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3. THE ACQUISITION
You may claim the royal card 

of the hex where you've set foot: 
if unclaimed, you may discard 

ten or more points of their suit, 
then place a carrot to mark— 

and finalize—this pursuit.

4. THE INCREMENT
Get a new card from the pile, 
and your turn will be done for.  

If you find no cards, repile: 
shuffle the spent lot once more. 

You must end on a hex tile, 
unless you end off the shore.*

off-road RRAABBBBIIT T HHOOLLEESS
Pay to travel ccaavvee to ccaavvee—  
use this trick to hop around.  
But if you would rather save, 

take your rabbit underground.  
In this case, the payment's waived— 

hop on out in the next round.

off-road MMEERRCCHHAANNTTSS
You may buy two types of rides 

on ccrroossssiinnggss where roads are forked. 
You'll gallop over the tiles 
to any hex on the board, 

or row on the seas outside 
to find a road from this port. 
As soon as you pay the price, 

you must move to your next post. 
Since they're not by the seaside, 

landlocked merchants won't have boats.
off-road JJOOKKEERRSS

You may buy a joker's card 
at ttaavveerrnnss where they reside, 
and you'll keep it in your hand 

until you decide to ride.

1. THE LOTTERY
Start your turn rolling two dice, 

and watch the digits unfold. 
You'll draw one card as a prize 
if you show one card you hold, 
proving that its number ties 
to one of the dice you rolled.

There's no cost or consequences 
for visiting residences.

Keep the card claimed in your hands— 
get the increment  at once.

2. THE JOURNEY
From the current hex you're on,  
you may choose a path to exit. 
Move your rabbit as a pawn  

along the road you've selected. 
And, stop at a hexagon— 

wait a turn to cross the hexes.

GO OFF-ROAD
It is free to make your rounds 
if you move along the paths. 

In the mmoouunnttaaiinnss (farther down) 
you may use the underpass. 
Other ways to get around  

will demand the off-road Price: 
use the suits marked on the ground 

and pay the sum of your dice.
off-road SSHHOORRTTCCUUTTSS

The mmoouunnttaaiinnss, rriivveerrss, and wwooooddss, 
have two roads not far apart.  

You may switch between these two, 
trekking through the center part. 
To do this, pay with your suits— 

in this case, clubsclubs, spadesspades, or heartshearts.

If you're ever holding ten,  
discard down to nine again.

Hold the outcome of the dice; 
their sum is the off-road Price.

TRAIL OF CARROTS
the journey may be prolonged 

if your carrot's on a hex; 
you may visit and go on 

to the place you're headed next.

If you're ever holding ten,  
discard down to nine again.
*Do not collect this reward, 
if you ever end off-board.

WINDFALL OF PRIZES
You may win more than one prize, 

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

or a roll of double digits.

CAPITAL ACES
Your first “ace” is worth 11— 
the others you spend are 1s. 

As a record that it's spent then,  
keep it in front of your hands.

TIGHT SUITS
Have as many suits as players, 
and one of each road tiles too; 

for instance, with two contenders, 
the game will only use two.

CAPITAL ACES +
Get an additional tip 

after spending your first ace; 
it counts as one extra pip 
when needed at any place.

PATRIARCHAL VALUES
Have unequal value levels— 

if you don't think that is whack— 
from 14 down to 11, 

for the ace, King, queen & jack.

Road TilesRoad Tiles

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.
Otherwise, you'll fall off-board, 

but keep your card anywise. 
And, the lottery still holds: 

you may match and claim the prize.
Spend some cards to reach the dice, 
reach your goal, and don't fall off.  
What you must pay as the price 
is just how much you were off.
Use suits of the parting tower  
to pay the amount that’s owed.  
The clubs’ tower has a power:  

you may spend the card you showed.

HEARTSHEARTS  (Cups)
ACCESS THE ACCESS THE QQUEEN PALACESUEEN PALACES
As you enter a queen's hex, 

any player may demand 
you show six points to the rest, 

adding heart cards from your hand, 
or confirm that you possess 

the queen's card that marks the land. 
Yet, who asks to see your hearts, 

must first show cards of their own, 
proving they meet the demands 

for the access to this zone.  
They're kicked off, and lose those cards, 

right after your hearts are shown; 
but, if bluffing, you'll depart— 
off you go! your cover's blown.

Any rabbits off the board  
may not nag those at the door.

DIAMONDSDIAMONDS  (Gold)
TRADE AT TRADE AT JJACK PLAZASACK PLAZAS

All spent cards are being sold; 
each jack's hex sells its own suit. 

Check what these posts have in store—
when you play there, grab some loot. 

What you take, replace with gold 
like the icons tell you to, 

except the star on the board 
which means any suit will do. 

When the pile needs to reload, 
these markets run out of goods.

SPADESSPADES  (Swords)
FIGHT WITH THE RABBITSFIGHT WITH THE RABBITS

You may steal a random card  
and kick someone else off-board,  
if you're playing where they stand  

and start a fight with these swords. 
You attack, and they defend,  

adding spade cards back and forth. 
And the weakest, in the end,  

is the one who'll leave the board. 
Do not reply with a draw; 

and when you're done, please discard. 
If the victim wins the brawl, 
they don't get to steal a card.
When you steal a royal card,  
discard one if it's your fourth;  

go to the increment part 
and swap carrots in accord.

THE OFF-ROAD PRICE
Off-road posts along the way 
charge the total on the dice.  

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

The suits allowed where you pay  
may be combined for the price.

PAYING WITH CARDS
Show and leave out what you spend;  

it's “discarded” once you're done.  
Royal cards will count as 10;  

aces are valued as 1.
If you spend a royal card, 

take your carrot off their tile,  
And don't discard, it goes again 
back into to the court's aisle.

ADVANCED CITADEL
HeartsHearts are used to grant you access; 

DiamondsDiamonds buy you any loot;  
and ClubsClubs get you flying passes— 

reach the dice with any suit.

Try these ADDITIONAL OPTIONS once you have gone through the motions.

SHORT HANDS
You must be a wiser spender 
on the quest that you pursue; 

your hand of cards will be slender, 
up to six to hold on to.

You may move towards your goal, 
or choose not to move at all.
As a transportation mode, 

you may pay to go off-road.
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END OFF-BOARD
You may want to take a road  

that leads to the edge, outbound. 
You'll end your turn off the board, 
where the increment's not found; 

but then, once you've rolled off-board, 
the journey goes underground! 
There, the increment's restored, 
and you'll leave after a round.

TRADE WHEN MEETING RABBITS
You may trade a suit for gold 

without showing what is offered. 
Swindlers will get thrown off-board 

if a short change is uncovered.
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UndergroundUnderground

OVERVIEW
Go through the realm turn by turn 

making stops on royal land. 
Win the game when you return 
with three royal cards  in hand.

the acquisition requires 
ten points of a royal’s suit.  

You may need turns to transpire  
until you have enough loot. 

THE CARDS
Remove each face card and joker 

after placing the last tile. 
Display them in any order— 

line up this “court” in an aisle.  
Shuffle the rest as in poker— 

make a facedown drawing “pile”, 
which holds “pip cards” of a number 

and “aces” of fancier style.
Each player will draw three cards  

to hold as the starting hands. 
They are needed afterwards 

for the journey through the lands, 
and for the royal rewards 
the acquisition demands.

THE TOKENS
Players will select their rabbits, 

place them on the citadel, 
and pick up their matching carrots— 

they get three of these as well.
Choose the royal quest you're on, 

described in ending the game, 
and place on this hexagon 

the circle that marks this aim. 
Now, select a starting player  
and the order of the turns— 
the method for this endeavor 
resides beyond my concerns.

Each turn will feature the Phases— 
flip to read about their basis.

Video tutorial  
& translations

ENDING THE GAME
Return to the citadel  

with three royal cards in hand.  
In this race you must excel 
to be the champ of the land.
Before the royal quest starts,  

choose a challenge for the mission; 
look for the circular marks 

that set the winning 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.

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

• tribaltribal: get three royals of the same suit.

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

it's free if you take the roads. 
Only pay to go on treks,  

or to ride horses and boats.
Wait before crossing hex tiles, 
and unless you're off the board, 
get a new card from the pile— 

that's the increment you scored.

THE BOARD
To play a jacK rabbits' match, 

you must first complete a board; 
build a wonderland from scratch, 

to be charted and explored.
The lands you connect and spread 
house the royals from each throne.  

On your first game, go ahead, 
build the sample as is shown. 

Or play normally instead: 
build a new board of your own.

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

Order of Messenger Rabbits of the 
Citadel is ordering a race to procure 
the royals to be ordained as the new 
council of thirds. This is the highest 
order a rabbit of this order can get:

Visit the noble houses, deliver 
suitable cards to acquire three with 
royal letters, and bring them to 
the citadel, in that order.

Note that when I say “that order,” 
I'm not referring to another Order 
of Messenger Rabbits, nor the order 
that drives this letter, but the order 
of the steps you must take, in order 
to restore order to the realm.

So, hoppity hop, in orderly fashion.
Don't dawdle—no time to lose!

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 the small 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.
To place them, first choose a style 

between a strict or free pace. 
Strict: take turns placing one tile— 
the one you flip, you must place. 
Free: no turns, it's all freestyle— 
flip all the tiles on their face.  

These four tips will be worthwhile 
as guidelines in either case:

❖ Don't make dead ends (T) on the road, 
or join the roads of two hexes (x).

❖ Keep the triangles' spread broad (!); 
it's best if they're not connected.

❖ To start an island abroad, 
just place a hex disconnected.

❖ The underground tile is odd; 
you will not have to connect it.

SETUP
Up to 4 players 2

1

2. THE CARDS
The “court” of face card and jokers 

is placed face up in an aisle, 
while the aces and the numbers 
are forming the facedown “pile”.
Each player will draw three cards  

to hold as the starting hands, 
which they will need afterwards 

for the journey through the lands.

3. THE TOKENS
Players will select their rabbits, 

place them on the “citadel”, 
and pick up their matching carrots— 

they get three of these as well. 
Now, select a starting player  
and the order of the turns— 
the method for this endeavor 
resides beyond my concerns.

Choose the royal quest you're on, 
described in ending the game, 

and place on this hexagon 
the circle that marks this aim. 

1. THE BOARD
Ideally, on each game, 

before the journey begins, 
the board will not be the same, 

so the best explorer wins.
The tiles can form many fields 
for the royals of each throne, 
yet this version only yields 

the sample board as it's shown.
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and “aces” of fancier style.
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They are needed afterwards 

for the journey through the lands, 
and for the royal rewards 
the acquisition demands.

THE TOKENS
Players will select their rabbits, 

place them on the citadel, 
and pick up their matching carrots— 

they get three of these as well.
Choose the royal quest you're on, 

described in ending the game, 
and place on this hexagon 

the circle that marks this aim. 
Now, select a starting player  
and the order of the turns— 
the method for this endeavor 
resides beyond my concerns.

Each turn will feature the Phases— 
flip to read about their basis.

Video tutorial  
& translations

ENDING THE GAME
Return to the citadel  

with three royal cards in hand.  
In this race you must excel 
to be the champ of the land.
Before the royal quest starts,  

choose a challenge for the mission; 
look for the circular marks 

that set the winning 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.

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

• tribaltribal: get three royals of the same suit.

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

it's free if you take the roads. 
Only pay to go on treks,  

or to ride horses and boats.
Wait before crossing hex tiles, 
and unless you're off the board, 
get a new card from the pile— 

that's the increment you scored.

THE BOARD
To play a jacK rabbits' match, 

you must first complete a board; 
build a wonderland from scratch, 

to be charted and explored.
The lands you connect and spread 
house the royals from each throne.  

On your first game, go ahead, 
build the sample as is shown. 

Or play normally instead: 
build a new board of your own.

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

Order of Messenger Rabbits of the 
Citadel is ordering a race to procure 
the royals to be ordained as the new 
council of thirds. This is the highest 
order a rabbit of this order can get:

Visit the noble houses, deliver 
suitable cards to acquire three with 
royal letters, and bring them to 
the citadel, in that order.

Note that when I say “that order,” 
I'm not referring to another Order 
of Messenger Rabbits, nor the order 
that drives this letter, but the order 
of the steps you must take, in order 
to restore order to the realm.

So, hoppity hop, in orderly fashion.
Don't dawdle—no time to lose!
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BUILD A NEW BOARD
Place the “citadel” hex first.  

Leave aside the “underground”.  
Pile and shuffle all the rest 

(even the small 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.
To place them, first choose a style 

between a strict or free pace. 
Strict: take turns placing one tile— 
the one you flip, you must place. 
Free: no turns, it's all freestyle— 
flip all the tiles on their face.  

These four tips will be worthwhile 
as guidelines in either case:

❖ Don't make dead ends (T) on the road, 
or join the roads of two hexes (x).

❖ Keep the triangles' spread broad (!); 
it's best if they're not connected.

❖ To start an island abroad, 
just place a hex disconnected.

❖ The underground tile is odd; 
you will not have to connect it.
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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. 

LAS CARTAS 
Después de que el tablero se termina 

y estén establecidos los lugares, 
la «corte» se prepara bocarriba 
con cartas de los jokers y reales: 
las dos de comodines exclusivas 

y doce que contienen personajes.
El resto de las cartas que organizas, 
los «palos numerales» y los «ases», 

barájalas y ponlas en la «pila» 
(o el mazo bocabajo que repartes) 

y entrégales de a 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 nuestra ciudadela te regresas  
cargando con las cartas del concejo:  
tus tres con las insignias de nobleza.
Recuerda, al repartir a los conejos, 

pedirle al colectivo de la mesa 
que escoja, de lo simple a lo complejo, 

el reto del final que le interesa:
• simple: traer tres reales reales, sin 
importar sus letras ni «palos» (símbolos);

• ddiivveerrssoo: las tres serán de palos distintos;
• monarquíamonarquía: traer una K + una q + una J, 
sin importar sus palos;

• monarquíamonarquía ddiivveerrssaa: traer una K + una 
q + una J, de tres palos distintos;

• tribaltribal: traer las tres del mismo palo.

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 si precisas: 
transporte, pasadizo o madriguera.

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.

EL TABLERO
El mapa que usarás en la partida 
lo creas de improviso, previamente, 

con piezas que conectas por sus vías 
en cientos de maneras diferentes.

El reino de las cartas y sus templos 
se ensambla con terrenos aleatorios. 
Empieza por armar el del ejemplo 
o anímate a crear el territorio.

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

Mensajeros de la Ciudadela, se te 
ordena una carrera para obtener la 
terna que será ordenada al nuevo 
concejo real. Esta misión de orden 
superior es la orden más noble que un 
conejo de esta orden puede recibir:

Visitar las casas nobles, llevar las 
cartas pertinentes para adquirir 
tres con insignias reales y traerlas 
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
Comienza por poner la «ciudadela» 

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

los rombos, los hexágonos y triángulos.
Indica a las personas que recojan 
iguales cantidades de las piezas, 
por formas geométricas les tocan 
de a doce dividido por cabeza.

Ofréceles la opción de colocarlas 
por turnos o por libre preferencia. 

Por turnos: se mantienen sin mirarlas 
y pieza que volteen la conectan; 
y libre: se permiten voltearlas 

sin turnos ni descansos al ponerlas. 
Igual observarán al conectarlas 
el vínculo de vías carreteras:

❖ Evita callejones sin salidas (T) 
y vínculos de dos hexagonales (x).

❖ Es bueno que se eviten cercanías 
de piezas triangulares similares (!).

❖ Las islas que desees las inicias 
con una hexagonal a la que apartes.

❖ La pieza del subsuelo es exclusiva; 
se queda sin uniones laterales. 

INICIO
Hasta 4 participantes

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.

De acuerdo a la misión del fin del Juego, 
descrita en el comienzo de las reglas, 

si el grupo se decide por un reto, 
su marca se pondrá en la ciudadela.

Elige a la persona que comienza 
y el orden de los turnos que le siguen 
(le importa en lo absoluto tu sistema 
al noble mensajero que te escribe).

las fases de los turnos y sus versos, 
las puedes encontrar en el reverso.
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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. 

LAS CARTAS 
Después de que el tablero se termina 

y estén establecidos los lugares, 
la «corte» se prepara bocarriba 
con cartas de los jokers y reales: 
las dos de comodines exclusivas 

y doce que contienen personajes.
El resto de las cartas que organizas, 
los «palos numerales» y los «ases», 

barájalas y ponlas en la «pila» 
(o el mazo bocabajo que repartes) 

y entrégales de a 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 nuestra ciudadela te regresas  
cargando con las cartas del concejo:  
tus tres con las insignias de nobleza.
Recuerda, al repartir a los conejos, 

pedirle al colectivo de la mesa 
que escoja, de lo simple a lo complejo, 

el reto del final que le interesa:
• simple: traer tres reales reales, sin 
importar sus letras ni «palos» (símbolos);

• ddiivveerrssoo: las tres serán de palos distintos;
• monarquíamonarquía: traer una K + una q + una J, 
sin importar sus palos;

• monarquíamonarquía ddiivveerrssaa: traer una K + una 
q + una J, de tres palos distintos;

• tribaltribal: traer las tres del mismo palo.

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 si precisas: 
transporte, pasadizo o madriguera.

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.

EL TABLERO
El mapa que usarás en la partida 
lo creas de improviso, previamente, 

con piezas que conectas por sus vías 
en cientos de maneras diferentes.

El reino de las cartas y sus templos 
se ensambla con terrenos aleatorios. 
Empieza por armar el del ejemplo 
o anímate a crear el territorio.

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

Mensajeros de la Ciudadela, se te 
ordena una carrera para obtener la 
terna que será ordenada al nuevo 
concejo real. Esta misión de orden 
superior es la orden más noble que un 
conejo de esta orden puede recibir:

Visitar las casas nobles, llevar las 
cartas pertinentes para adquirir 
tres con insignias reales y traerlas 
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
Comienza por poner la «ciudadela» 

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

los rombos, los hexágonos y triángulos.
Indica a las personas que recojan 
iguales cantidades de las piezas, 
por formas geométricas les tocan 
de a doce dividido por cabeza.

Ofréceles la opción de colocarlas 
por turnos o por libre preferencia. 
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