


The ground is scorching hot under your feet
and you can't stay in one place fow (ong.
The survival strategy is "keep moving’.
The player who is left last,
having managed to play his hand cavrds
that atfect his dice volls ahead the (ongest,
wins the game.

Designed by Richavd Lenhewrw
Avt work by Bnibal Casas
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1© cavds, 5 dice, 2 meeples, 30 cubes
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Shuffle the ground cards so that all cavds with a symbol (Function or veplace) face up.
Then (ay out (1} of them vandomly in a vow next to each other. Form a pile with the rvemaining cavds.

Shuttle all the function cards and form a face-down pile.

E€ach player veceives a set of 33 movement cards and 3 function cavds, shuttles them and forms a
face-down pile. Make suve that both playews receive the same movement cavds (2 each of One to Six,
3x each of Even, 0dd, Low and High, 2% Draw, 7x Random).

E€ach player veceives [0 life cubes. The remaining (O ave kept in supply.
Set the dice veady.

Each player gets | meeple and determines his stavting position on the ground cavds with the
random die (| means the Sth ground cavd from the left). If the players voll the same stawrting,
position, they both vepeat the voll until each meeple is on its own cawvd. The cards ave not yet active.

E€ach player draws 2 of his movement cawvds tato his hand.
Determine the starting playewr with the random die.
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8) The playew in tura SRS (WOUSHIEWTERED from his pile, unless he already has 5 cavds in his

‘

hand (in which case he draws none). When his pile is used up, the player shutfles his discavded
movement cavds and forms a new pile.

8) Then the playew PSS 1EHRD from his hand.

O For(IOUEIIENT cards, the player volls the appropriate dice and then moves the meeple ov
moves the meeple divectly at some movement cavds over the ground cards. In doing so, the
player may choose the divection, but the meeple may not be moved over a ground cavd on the
edge (in such a case, the other direction must be chosen).

- If the meeple entews a ground cavd with glowiag lava on it, he [oses [ (ife cube. If it was his
last (ife cube, he (oses the game.
If the meeple enters a ground card with grassland on it, he veceives [ (ife cube from the supply.
It the meeple enters a ground cavd with dwry soil on it, nothing happens.
If the meeple entews a ground cavd with a function symbol, the player draws the top function
cavd to his hand, unless he alveady has 5 cavds in his hand (then he dvaws none).

It the meeple enters a ground cavd on which the other meeple is standing, this meeple is pushed
one ground cavd further in the same direction. The function ({ava, grass, ground, function) of
the avrived ground cavdis activated for the pushed meeple. This also applies it the opponent’s
meeple is pushed over a ground cavd on the edge. Then it enters the ground cavd row again from
the other side (with activation of the ground cavd function). NOTE: The ground cavd that the
shitted meeple left is not flipped over. This also applies ta a case of swaping positions.

If the player has moved his meeple, he £lips the ground cavd over that his meeple left to the other
side, unless the cavd has an "veplace” symbol. Then the cavd is pushed undew the pile of ground
cawrds with the othew side up and veplaced by the top cavd of the ground cavd pile.
© ncase of aFINGHCN cavd, the player executes the function.
- If the playew has played a "blue”’ function cavd, he may play anothew cavd afterwands (this
is vepeated when a "blue’ cavd s played again).
- 8 player can play a "green’ cand only in response to an opponent’s played function cavd
(when it is not his turn) or the triggerved function of a ground cavd (lose (ife).

@

D) RERPEAIT this alternately until one player has to give up his last (ife cube. The othew player wins.

IRl s

0) OEENRD played movement and function cavds (keep them) to a personal discavd pile. |




GCROUNDICARDS

ln the game ave 28 double-sided ground cavds. They represent either glowing
lava, flowering grassland ow diry soil. For each kind, theve ave some with a
symbol for "Function” () ov "Replace” ().

- Eatering a lava cavd costs [ (ife.

- Entering a grassland cavd vetuwrns [ ite.

- Nothing happeuns entering a dry soil cavd.

- If a ground cavd with the "Function” symbolis enteved, the playew
draws a function cavd into his hand.

- If a ground cavd is left, it is fipped over, except in the cases nshift'.
and nswap"'. 8 ground cavd with "Replace” symbol will be veplaced with
the top cavd of the ground cavd pile. The veplaced ground cavd is pushed |
under the pile with the other side up.

NOVEMENTHCARDS

ln the game ave 66 one-sided movement cavds, [ set of 33 cavds for each playew.

Theve ave (2 diffevent types of movement cavds in ditfevent numbers. Below the
image illustration, the cavd function is brietly descvibed.

When distributing the sets in the game setup, make suve that both players veceive the same
movement cavds (note the numbers in the brackets above the cavd examples below).

With the exception of the "Draw’” movement cavd (up to 2 cavds unless 5 handcawds), all othew
movement cavds ave used to move the meeple over the ground cavds. In the case of unique
movement cavds (e.g. SIR) the meeple is moved divectly, in the case of the non-unique movement
cavds (e.g. OICH) the corresponding dice ave rolled first and then the meeple is moved accordingly.

ONE to SIX (2x) EVEN (3x) oDD (3») LOW (3x) a1cd (3») QADOM (7x) DRAW (2x)
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ELNCHIONICBRDS

In the game ave (I diffevent one-sided function cards, one of each except [ife potion and protection two
of each (total 16 cavds). Each cavd vepresents a function that the active playew can play duwring his tuvrn.

The "Protection’ function (green cavd) may only be put in response to a negative action of the opponent
or a [oss of [ife by stepping on a glowing ground cavd.

If the playew has played a "blue” function cavd, he may play anothew cavd afterwavds (this is vepeated
when a "blue” cavd is played again).

: ‘ The opponent may not play a high

[ } 5' numbew (4, 5, 6) on the next turn,
et | not even with a vandom die. Put the

amorhercordetrerwards t

cavd to the opponent as a remindew.

L ) The opponent may not play a low
Y number (1, 2, 3) on the next turn,
T not even with a vandom die. Put the

: f‘ cavd to the opponent as a vemindewr.




The opponent may not play an odd

(| number (1, 3, 5) on the next turn,

not even with a random die. Put the

cavd to the opponent as a remindew.

The player discarvds all cavds in the

hand and draws one move cavd (max. |\

5 cawds in hand).

RELOCATION,

4 B8l unoccupied ground cavds ave
1 veplaced with new ground cawds.

The veplaced ones ave flipped

. and placed untevr the pile.

1 from the opponent’s hand into his own

hand (max. 5 cavds hand).

O

Purotects a player from a negative 2 The opponent may not play a cavd for

effect, triggeved by the opponent 1 one turn. Put the card to the opponent
ok a glowing lava cavd. It protects as a vemindew.

from everything except the divect

= L 1 shifting of the meeple by the other | 7 ¢
meeple. 4 J
19 | The playew pushes the opponent's A
| meeple 3 cavds in a divection of .\l / |twomeeples. The landing ground cards '

S become active again.

PROTECTION, 158 0, ‘

*{IOTB: If the opponent’s meeple lands on his own meeple'’s ground card, it is pushed accordingly tGincl. the
fanction of the landing ground cavd). If the opponent’s meeple is pushed over the ground cavd on the edge,
then it enters the ground cavd row again from the other side (with activation of the cavd function on the

landing ground cawvd). ‘
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