example of a
card with this icon, but other cards in the
game might also have this icon.

ROTATE FOR EFFECTS!

Draw the indicated number of Smooth
Moves! cards and add them to your hand.

Gain the indicated number of free Move
actions, which can be used at any time
during your turn.

Reveal the top card of the Mix It Up!
deck, follow the instructions, and then
place that card in the ditch pile unless
otherwise stated on the card.




“ /" The Spin Dial adds a N

J > / lot of excitement! Sometimes, *
# Inmost cases, the effect shown on the Spin Dialis performed by . ) i changes the music or moves

the active player. However, some Spin Dial icons include the = . Students around the Dance Floor

word "ALL" which means that all players will perform this action. - | And sometimes, It gives /ou
7 |4\ spedal bonuses that make your ,

% The Spin Dial has one icon with the phrase "Skip if 3P" at the
turn superpowered!

top. In a three player game, skip this icon by advancing the
Spin Dialto the next icon and resolve that effect.

During the game, players will be asked to ditch certain

components or die results.

& Toditch a Smooth Moves! or Mix It Up! card,
place that card in the ditch pile beside its
respective deck on the board.

% Toditch a token of any kind, return it to the
general supply.

% Toditch the result of a die roll, simply ignore that

result as if it were not part of the roll.




During the Action Phase of their turn, the active player can perform up to two of the following actions. Players can
repeat the same action twice or perform two different actions.

Th&actwe pJayer can move any one Student onto an adjacent board location.;The active
playa‘-can ITIOW-:- ELther thE|r own Student or any other Student in the game.

‘Alplayer cannot move one of their Student’s Partners onto the same Dance Floor. ({1#))

The active player wants Phoenix, who is currently on the ers (@ ), to Dance with Estelle, who

is currently on the Green Dance Floor (@) location. The player uses one Move action to move
Phoenix from the (€)) to the (gl ) location, and then a second Move action to move
Phoenix from the (fR) to the Green Dance Floor () location.

The active player wants to increase the chances of a successful Dance between Phoenix and Estelle

by moving Phoenix’s Friend, lgnacio, onto the Green Dance Floor () location, and by moving
Etelle s Crush Raj, off of that location. The player uses one Move action to move !gnac;o from his current location to the
Green Dance Floor (@), and then uses a second Move action to move Raj out of the Green Dance Floor (@) location,

There is now an increased chance that Phoenix will have a successful Dance with Estelle ona future ftum!




The active player wants Maxine, who is currently on k™ i,
the Green Dance Floor (@) location, to Dance with e /
Steven, who is currently on the (@) location. The .. 8 / Your Move
player cannot move Steven onto the same Dance Floor () location
as Maxine because Steven is Maxine’s Partner. To get around this
probtem, the piayer uses one Move action to move Steven onto the
- + (M) location, and then uses a second Move
action to move Maxine to the 5/u nce F (MR ) location.

actions can be used
in creative ways to
increase the chances
of a successful
dance rolll

| ftheawe piayer s Student and one of their, Partners are both on the same Dance Floor,
Eﬁg the active player.can perform a dance roll. Follow these steps in order:

Assemble your dice pool by gathering the appropriate dice from the general supply:

o Gain the automatic Dance Dice shown next to your Student’s personal ability.

6 Gain the indicated Dance Dice for each Friend on the same Dance Floor (3 ) location as your Student and their
Partner.

e Gain one Black Die ([B) if your Rivalis on the -~ ‘.;._. = =
same Dance Floor (§f ) location as your Student " '

and their Partner. fi othe D) studentin the same
g location 5 Taylor,

At the start of your turn, gain two free
Mav s f there is 2t least one

Gain the indicated Dance Die for each Chat
Token on a Contact for this Partner, These
tokens are placed after taking a Chat action.

© Gain one Black Die (B) if the Crush of your
Partner is on the same Dance Fioor ({13 )
location as your Student and their Partner.

o Check the Music Rules! card, any Challenge!
cards, and any other special rules in play to gain
or remove Dance Dice as indicated,




The active player wants Kate to Dance with Dwight. To create a pool of Dance Dice, they do the
following:

o Gain Kate's automatic Dance Dice, which are one 5/ue Die ([@)and one Gray Die ((@)).

o Gain one Pink Die (@) because Yvette (one of Kate's Friends) is present on the same Dance Floor ({])
location.

o Gain one Black Die (BJ because Kate's Rival Eliot is present on the same Dance Floor (R ) location.

o Gain one Green Die {ﬁ ) for the Chat Token placed on Jordan (Dwight's first Contact) and one Gray Die ()
for the Chat Token placed on Phoenix (Dwight's second Contact).

o Gain one Black Die [e ) because Renee (Dwight's Crushl is present on the same Dance Floor (R ) location.

o Gain one Gray Die (| 4] ) because Dwight's color matches the color of the Song Die {[@} The Music Rules!
card states: "During dance rolls, gain one Gray Die (] if the color of your Partner matches the color on
the Song Die ((d))"

When the active player performs their dance roll, they will roll one £/ - (), Pink Die{ k@] ), Green Die (@ ),

two Gray Dice {@), and two Black Dice ( Gel

! You can take a Chat action with any
¢ Crush on this card. If you do, place a
Gray Chat Token @ on the portrait of




M Roll the Dance Dice.

w

*

w

Evaluate the results of the roll and check for success or failure: Multple lcon Dance Dice

Add up all of the numbers on the Dance Dice and take note of any icons shown. lle;
Whenever a die with muitiple icons is rolled, all of those icons are added to the results. <%

Compare the results to the dance difficulty of your Partner. The dance difficulty of each Partnerincludes a
number and, in some cases, one or two icons.

The dance roll is a success if the total numerical value and icons shown on your Dance Dice meet or exceed
those shown on the Partner’s dance difficulty. If the results do not meet or exceed those shown on the dance
difficulty, the roll is a failure.

Place the appropriate Status Token on the portrait of that Partner
Smooth Moves! Reward

If you were successful, place a Success Token () on the Partner and gain the number of
Smaoth Moves! cards indicated by the reward icon.

If you were unsuccessful, place a Failure Token (®) on the Partner.

If a Partner has a Failure Token (Q} on their portrait, that Partner cannot be selected for a Dance action again

until the Failure Token (@) is removed (see the Nerve action for one way to do this).

The active player has Kate take a Dance action with Dwight and

rolls one Pink Die {@], Blue | {@ }, and Gray Die ( {#)), which

results in a @), @) and (2). The player rolled both of the required icons indicated by
Dwight's dance difficulty but did not meet or exceed the required numerical value

of (5], so the roll is not successful, and the player must place a Failure Token (®)
on Dwight's portrait.




On a future turn, after removing the Failure Token (#) (see

Nerve action on the next page) and after positioning Students on
the board to gain more Dance Dice, the player has Kate take another Dance action
with Dmght The player rolls one Pink Die (&), & ie (@), Blue Die ({@)
and two Gray Dici (.} which results in a @ wlth a @ ® @ Oand @
The results shc:-w both of the required icons indicated by Dwight's dance difficulty
and a total numerical value of (), so the dance roll is a success. The player places a
Success Token (#) on Dwight's portrait and gains three Smooth Moves! cards, as
indicated by the reward icon.

If the active player 5 Student and a Contact are together on either the Refreshments
G@D or,the Bleachers| ( ! plate the indicated Chat Token on the portrait of the

The active player wants Nate to Dance with Renee on a future turn, so they take a Move action to move
Nate onto the Bleachers {@} to be wum one nf Henee s Contacts Isahel The active player 1hen LSes a
Chat action to place a Gray Chat Tok
Renee in the future.

Unless otherwise staled, never remove a
Chat Token once it has been placed.




After failing a dance roll with Dwight on the - (R ) location during a previous turn, the

active player takes two Move actions to move Kate to the (@ ) location. On their next turn,
the player takes a Nerve action to ditch the Failure Token (@) from Dwight's portrait and then draws a Smooth Moves!
card.

Sometimes,

you need to get
away from the
crowd to take a break,
recharge \your
batteries and build up
. your nerve for that /
\. bigDance!

Note: Unless otherwise stated, the Dance, Chat, and Nerve actions are tied to specific locations on the board.
Remember this so that you do not accidentally take a Chat action on the Restrooms (@1))or a Dance action on

the Janitor's Closet ((é)) location!



Players need to understand each aspect of the game if they want to rule the dance floor! Smooth Moves! Mix It Up!
and Challenge! cards can really help or hinder your progress, and Cool Kids! add a new layer of depth and strategy to
the game.

smo r" MOVES'. - Players galn Smooth Moves! cards through a variety of means during the
L ]

garne such as through successful dance rolls, using personal abilities,
revealing Spm '"al icons, or by takmg Nerve _ tl- s. Players keep all Smooth Moves! cards that they gain in their
hand, which is hldden during Competitive games but not Cooperative games. If the Smooth Moves! deck ever
runs out, reshuffle the ditch pile to create a new deck*

Each Smooth Moves! card has a specific ability printed on it that

players can use by playing the card. To play a Smooth Moves! card,
place it face up in the play area, resolve the printed effect, and then place it inthe
ditch pile, Alternatively, a player can choose to ditch 2 Smooth Moves! card from
their hand to gain a free Move action in place of the printed ability. Like a reqular
Move action, these can be used to move any Student on the board. Unless
otherwise stated, only the active player can play or ditch a Smooth Moves! card, and
doing so does not cost the player one of their two actions per turn. There is no limit
on the number of Smooth Moves! cards that a player can play or ditch on their turn.

The active pla»_.rer uses their first action to move Felicity onto the . THE LOOK!
Pink Dance Floor () location and then their second action to )

have Felicity Dance with Guentm, who was already at that location. The player rolls

one - ((®) and one Gray Die (&), which results in a @ and @).

Quentin's dance difficulty is (3), which means that the roll is a failure.

However, the player chooses to play The Look! from their hand, which replaces
the @) on the 5/ Die (@ ) with a (@). This brings the total of the roll to @.

which means the roll is a success!




The active player wants to use a Nerve action on the current turn to ditch a Failure Token (@) that

is on Steven's Dance Card, but Steven is currently on the nce ( £R ) location and needs
to be on either the Restrooms (@ )or the Janitor’s Closet (€)) location. The player can choose to spend both of their
actions to Move Steven from his current location to the Restrooms ( @ ) location, but then the player will not have an
available action to spend on a Nerve action. However, the player does have a Smooth Moves! card in their hand that they
are willing to part with. The player chooses to spend one action to Move Steven to the (@), and then
ditches a copy of Fancy! from their hand to Mowve Steven to the Rest s ( @ ). The player then spends their second
action to Nerve, allowing them to ditch the Failure Token () and gain a new Smooth Moves!card in the process!




=M’X=’T”P!_ The actwe player must reveal the top card of the Mix it Up! deck whenever the @) icon
is revealed on the Sprn Dra.fdunng the Spin Phase.iThe player must follow the
instructions printed on the Card and then place the c;ard in the ditch pile before moving on to the Action Phase of
their turn.; The game t—:-nds rf the Mix It Up! deck ever, runs out Lj that happens refer to the Game Mode card that
was selected during setup fc-r more details.

oY (A (1] d 44l Most Mix It Upl cards instruct the player to move

Students around the board in a specific way. However,
there are Showstopper! cards mixed into the deck that work quite differently. The
player who reveals a Showstopper! card must place that card face up beside their
Dance Card, and then resolve the printed Spark (} effect whenever a () icon
is revealed on the Spin Dial. Most Showstopper! cards require the player to ditch
them after the Spark [) effect has been resolved, but a few Showstopper!
cards will remain beside the player's Dance Card even after the Spark {J
effect has been resolved.

Fr— =

-C"A lE"GE'_ Players can ChD-DS'E to include one, two, or three randomly selected Challenge! cards
y during setup, which will d ""stlcally increase the game’s difficulty. Please note that

mcludlng Chaﬂenge! cards is not recommended for, gam_es that include any first-time players.
"Chalfenge' cards are separated into two categories: generalﬂEhaHengefcards and Chaperone cards.

4] 4:41| 8]  General Challenge! cards add special rules to the game, which apply to all players and are meant to make

the game more difficult.

, HARD TO GET!




o, /i1d3:{1]/|3d Chaperone cards add character standees to the board that pose an additional challenge to players,

Please note that players cannot use a Move action to move Chaperones on the board because the
Move action is reserved only for Students.

0 MS. BRANFORD
o The name of this Chaperone. - " v

e The board |ocation on which to place the character standee for this
Chaperone during setup.

6 The special ability of this Chaperone. Note that not all Chaperones
will have a special ability.

) The spark (D) effect for this Chaperone.

& @ lifonthe
as Ms. Branford.

¥ Maove this chaperone one lecation
o elechwlue an the Dmﬂmr[m’

Toinclude the Cool Kids!, shuffle the Dance Cards for

Roxi, Joe, Charlotte, and Xander into the Dance Card
deck before players select their Dance Cards. Then, place the Cool
Kids! reference card near the board and follow the instructions printed
on the card, which include the board locations on which to place the
character standees for Roxi, Joe, Charlotte, and Xander. Please note
that players can use a Move action to move Cool Kids! on the board
because the Move action is reserved for Students.




This section clarifies and expands upon the rules as they pertain to specific components in the game.

Unless otherwise stated, the player can only use the personal ability listed on
their own Dance Card. Below are further explanations for some of the Students

with more complex or unusual personal abilities.

The “Multiple icons on a single die” mentioned in this ability refers to die results such as or .
This is an intentional disadvantage meant to balance out the advantage of Steven having three

automatic dice instead of the more common two.

Only the free Nerve action mentioned in this ability can be taken an a Dance Floor (§§) ) location.
Unless otherwise stated, Austin must take all other Nerve actions on either the Restrooms (@)

or the Janitor’s Closet ( #) ) location.

The ditched card mentioned in this ability does not have to be one of the two cards that the player
gained from this ability. It can be a card that was already in the player's hand.

The “one icon of your choice” mentioned in this ability refers only to the @ & & @ icons, not
numerical icons.

The free Nerve action mentioned in this ability must still be taken on either the Restrooms (@)
or the Janitor’s Closet ( € )location.

If the player decides to use this ability to move one Partner from an adjacent location onto the
same Dance Floor (ff}) as Benjamin, the player must take the free Dance action immediately after

doing so.

ARIL If the player ends their turn on the Biue Dance Floor () or Green Dance Floor (@), they must
Il e Afia to the (@ ). If the player ends their turn on the ()

or Pink Dance Floor (), they must move Aria to the Bleachers (@ ). This move happens automatically and does

not require the player to use an action.




This ability replaces the ability to ditch a Smooth Moves! card to gain one free Move action. The
player does not gain both a free Move action and a free action of their choice by ditching a Smooth
Moves! card.

Unless otherwise stated, the free actions mentioned in this ability must still be taken on the
appropriate board locations.

“..and set these students aside” refers to the Dance Cards for these students, so leave their

character standees on the board. The player can use the character standees of these Students to
take Chat actions with the Contacts on Yvette's Dance Card. Unless otherwise stated, the Chat actions that these
Students take with Yvette’s Contacts must still be taken on either the (®)orthe Bleachers (@)
location, and the player must still spend an action to take this kind of Chat action. Place Chat Tokens from this
kind of Chat action on the portrait of the correct Contact on Yvette's Dance Card.

] The player can use this ability between the active player's Spin Phase and Action Phase, including
" on the first turn of the game.

Include Nate's own Student |D €0) when determining the sum total of Student |Ds on the same
location as Nate.

it :-4}-; | There are four different Student colors in the game: ©), Green @), Pink @), and Blue @.

The color Pink (@)is in the same |ocation by default because that is Sasha’s Student color. The
color of the Partner that Sasha is dancing with is also in the same location by default.

 Unless otherwise stated, the Chat action that the player takes with a Crush on Kate's Dance Card
S must still be taken on either the (@®)or the Bleachers (€)) location. Once there is a
Gray Chat Token (€))on a Crush, ignore the one Black Die ([B) for that Crush.

INIPE| The player can use this ability to copy either numerical results or icons. Once a result is copied,
treat that result as if it were printed on the die itself. Smooth Moves! that change one die result into
another (such as The Look!) can be used on dice that have a copied result on them.

Elior The player must choose between (@) or [2)(a). They do not gain both.

2 11 o This includes Partners with an odd-numbered Student ID, specifically Austin and Howie.
DETNANT




Jordan must be on either the (@ )or the Bleachers (@ ) when the player chooses
to use this ability.

The Student that moves with Maxine must be on the same location as Maxine when she moves.

This ability can be used when Maxine is moved by any player, when a Mix It Up!effect moves her, or
(as stated on the Dance Card) when Maxine moves for any reason. This also includes moving Partners with Maxine
when she moves onto a Dance Floor ( { ) location.

Ditch cards (and reroll a die) one at a time, not all at once.

. loe can be on any board location when the player uses this ability to move |oe to the Music Rules!
fiﬁ card. Using this ability does not cost an action. The player must end their turn after using this ability,
even if they have unused actions. If Joe is on the Music Rules! card at the beginning of their turn, the player must
move Joe to any Dance Floor () ) location before their Spin Phase. Players cannot move Joe while he is on the

Music Rules! card because no board location is connected to it.

W The Mix [t Up!deck: To create the Mix It Up!deck, shuffle all included Mix It Up! cards, randomly select
25 cards to create the deck, and then return any unused Mix It Up! cards to the box.

# The Special Rule: For example, if a Mix It Up! card states that you must move the Rival of the player on
your right to that player's location, you should move your own Rival to your own location,

COOPERATIVE

W The Mix It Up!deck: To create the Mix It Up!deck, shuffle all included Mix It Up! cards, randomly select
32 cards to create the deck, and then return any unused Mix It Up!cards to the box.




;',_ ]r. oy i r
RUMOR!

#* You can select yourself if playing in Solo or Cooperative Mode.

NOT COOL!

# Only gain one additional Black Die {B} if on the same location as a Cool Kids! Student if your Student
color matches the color of the Cool Kids! Student.

Eliiily

& “_and set these students aside” refers to the Dance Cards for these students. Leave their character
standees on the board.

% During the game, you can only take one Selfie! action on the (@) and one Selfie! action
on the Bleachers (@)).

DI

W Players can only gain dice as long as those dice are physically available. For example, players can never

roll two 2lue | (@) or seven Gray Dice {].
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"QUICK REFERENCE GUIDE

Players take their turns in clockwise order, starting with the player with the lowest Student |D. Each turn 0 @
7
QT (=

has two phases: the Spin Phase and the Action Phase!

Fgs=

The active player takes the Spin Dial from the previous player, and then rotates it to the next icon and
resolves the effect.

Roll the Song Die and Resolve the Spark! Draw the indicated Gain the indicated Reveal the top card of
place it on the Music effect on all cards number of Smoath number of free the Mix It Up!deck and
Rules! card. with this icon. Moves! cards. Move actions. follow the instructions.

The active player can perform up to two of the following actions during their turn. Players can
repeat the same action twice or perform two different actions.

MOVE The active player moves any one Student to an adjacent board location.
DANCE The active player performs a dance roll with a Partner on the same Dance Floor ( §}) location as their
Student.

CHAT The active player places the indicated Chat Token on the portrait of a Contact on the same
(@) or Bleachers (@) location as their Student.

NERVE The active player ditches every Failure Token (@ )on their Dance Card and draws one Smooth Moves! card
for each token that was ditched. The Player must be on either the Restrooms (@) or Janitor's Office (@)
location to take this action.

W The active player can play or ditch any number of Smooth Moves! cards on their turn.

Refer to the Game Mode card (Solo, Competitive, or Cooperative) for the exact win or lose
conditions.
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