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Now the challenge is afoot—Add these strategies per suit. Yet this standard game's pursued once the intro's understood.

setup must precede this frame, which explains the intro game. Learn each phase's role and name, then attempt the standard game.

CCaavveessWWooooddss RRiivveerrssMMoouunnttaaiinnss CCrroossssiinnggss TTaavveerrnnss

THE 4 PHASES of each turn

There are four sets of ROAD TILES.

+ ADVANCED CITADEL
There are three distinctive assets, 
which are marked in this reboot: 

heartshearts are used to judge the access;  
diamondsdiamonds buy you any loot; 
clubsclubs will get flying passes— 
shortfall's paid in any suit.

+ TIGHT SUITS
Have as many suits as players, 
and a set of road tiles too— 

meaning that with three contenders, 
you'll remove a set and suit. 
Pick a fitting kind of ending— 
one that cards allow you to. 

Having spades is recommended 
on a tribal game pursuit.
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3RD THE ACQUISITION
It's your goal to claim the card 
of the hex where you set foot. 
Only there you may discard 

ten or more points of its suit— 
place a carrot as your mark, 
and remove it from pursuit. 

4TH THE INCREMENT
End your turns on a hex tile—  

though you may end up ashore.**  
Get a new card from the pile,  
and your turn will be no more.  

If you need to first repile, 
shuffle what was spent before.

transfer via RRAABBBBIIT T HHOOLLEESS
Pay to travel cave to cave—  
use this trick to hop around.  
 Or you may prefer to save 
while you visit underground. 

Wait in there to earn a waive— 
hop on out in the next round.

transfer via MMEERRCCHHAANNTTSS
Outposts where the road is forked 

lend a horse or boat to ride: 
reach a hex across the board 
dashing over tiles in stride,  
or select a road to port  

as you row the seas outside.  
You'll proceed to your next post  

once you pay what has been priced— 
Landlocked merchants won't have boats  

since they're not by the seaside. 
transfer via JJOOKKEERRSS

When you pass by any tavern, 
you may buy a joker card. 

Keep it till you'd like to travel, 
and release it afterward.

1ST THE LOTTERY
Start your turns rolling two dice, 

so that two results unfold. 
You may draw a one-card prize 
if you show a card you hold, 
and it matches, value-wise, 

either number you just rolled.

You may always be a guest— 
make no claim but stop to rest. 

2ND THE JOURNEY
You may choose a path to exit  
from the current hex you're on.  
Move along the road selected— 

let your rabbit venture on.  
Cross small tiles but never hexes— 

reach the nearest hexagon.

THE TRANSFERS
Venture all along a path  

to move freely on your round— 
even through an underpass 

(see the mountains farther down).  
Other movements have a price, 

paid in suits marked on the ground— 
Use the total on your dice 
as the minimum amount.
transfer via SSHHOORRTTCCUUTTSS

Mountains, rivers and the woods 
have two roads not far apart.  

You may switch between these two 
if you hike the center part. 

Pay with cards of proper suits— 
ClubClub or SpadeSpade or even HeartHeart.

If you're ever caught with ten, 
then discard to nine again.*

*You may hold more than nine cards—  
anyone who's caught discards.

+ WINDFALL LOTTERY
You may win more than one prize, 

give the lottery no limits— 
whether cards that match the dice, 

or a roll of double digits.
+ OVERTAXED HANDS

Cap the cards you may accrue—  
up to six to hold on to. 

+ SEIZED SURPLUS
If you hoard cards and are found,  

your revealer robs you down.
+ PATRIARCHAL VALUES

Have unequal value levels 
for the ace, King, queen & jack, 

from 14 down to 11— 
then consider why it's whack.

+ RESIDENTIAL FLIGHTS+ RESIDENTIAL FLIGHTS
When you fly from any tower,  
find more places to touch down:  

you may reach—with the clubs' power— 
any hex above the ground. 

+ PROVISIONAL PALACES+ PROVISIONAL PALACES
Keep displayed as you take rest: 

more than five hearts in your count; 
and you’ll judge incoming guests— 
just don’t do this underground.

+ TRAILING CARROTS
You may visit and go on 

if your carrot's on a hex— 
needn't wait to move along 

to the place you're headed next. 

CLOVERSCLOVERS (Clubs)
FLY AMONG FLY AMONG KKING TOWERSING TOWERS

Show one card before you roll; 
if it beats the dice or ties, 

pick a tower as a goal 
for the journey through the skies. 
Or you'll meet an off-board fall— 
keep the card shown anywise. 

And whatever may befall, 
play the lottery likewise. 

You'll still fly and won't fall off  
if you pay to meet the dice.  
Verify how much you're off—  
pay this shortfall to suffice. 

Use the suits from the takeoff— 
where you board the flight device. 
You may trade the shown card off  
where the clubs fulfill the price. 

HEARTSHEARTS  (Cups)
JUDGE AT JUDGE AT QQUEEN PALACESUEEN PALACES
As you visit a queen's hex,  

any player may intone:  
“Verify that you possess 

the queen’s card that marks this throne, 
or show six points to the rest, 

adding hearts from cards you own.” 
Off-board players can't request—  
they're not fit to cast a stone.
Yet those asking for your cards 

must first show cards of their own— 
even resting far apart— 

prove they're welcome in this zone. 
If you fail to show them hearts, 

off the board you’re swiftly thrown! 
But succeed and they're disbarred: 
thrown off losing what they’d shown.

DIAMONDSDIAMONDS  (Gold)
TRADE AT TRADE AT JJACK PLAZASACK PLAZAS

All spent cards are being sold— 
every Jack will sell its suit.  

Check the lot their houses hold— 
which their guests may trade for loot. 

Match or overpay with gold— 
see the markings underfoot.  
Note the asterisk in bold— 
any suit at all will suit.

If agreed when the game starts, 
add CONSENSUALCONSENSUAL TRADES TRADES++ to boot: 
buy in turn with diamond cards— 

meet to trade or to dispute. 
Never show your hands’ rewards— 

strike a deal for your pursuit.  
If cards traded prove a farce,  

swindlers get the off-board boot. 

SPADESSPADES  (Swords)
FIGHT PLAYERS FOR CARDSFIGHT PLAYERS FOR CARDS

You may steal one card at random  
and send someone else off-board,  
if you meet to claim their item  
and attack them with a sword. 

You’ll go back and forth in tandem, 
adding spades to beat what's scored. 
When the battle stops, you sum them,  

and the loser's kicked off-board. 
Note that tying scores is barred.  

Please discard the spades outpoured.   
If your victim wins the war,  

they can’t steal the cards you hoard.  
If you steal a royal card,  

discard one if it's your fourth—  
take the increment's reward, 
and match carrots in accord.

the price
Transfer posts along the way 
charge the total on the dice.  

It's OK to overpay— 
you don't have to be precise.  

You may mix the suits you play— 
any marked there fits the price.

Show and leave out what you spend—  
it's discarded once you're done.  
You may spend royals as 10, 
and the aces are worth 1.
If you spend a royal card, 

it returns to the court's aisle. 
And you must remove your mark— 
take your carrot off their tile.

+ AMBIVALENT ACES
You decide the proper value  
any time you use an ace: 
1 or 11—what have you— 
even in the marketplace.

+ CAPITAL ACES
Your first ace is worth 11, 

and the rest you spend are 1s. 
As a record that it's spent then,  
keep it in front of your hands.

+ ADDITIONAL CAPITAL
Playing your capital ace  
grants a stable bonus tip: 
if its suit suits at a place, 
add it as an extra pip.

You may move towards your goal, 
or perhaps not move at all.
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OFF-BOARD
If you venture off the board, 
on a road that leads outbound, 
end your journey overboard, 
where no increment is found. 
Once your lottery's off-board, 

take your journey underground— 
where your increment's restored, 
and you'll wait another round.

Keep the royals in your hands— 
Get the increment  at once. 

Hold the outcome of the dice— 
tranfers use it as the price.

**Don't collect this turn's reward, 
if you ever end off-board.

For more transportation modes, 
see the transfers off the roads.

+ OPCIONALES RULES
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OVERVIEW
Visit houses turn by turn, 

bringing numbered cards in hand. 
Claim their royals, then return, 
holding three to rule the land.

To fulfill the acquisition, 
gather ten points in their suit.  

On your turns along the mission,  
you'll be scoring cards as loot. 

DEAL THE CARDS
Gather each face card and joker 

after placing every tile; 
lay this court in any order 
to display a face-up aisle.   

With the rest that have a number 
and the aces of each style, 
give a shuffle as in poker 

for the facedown drawing pile. 
Every player draws three cards 
as their hand to start the chase: 

the resources each regards 
for the journey they will face, 

and to pay for the rewards 
in the acquisition phase.

SET THE TOKENS
Players choose their token rabbits, 

set them on the citadel, 
and collect their matching carrots— 
They get three of these as well.
See what fits ending the game, 
and select the quest you're on— 

if a circle marks this aim,  
set it on the hexagon. 

As for choosing the first player 
and the order of the turns, 

what you do for this endeavor  
has no place in my concerns. 

Turn the page to the next frame, 
and complete an intro game.

Video tutorial  
& translations

ENDING THE GAME
Reach this place where you begin, 
with three royal cards in hand. 
Be the first, and you shall win— 
hailed as champion of the land. 

The board game for playing cards 
on a land of wooden shards Make the journey hex to hex— 

Every road is free to course.  
Pay to hike off-road treks,  
or to ride a boat or horse.

Rest upon a hex-shaped tile, 
if you're standing on the board.  
Draw the card atop the pile— 

That's the increment you scored.

BUILD THE BOARD
At the start of every match,  

you must first complete a board— 
Map it randomly from scratch, 

or revisit one explored. 
Link the houses in this spread— 
royal tiles from every throne.  
Try the model right ahead:  

build the sample as is shown. 
Or play normally instead: 

build a new board of your own.
Younger children under nine 

may be asked to build the land, 
then explore what they design 
with a rabbit in their hand— 
introduce them down the line 
to the rules they understand. 

GREETINGS
Hear ye, glorious messengers,
An auspicious quest is in order: 

the Order of Messenger Rabbits of 
the Citadel hereby orders a race to 
procure royals for the ordinance of a 
Council of Thirds—the highest order 
ever issued to a rabbit of this Order.

Visit the noble houses, acquire 
the cards of three royals, and bring 
them to the citadel, in that order.

Note that I wrote “that order”  
not in reference to any other order 
of messenger rabbits, nor the order 
that drives this letter, but the order 
of the steps you must take in order 
to fully restore the realm's order.

So, hoppity hop, in orderly fashion. 
Our rabbits don’t evade rules.

The White Herald

3

BUILD A NEW BOARD
Place the citadel hex first.  

Leave aside the underground.  
Pile and shuffle all the rest, 
even smaller ones, face down.

Deal by tile shape, equal shares— 
there are twelve of every kind— 
as you hand each player theirs, 

the division will be fine.
You may choose a placement style, 

either strict or free in pace. 
Strict: with turns to place a tile— 

pick a tile to flip and place.  
Free: with turns in loose freestyle— 

flip all tiles to see their face. 
These suggestions are worthwhile 

as a guide in either case:

SETUP
Up to four players 21

But before the quest may start, 
choose a challenge for the mission; 

use the circle as a mark  
to display the win condition:

• simple: get three royal cards of any 
title (letter) or suit (symbol).

• ddiivveerrssee: get three royal cards of any 
title, but with three different suits.

• monarchicmonarchic: get a K + q + j of any suits.
• ddiivveerrssee + monarchicmonarchic: get a K + q + j of 
three different suits.

• tribaltribal: get three royals of the same suit.

Don’t make dead-ends on the road;T  
don’t connect roads from two hexes.x 
Place triangles scattered broad— 
so they don’t end up connected.! 
Add some islands to the board— 
start with hexes disconnected. 
Keep the underground abroad—  

do not bother to connect it.

2. THE CARDS
You fill find face cards and jokers 
placed face up in the court's aisle, 
while the aces and the numbers 
form the facedown drawing pile.
Every player draws three cards 
as their hand to start the chase: 

the resources each regards 
for the journey they will face, 

and to pay for the rewards 
in the acquisition phase.

3. THE TOKENS
Players choose their token rabbits, 

set them on the citadel, 
and collect their matching carrots— 
They get three of these as well.
See what fits ending the game, 
and select the quest you're on— 

if a circle marks this aim,  
set it on the hexagon. 

As for choosing the first player 
and the order of the turns, 

what you do for this endeavor  
has no place in my concerns. 

1. THE BOARD
Ideally, for a match,  

you must first complete a board— 
Map it randomly from scratch,  

or revisit one explored.
Tiles will form all kinds of fields 
for the royals of each throne, 
yet this version only yields 
this example as it's shown.
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bringing numbered cards in hand. 
Claim their royals, then return, 
holding three to rule the land.

To fulfill the acquisition, 
gather ten points in their suit.  

On your turns along the mission,  
you'll be scoring cards as loot. 

DEAL THE CARDS
Gather each face card and joker 

after placing every tile; 
lay this court in any order 
to display a face-up aisle.   

With the rest that have a number 
and the aces of each style, 
give a shuffle as in poker 

for the facedown drawing pile. 
Every player draws three cards 
as their hand to start the chase: 

the resources each regards 
for the journey they will face, 

and to pay for the rewards 
in the acquisition phase.

SET THE TOKENS
Players choose their token rabbits, 

set them on the citadel, 
and collect their matching carrots— 
They get three of these as well.
See what fits ending the game, 
and select the quest you're on— 

if a circle marks this aim,  
set it on the hexagon. 

As for choosing the first player 
and the order of the turns, 

what you do for this endeavor  
has no place in my concerns. 

Turn the page to the next frame, 
and complete an intro game.

Video tutorial  
& translations

ENDING THE GAME
Reach this place where you begin, 
with three royal cards in hand. 
Be the first, and you shall win— 
hailed as champion of the land. 

The board game for playing cards 
on a land of wooden shards Make the journey hex to hex— 

Every road is free to course.  
Pay to hike off-road treks,  
or to ride a boat or horse.

Rest upon a hex-shaped tile, 
if you're standing on the board.  
Draw the card atop the pile— 

That's the increment you scored.

BUILD THE BOARD
At the start of every match,  

you must first complete a board— 
Map it randomly from scratch, 

or revisit one explored. 
Link the houses in this spread— 
royal tiles from every throne.  
Try the model right ahead:  

build the sample as is shown. 
Or play normally instead: 

build a new board of your own.
Younger children under nine 

may be asked to build the land, 
then explore what they design 
with a rabbit in their hand— 
introduce them down the line 
to the rules they understand. 

GREETINGS
Hear ye, glorious messengers,
An auspicious quest is in order: 

the Order of Messenger Rabbits of 
the Citadel hereby orders a race to 
procure royals for the ordinance of a 
Council of Thirds—the highest order 
ever issued to a rabbit of this Order.

Visit the noble houses, acquire 
the cards of three royals, and bring 
them to the citadel, in that order.

Note that I wrote “that order”  
not in reference to any other order 
of messenger rabbits, nor the order 
that drives this letter, but the order 
of the steps you must take in order 
to fully restore the realm's order.

So, hoppity hop, in orderly fashion. 
Our rabbits don’t evade rules.

The White Herald
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BUILD A NEW BOARD
Place the citadel hex first.  

Leave aside the underground.  
Pile and shuffle all the rest, 
even smaller ones, face down.

Deal by tile shape, equal shares— 
there are twelve of every kind— 
as you hand each player theirs, 

the division will be fine.
You may choose a placement style, 

either strict or free in pace. 
Strict: with turns to place a tile— 

pick a tile to flip and place.  
Free: with turns in loose freestyle— 

flip all tiles to see their face. 
These suggestions are worthwhile 

as a guide in either case:

SETUP
Up to four players 21

But before the quest may start, 
choose a challenge for the mission; 

use the circle as a mark  
to display the win condition:

• simple: get three royal cards of any 
title (letter) or suit (symbol).

• ddiivveerrssee: get three royal cards of any 
title, but with three different suits.

• monarchicmonarchic: get a K + q + j of any suits.
• ddiivveerrssee + monarchicmonarchic: get a K + q + j of 
three different suits.

• tribaltribal: get three royals of the same suit.

Don’t make dead-ends on the road;T  
don’t connect roads from two hexes.x 
Place triangles scattered broad— 
so they don’t end up connected.! 
Add some islands to the board— 
start with hexes disconnected. 
Keep the underground abroad—  

do not bother to connect it.

To get the physical version, visit us at this location: jackrabbits.lenino.net
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VISIÓN GENERAL
Irás a transitar por los caminos 

cargando con tus cartas numerales. 
La meta es que regreses al castillo 
luciéndote con tres de las reales.
Dirígete a las casas de monarcas 

a hacer la adquisición en su presencia. 
Con diez de los puntitos de sus marcas, 

recibes su real correspondencia. 

REPARTE LAS CARTAS 
Después de que el tablero se termina 

y estén establecidos los lugares, 
la corte se separa bocarriba 

con cartas de los jokers y reales: 
las dos de comodines exclusivas 

y doce que contienen personajes.
En cuanto a las que restan en la pila, 

los palos numerales y los ases, 
después de barajarlas y reunirlas, 
del mazo bocabajo las repartes. 

Entrégales sus tres, sin exhibirlas, 
a cada concursante, individuales. 
Con estas tramarán la travesía 

y harán la adquisición de las reales.

FIN DEL JUEGO
Serás protagonista del festejo  

si a aquí en la ciudadela te regresas, 
cargando con las cartas del concejo:  
tus tres representantes de nobleza.

El juego de tablero en el que viajas 
al reino de conejos y barajas Es gratis completar la travesía 

si viajas por las vías carreteras. 
Se pagan los traslados de las vías: 
transporte, pasadizo o madrigueras.

Detente en los hexágonos que llegues 
y toma el incremento de tus cartas, 
a menos que te salgas o «destierres» 
por fuera de las piezas y sin barcas.

ARMA EL TABLERO
El mapa que usarás en la partida 

lo creas de improviso y previamente, 
con piezas que conectas por sus vías 

en cientos de maneras diferentes.
El reino de las cartas y sus templos 
se ensambla en un diseño aleatorio; 
comienza por armar el del ejemplo 
o anímate a crear el territorio.
Limítate al ensamble de las tierras 
si juegas con menores de los nueve. 
Que exploren recorrer las carreteras 
usando los conejos que se mueven. 
Y añádeles las cartas y sus reglas 

si captan a medida que las prueben.

BIENVENIDA
Atención heroicos mensajeros,
Por orden de la Orden de Conejos 

Mensajeros de la Ciudadela, se te 
ordena adquirir las cartas de la terna 
que será ordenada al nuevo concejo 
real. Esta misión de orden superior 
es la orden más importante que un 
conejo de esta orden puede recibir:

Visita las casas nobles, adquiere 
tres cartas con insignias reales y 
tráelas a la ciudadela, en tal orden.

En ese orden, cuando digo «tal 
orden» no me refiero a alguna otra 
orden de conejos mensajeros ni a la 
orden del motivo de esta carta, sino al 
orden de los pasos para restaurar el 
orden en el reino.

¡En marcha! ¡El tiempo apremia!
El Heraldo Blanco

CREAR EL TERRITORIO
Empieza por poner la ciudadela 

y el negro del subsuelo, separándolos. 
Revuelve bocabajo lo que queda: 

los rombos, los hexágonos y triángulos.
Reparte, o que en la mesa las recojan, 

iguales cantidades de las piezas; 
por formas geométricas les tocan: 
de a doce, dividido por cabeza.
Es hora de empezar a colocarlas  

(por turnos o con libre preferencia). 
Por turnos: se mantienen sin mirarlas, 

y pieza que volteen la conectan. 
O libre: se permiten voltearlas, 

sin turnos ni descansos al ponerlas. 
Igual se recomienda, al conectarlas,  

contar con las siguientes sugerencias: 

INICIO
Hasta cuatro participantes

SITÚA LAS FICHAS
Asigna a las personas sus conejos 
y allí en la ciudadela los colocan. 

Les das las zanahorias de su juego, 
las tres de los colores que les tocan.
Escoge el fin del juego que se exige, 
descrito en el principio de las reglas; 

y a menos que se juegue por el simple,  
su sello se pondrá en la ciudadela.
Elige a la persona que comienza 

y el orden de los turnos que le siguen. 
Me importa en lo absoluto tu sistema, 

ya lo hagas al azar o lo designes.
Los turnos se describen en los versos 

del juego introductorio en el reverso.
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Video tutorial  
y traducciones

Tan pronto se repartan los conejos, 
se exige al colectivo de la mesa: 

que escoja, de lo simple a lo complejo, 
la clase de final que le interesa.

• simple: traer tres cartas reales, con 
cualquier letras o palos (símbolos);

• ddiivveerrssoo: las tres serán de palos distintos;
• monárquicomonárquico: traer exactamente una K, 
una q y una j, sin importar sus palos;

• ddiivveerrsso o y monárquicomonárquico: traer una K, 
una q y una j, de tres palos distintos;

• tribaltribal: traer las tres de un mismo palo.

Evita callejones sin salidas,T 
los vínculos de dos hexagonales,x  
y hacer la conexión consecutiva  
de piezas triangulares similares.!  
Las islas que desees las inicias  

con una hexagonal a la que apartes;  
y observa que el subsuelo, en exclusiva,  

se queda sin uniones laterales. 
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si a aquí en la ciudadela te regresas, 
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al reino de conejos y barajas Es gratis completar la travesía 

si viajas por las vías carreteras. 
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El reino de las cartas y sus templos 
se ensambla en un diseño aleatorio; 
comienza por armar el del ejemplo 
o anímate a crear el territorio.
Limítate al ensamble de las tierras 
si juegas con menores de los nueve. 
Que exploren recorrer las carreteras 
usando los conejos que se mueven. 
Y añádeles las cartas y sus reglas 

si captan a medida que las prueben.

BIENVENIDA
Atención heroicos mensajeros,
Por orden de la Orden de Conejos 

Mensajeros de la Ciudadela, se te 
ordena adquirir las cartas de la terna 
que será ordenada al nuevo concejo 
real. Esta misión de orden superior 
es la orden más importante que un 
conejo de esta orden puede recibir:

Visita las casas nobles, adquiere 
tres cartas con insignias reales y 
tráelas a la ciudadela, en tal orden.

En ese orden, cuando digo «tal 
orden» no me refiero a alguna otra 
orden de conejos mensajeros ni a la 
orden del motivo de esta carta, sino al 
orden de los pasos para restaurar el 
orden en el reino.

¡En marcha! ¡El tiempo apremia!
El Heraldo Blanco

CREAR EL TERRITORIO
Empieza por poner la ciudadela 

y el negro del subsuelo, separándolos. 
Revuelve bocabajo lo que queda: 

los rombos, los hexágonos y triángulos.
Reparte, o que en la mesa las recojan, 

iguales cantidades de las piezas; 
por formas geométricas les tocan: 
de a doce, dividido por cabeza.
Es hora de empezar a colocarlas  

(por turnos o con libre preferencia). 
Por turnos: se mantienen sin mirarlas, 

y pieza que volteen la conectan. 
O libre: se permiten voltearlas, 

sin turnos ni descansos al ponerlas. 
Igual se recomienda, al conectarlas,  

contar con las siguientes sugerencias: 

INICIO
Hasta cuatro participantes

SITÚA LAS FICHAS
Asigna a las personas sus conejos 
y allí en la ciudadela los colocan. 

Les das las zanahorias de su juego, 
las tres de los colores que les tocan.
Escoge el fin del juego que se exige, 
descrito en el principio de las reglas; 

y a menos que se juegue por el simple,  
su sello se pondrá en la ciudadela.
Elige a la persona que comienza 

y el orden de los turnos que le siguen. 
Me importa en lo absoluto tu sistema, 

ya lo hagas al azar o lo designes.
Los turnos se describen en los versos 

del juego introductorio en el reverso.
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Video tutorial  
y traducciones

Tan pronto se repartan los conejos, 
se exige al colectivo de la mesa: 

que escoja, de lo simple a lo complejo, 
la clase de final que le interesa.

• simple: traer tres cartas reales, con 
cualquier letras o palos (símbolos);

• ddiivveerrssoo: las tres serán de palos distintos;
• monárquicomonárquico: traer exactamente una K, 
una q y una j, sin importar sus palos;

• ddiivveerrsso o y monárquicomonárquico: traer una K, 
una q y una j, de tres palos distintos;

• tribaltribal: traer las tres de un mismo palo.

Evita callejones sin salidas,T 
los vínculos de dos hexagonales,x  
y hacer la conexión consecutiva  
de piezas triangulares similares.!  
Las islas que desees las inicias  

con una hexagonal a la que apartes;  
y observa que el subsuelo, en exclusiva,  

se queda sin uniones laterales. 

CiudadelaCiudadela

Jota de DiamantesJota de Diamantes

Reina de PicasReina de Picas

Rey de DiamantesRey de Diamantes
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Reina de TrébolesReina de Tréboles

SubsueloSubsuelo

CiudadelaCiudadela

VISIÓN GENERAL
Irás a transitar por los caminos 

cargando con tus cartas numerales. 
La meta es que regreses al castillo 
luciéndote con tres de las reales.
Dirígete a las casas de monarcas 

a hacer la adquisición en su presencia. 
Con diez de los puntitos de sus marcas, 

recibes su real correspondencia. 

REPARTE LAS CARTAS 
Después de que el tablero se termina 

y estén establecidos los lugares, 
la corte se separa bocarriba 

con cartas de los jokers y reales: 
las dos de comodines exclusivas 

y doce que contienen personajes.
En cuanto a las que restan en la pila, 

los palos numerales y los ases, 
después de barajarlas y reunirlas, 
del mazo bocabajo las repartes. 

Entrégales sus tres, sin exhibirlas, 
a cada concursante, individuales. 
Con estas tramarán la travesía 

y harán la adquisición de las reales.

FIN DEL JUEGO
Serás protagonista del festejo  

si a aquí en la ciudadela te regresas, 
cargando con las cartas del concejo:  
tus tres representantes de nobleza.

El juego de tablero en el que viajas 
al reino de conejos y barajas Es gratis completar la travesía 

si viajas por las vías carreteras. 
Se pagan los traslados de las vías: 
transporte, pasadizo o madrigueras.
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