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GAME COMPONENTS

6 Ships

4 Finish Line tiles

1 controller  
per player

12 Track tiles

12 neutral cubes per player  
(plus about 10 extra cubes  

as a reserve)

1 yellow die  
and 1 blue die

COMPONENTS GAME ELEMENTS

CONSOLE MATERIALS

Using your controller, choose the route you’ll take for the next leg of 
the race. There are many possible strategies, and you’ll need to be 
cunning to be the first across the finish line. Managing your fuel level, 
accelerating at just the right time, and hindering your opponents will 
be the keys to success. Be in the lead at the end of the final tile to be 
declared the winner!

EVERY YEAR, THE BEST PILOTS IN THE GALAXY 
MEET TO COMPETE IN ULTIMA, a race that’s 

as dangerous as it is illegal. In the depths 
of a burning desert, between steep cliffs and 

unstable technological installations, they take any and all risks 
to be the first across the finish line. If you manage to survive the 
hairpin turns, the sudden landslides, and the dirty tricks of your 
opponents, you may just have a chance of joining the elite ranks of 
the winners of Ultima.

OVERVIEW AND OBJECT  
OF THE GAME

SHIPS
The Ships are composed of 
two separate pieces of the 
same color,  assembled at the 
beginning of each game. They 
move on the Progression 
boards throughout the game 
to show each player’s position 
in the race.

PROGRESSION BOARDS
The Progression boards show the 
current order and relative positions 
of the players throughout the race as 
the Ships move along them. Only the 
white lines shown on these boards 
are important. The other elements are 
purely decorative. Each board is split 
into 7 zones. Any number of Ships can 
occupy a given zone.

3 Progression boards

32 Bonus tokens 7 Forcefield tokens

TM

TM

1

3

1 1

1
3

5

8

3

2

TMTM

4

3 31 1

1 1 1

4

5

11

1 1

TM

TM

2

5

3

1

1 1

3

1

4

1

TM

TM

TM

TM

3 1 1

1

2

2
3

14

13

3

1

TMTM

3 1 1

1

2

23

14

13

3

1

TM

TM

2
6

2

3
2

1
3

2
3

15

16

1

TM

TM

5
4

4

3

3

3
1

1

1
1

1

3

5

11

1
1

1
TM

TM

5
4

4

3

3

3
1

1
1

1
1

3

5

11

1
1

1
TM

TM

5

4
4 33

3
1

1
1

1
1

3

5

11

1
1

1

TM

TM

TM

TM



4 5

TRACK TILES
Track tiles represent the different legs of the race that the players will traverse over 
the course of the game. They show the inside of a cockpit, indicating the different 
routes that the players can take. The tiles are two sided: one side is for 3 or 4 
player games, the other for 5 or 6 player games. They are numbered from 1 to 12.

FINISH LINE TILES
Finish Line tiles are 
similar to Track tiles, 
but show a finish line in 
the upper half. They are 
numbered 13 to 16. In 
each game, only one of 
these tiles will be used, 
and it will be the last tile 
played.

BONUS TOKENS
There are 6 different types of Bonus that you can pick up during the race. These 
tokens allow you to improve your own situation or hinder the other players. Two 
of them are rare.

FUEL TANK
The neutral cubes, also known as Fuel cubes, represent 
the amount of energy you have left to run your Ship. 1 large 
neutral cube equals 5 regular sized neutral cubes.

YELLOW DIE AND BLUE DIE
These dice are sometimes used to provide random values. 
The yellow die will let you know how much Fuel you have to 
spend, while the blue die will show how many zones you move 
forward.

FORCEFIELD TOKENS
These tokens are used to show the placement of Forcefields 
on the Progression boards.

Electromagnet
(2 copies)

Forcefield
(7 copies)

Ion Cannon
(2 copies)

Nitro
(7 copies)

Flamethrower
(7 copies)

Fuel Tank 
(7 copies)
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Place two Progression boards 
touching each other as shown 

below. Set the third one aside for 
the moment.

Each player takes 12 Fuel 
cubes and places them in 
front of themselves, visible  

to everyone.

Take the 12 Track tiles and make sure 
that they all have the correct side 

for the number of players facing up. 
Shuffle them and place them in a stack 

next to the Progression board.

Each player chooses a color, and 
takes the corresponding controller 
and Ship. The remaining Ships are 

returned to the box.

Place your Ship on the  
third zone of the track on  

the Progression board,  
as shown below.

Shuffle the 32 Bonus 
tokens and place them on 
the table in a face-down 
stack within reach of all 
players. Place the stack  

of Forcefield tokens  
next to them.

Place the yellow and 
blue dice next to the 

Track tiles.

GAME SETUP

Shuffle the 4 Finish Line tiles, 
take one at random, and place 
it under the stack of 12 Track 

tiles without looking at it. Make 
sure it has the correct side for 

the number of players facing up. 
Return the other 3 tiles to the box 

without looking at them.
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Don’t follow steps and
.  Instead, take the tiles 

numbered 1 to 13 (with the 
correct side facing up), sort 
them into ascending order, 
and place them in a stack. 
Return the remaining 3 tiles 
to the box.

FOR YOUR  
FIRST GAME

Place several extra Fuel cubes next 
to the Progression boards. This will 

be the reserve.

DIRECTION OF THE RACE
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A game of 
 
takes place over 13 turns (12 Track tiles and one Finish Line 

tile). Each turn is composed of four phases, always played in the following order:

During this phase, each player has the opportunity to play one 
of their Bonus tokens and apply its effects. The effects of these 
tokens are explained on page 16.

Starting with the player in the furthest forward zone and moving 
back from there, each player announces out loud in turn whether they would like 
to use a Bonus token or not. If multiple Ships are on the same zone, those players 
can decide whether to play a Bonus in whatever order they like. This is because 
Bonuses have no effect on other players on the same zone as you. If you wish to 
play a Bonus, place it face down in front of you. You may only play one Bonus 
token per turn.

After all players have decided to play a Bonus or not, reveal the tokens that are 
being played. Starting with the furthest forward occupied zone and moving back 
from there, apply the effects of the Bonuses being played. If multiple Bonuses 
are played from the same zone, their effects are resolved simultaneously and may 
be cumulative. Bonuses that hit other players always hit an entire zone.

GAMEPLAY

BONUS

BONUS

RESOLUTION

PROGRAMMING REVEAL

The first time you read this rulebook, it is highly recommended that you first read 
the pages on PROGRAMMING , RESOLUTION, and REVEAL  and then 
come back to BONUS. This order better corresponds to the way that the first 
turn will play out, since no Bonus can be played that turn.

ADVICE
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Green decides to play 
a Nitro token to move 
forward one zone for 
free.

Yellow decides to play 
a Flamethrower token, 
hitting the next occupied 

zone in front of him, to make his 
opponents move back 2 zones.

Blue, being in last 
position, decides to play 
an Electromagnet. This 

hits the zone occupied by the player in 
the lead and makes them move back 3 
zones, and hits the other players’ zones 
making them all move back 2 zones.

Next, discard all used Bonus tokens. Move on to the PROGRAMMING  phase. 
If all players have been eliminated or only one remains, move on immediately to the  
End of the Game.

EXAMPLE

Proceeding from the player whose Ship 
is in the lead to the player whose Ship 
is in last place, the consequences are 
as follows:
3 ��Green moves forward one zone for 

free.
3 �Simultaneously with Green’s move-

ment, Yellow’s Flamethrower hits 
all of the players present on the next 
occupied zone. Purple thus moves 
back 2 zones. Green is not hit by the 
Flamethrower, since Green and Yellow 
were on the same zone when its effect 
was applied. 

3 �The Electromagnet played by Blue 
makes Green move backwards 3 zones, 
as Green is alone in the lead. Purple, 
Yellow, and Red each move back  
2 zones.
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RACE
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During this phase, you’ll choose the best route for your strategy. Try to anticipate 
the movements of the other players to take advantage of the situation.

Simultaneously and secretly, each player 
chooses which route they wish to take on their 
right-hand wheel. Feel free to tell other players 
what you plan to do if you like, but nothing 
prevents you from bluffing!

The routes that you can take are indicated by the colored indicator lights on the 
Track tile currently visible on top of the stack ( , , ).

Certain tiles offer only two possible routes and so 
the indicator lights for the third route are off. In 
the example shown here, you cannot choose the 
middle route ( ).

Track tiles can sometimes leave you no choice at all. It is also possible that you will 
be forced to program a route that will put you at 0 Fuel cubes and eliminate you 
from the game (see RESOLUTION). In this case, you may not choose a different 
path that requires you to spend more Fuel cubes than you have. However, you 
may choose a route with a random outcome (like a roll of the dice, for example), 
as long as the best possible result would cause you to spend no more Fuel cubes 
than you have.

Now move on to the RESOLUTION   phase.

Once each player has programmed their choice, all players reveal their controllers. 
Resolve all costs simultaneously. Next, resolve all benefits simultaneously.

PROGRAMMING RESOLUTION

Track tiles are (almost) always structured in the same way:

3 �The 1st line shows any conditions required for one or more routes. This 
line may be empty.

3 �The 2nd line shows the costs of that route.

3 �The 3rd line shows the benefits of that route.

STRUCTURE OF A TRACK TILE

The left-hand wheel will not be used. The central 
wheel is only used for one of the Finish Line tiles. 
The right-hand wheel is used every turn.

NOTE
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Condition line

Cost line 

Benefit line

EXCEPTION

The  tile is not set up in quite the same way. Go to page 14 for notes 
on special rules concerning certain tiles.
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TRACK TILE SYMBOLS If you move forward more zones than the number of zones left in front of your 
Ship, place the third Progression board such that it continues the racetrack in the 
direction of the race. You then move onto this new board. Once all costs have been 
paid and the movements of all players are complete, remove the furthest back 
Progression board. If there are Ships on this board when it is taken away, they 
are removed from the game and their owners are eliminated. If you must move 
backward further than the last available zone, you are eliminated (no Progression 
board is ever added to the back of the racetrack).

If your stock of Fuel cubes reaches 0, you are eliminated. Remove your Ship from 
the Progression board.

During a 5 or 6 player game, if there are only 4 or less 
players left in the game after an elimination, turn over all of 
the Track and Finish Line tiles without changing their order.

Now move on to the REVEAL phase.

If all players have been eliminated or only one remains, 
proceed to the End of the Game. 

The number of Player Silhouettes on 
this line shows the number of spaces 

available on the route in question. When you reveal your controller, if the number of 
players having chosen this route is less than or equal to the number of silhouettes, 
these players pay the cost and gain the benefits of this route as normal. If the number of 
players is greater than the number of silhouettes, all players having chosen this route 
lose their turn. They pay nothing and they gain nothing. They are still counted as having 
made that choice, however, in case other routes take that into account.

The number in place of the X shows how many zones your Ship moves 
forward. Bonuses can cause your Ship to move forward if the number is 

positive or backward if the number is negative. The resolution of a Track tile can never 
cause you to move backward. Each zone can have any number of Ships on it.

X

The number in place of the X shows the number of Fuel cubes you lose 
if the symbol is on the second line (Cost line) or that you gain if the symbol 

is on the third line (Benefit line). Bonuses can also make you gain or lose cubes. These 
Fuel cubes are taken from or put into the reserve. You are not limited to 12 Fuel cubes.

X

Each time you gain a Bonus token, take the top two from the stack, look at 
them, and keep one of them face-down in front of you. Put the other one on 

the bottom of the stack. You may have as many Bonuses as you like in front of you, but 
you can only play a maximum of one per turn. If the Bonus token stack runs out, shuffle 
the discarded Bonus tokens and form a new stack.

1

These symbols can appear in front of or . The number that 
they replace is variable, and equal to the number of players that 

programmed that symbol on this turn (whether they succeeded in taking the route or not).

These symbols can appear in front of or . When you apply the effects 
of Track tiles during the RESOLUTION phase, roll the die in question to 

determine the value. Each player affected by this symbol must roll the die for themselves. When 
you roll the yellow die to determine the cost of a route, the die always indicates the number 
of Fuel cubes that you pay. Tile 14 can require you to roll the die multiple times and add the 
results together.

This symbol indicates that you must choose a number using the central wheel 
on your controller during the RESOLUTION phase. You spend as much Fuel 

as the number of zones you chose to move forward. 

During the resolution of the Finish Line tile, you may fall to exactly 0 Fuel 
cubes without being eliminated: you don’t need any more Fuel since the 
race is now over. However, you are still eliminated if you are required to 
spend more Fuel cubes than you have left.

EXCEPTION
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The game can end in one of three ways:

3 �After finishing the REVEAL  
phase with the Finish Line tile.

The player who is currently the furthest 
ahead in the race wins. If there are multiple players in the lead on the same 
zone, the tied player with the most Fuel cubes wins. If there is still a tie, the one 
with the most Bonus tokens in front of them wins. If there is still a tie, those 
players share the victory.

3 �If there is only one player left at any moment, that player wins.

3 �If all players have been eliminated, there is no winner. 
Start a new game immediately.

END OF THE GAME

CREDITS

SPECIAL RULES CONCERNING CERTAIN TILES

TILE
The 3-4 player side of this tile requires you to be 
the only person to take a given route to gain the 
benefit without paying any cost. If more than one 
player takes this route, you all pay the cost without 
receiving any benefit.

TILE
The  route requires you to pay 1 Fuel plus the 
number given by rolling the yellow die.

If you are the only player to choose 
this route, move your Ship forward 

3 zones without spending anything. If you 
aren’t alone in taking this route, spend 1 
Fuel cube and gain nothing.

You roll the yellow die and get a -3. You must 
pay a total of 4 .

EXAMPLE

EXAMPLE
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During this phase, take the top Track tile and put it back into 
the box to reveal the next tile. Now start a new turn with the 
newly revealed tile, starting with the BONUS phase.

When you put the Finish Line tile back into the box, the game 
is over. Proceed immediately to the End of the Game.
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SUMMARY
REMINDER FOR A QUICK SETUP

1 controller + 1 Ship  
(placed on the 3rd zone) 

+12 Fuel cubes per player

12 Track tiles 
+1 Finish Line tile

2  Progression 
boards 

+1 set aside

1 yellow die
+1 blue die

32 Bonus tokens 
(face down)

+7 Forcefield tokens

EXPLANATIONS OF BONUS TOKENS
ION CANNON: Your Ship must 
be on the furthest back occu-
pied zone when you play this 
Bonus. All Ships on zones in 

front of yours when this Bonus is applied lose  
2 Fuel, or all of their Fuel cubes if they have 2 
or fewer.

FORCEFIELD: You cannot play 
this Bonus while the Finish Line 
tile is visible. Place a Forcefield 
token on your zone next to your 

Ship on the Progression board. If a Ship enters a 
zone with one or more Forcefields on it (moving 
either forward or backward), the Ship stops on 
that zone. At the end of the REVEAL phase, 
if at least one Ship entered a zone with one or 
more Forcefield tokens on it during this turn, 
remove all tokens from that zone.

FUEL TANK: You immediately 
gain 2 Fuel cubes from the 
reserve.
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ELECTROMAGNET: Your Ship 
must be on the furthest back 
occupied zone when you 
play this bonus. All Ships on 

the furthest forward occupied zone when this 
bonus is applied immediately move backward 
3 zones. And, simultaneously, Ships on zones 
between yours and the furthest forward 
occupied zone when this Bonus is applied 
move backward 2 zones.
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FLAMETHROWER: You can 
play this Bonus no matter 
what position your Ship is in. 
All Ships on the next occupied 

zone in front of yours when this Bonus is applied 
immediately move backwards 2 zones.
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NITRO: Your Ship immediately 
moves forward one zone.
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TM

Bonuses can create many different 
interactions when played at the right 
time. Don’t overlook them. For example, 
a Nitro token can allow you to enter 
a zone containing a Forcefield token 
during the BONUS phase, allowing 
you to move forward normally during the 

RESOLUTION phase, since these are 
two distinct movements.

TIP


