SETUR

1. Place the game board in the middle of the table.
2. Sorl the betting tickets by color (5 colors in lolal].
Then stack the 4 tickets of each color in the following manner:
Place hoth @-Pound tickets on the hottom.
Place the @-Pound ticket on 1op of them.

Place the @Pound ticket on the very top.
Then place each slack onto its maltching tickel tent on the game hoard.

3. Place the 5 pyramid tickets as a stack onio their space on the game board.

4. Sort the Egyptian Pound coins by value and place them
as a supply next lo the game board,
This supply is called the “bank”.

5. Give each player 3 Egyptian Pounds, which he places in front of him. @ @ @

. 6. Give each player the 5 finish cards of one characler as well as
the spectator tile of that character.

his spectator tile in front of him.

CHARACTER

& or more players”.

7. To determine the slarting posilions of the 5 racing camels, lake the 5 racing dice and roll
them together once. Then place each racing camel onto the race track as indicated by

the dice:
“'5 v’

® Fach racing camel whose mznch[ng die rolled
a 1 is placed onto space 1 of the track. —N

e FEach camel whose matching die
rolled a 2 is placed onto space 2.

s Fach came] whose malching die
rolled a 3 is placed onto space 3.

Finally, stack all camels standing on the same space (in any order) and make sure they all
face clockwise (as this is the direction the race is run).

Example: Afterwards,
The dice are rolled put the
with this result: 3 racing

dice into

n B Jn aa the pyran'_li :

by removing

Therefore, you stack the the cap and
green, yellow, andred . Oppi}:r)l g
camels in any orderon
space 1. Then you stack l;hrough

the biue and purple the hole.
camels in any order on

space 3.

Return any spare finish cards and speciator liles o the box. Each player
keeps his hand of five cards hidden from the other players and places

In games with fewer than 6 players, leave the partnership cards in the box - they are not used.

In games wilth 6 or mare players, give each player his characler's parinership card, which he places in front of him
with its “available” side face up. Return any spare parinership cards to the box.

How the parinership cards are used is covered al the end of the rules in the section “Additional rules in games with

BETTING SPACE FOR
THE OVYERALL WINNER

BETTING SPACE FOR
THE OVERALL LOSER

TICKET TENTS

FINISH LINE

SPACE FOR THE
PYRAMID TICKETS

DicE TENTS

SPACE FOR
THE PYRAMID

“AvAILABLE”
SIDE

8. Now determine the slarting posilions of the 2 crazy camels (black and while] thal
head in the opposite direction (counterclockwise]. To do this, roll the grey die.
Then lake either of the two crazy camels and place il anto the track as indicated
by the number rolled:

= space 16, = space 15, = space 14,

Roll the grey die again and place the second crazy camel in the same way.
If it is the same space as the first crazy camel, pul the second camel on top
of the first.

Make sure that the crazy camels face counterclockwise.

Example: Afterwards, drop

You roll a the grey die into the

Thus take pyramid, put the cap

Dn:: o);‘uge c back on and place the
J: d.rafy' pyramid onto ils space

:::ag;:etos ;;cs ?;e on the game hoard.

Then you roll

a and thus

place the other

crazy camel onto

space 16.

9. Give the starting player marker (o the youngest player and Jet the race begin!



OV ERVIEW,

This averview describes importani hasics of the game. Detailed rules will follow in the section “Playing the game”.

THE RACING CAMELS

The 5 racing camels do nol belong to any player. Instead each player can hel on any of them
lhroughoul the race by acquiring betting tickets and placing finish cards.

H- The racing camels move clockwise around the race track.

* They do so when a player, as his action, reveals a random
die from the pyramid: Then the camel of the revealed color
moves as many spaces forward as the die shows.

Camel stack:

Camels an the same space always form a stack. If a
camel that is partl of a stack moves, it carries along all
camels that sit on top of it. Any camels beneath it are left
where they are.

Camel unil:

Since sometimes single camels and sometimes camel
stacks are maved, we use the term camel unil. A camel
unit consisis of either a single camel or a stack of camels.
If a camel unil ends ils movement on a space where there
is another camel unit, it jumps on top of that other unit.

THE CRAZY CAMELS

The two crazy camels (hlack and while) move
counterclockwise around the race track. Players cannot het
on them. The crazy camels, however, complicate belling
because racing camels landing on their backs might he
carried hackward again.

A crazy camel moves when the grey die is revealed from

the pyramid.

PLAYING THIE GAME

The player with the starting player marker begins the first leg by performing 1 action.

THE Lecs

The race comprises several legs. A leg ends when 5 of the 6 dice have been revealed from
the pyramid (so one die remains in the pyramidj.

Al the end of each leg, a leg scaring round occurs, in which players receive or [ose money
according to the tickets they have acquired during the leg. Afterwards, a new leg staris by
relurning the acquired lickets 1o the game board and the 5 revealed dice to the pyramid.

IMPORTANT:
For all purposes of ranking, a racing camel that is farther up a camel stack is
always considered ahead of the ones below it.

Crazy camels, however, are ignored for all purposes of ranking, as they have
been disqualified by the race organization. 3

END OF THE GAME

The game ends as soon as any camel crosses the finish [ine.
Then another leg scaring round accurs, as well as an end of
game scoring round for the overall winning camel and the
overall losing camel. The player wilh the most money

wins the game.

MonNEey
= The currency in this game is Egyplian Pounds (also referred to as EP).,

¢ You must store your money publicly in front of you. However, you may stack
il up in any way you wani,

* For the duration of the race, no player is obliged to disclose exactly how much
money he has.

& At any time during the game, you may exchange money one-to-one with money
from the bank (for example, exchanging five 1 Pound coins for one 5 Pound coin
and so on).

¢ No player can drop below 0 EP. This means that when you do nol have the money
to pay a lost bet, you are spared from doing so.

Then the player 1o his [efl performs 1 action, then the next player and so on. Therefore, play proceeds continuously in a clockwise direction.

There are 4 possible actions. When it is your turn, you must choose and perform 1 of them.

Take the top belling lickel of any

€ siack (and thus hack the camel of or &) Place your spectator tile or @

that color to win the current leg). ROI Risiiads dac

@ TG {1 BEFING TIERET

Take the top hetiing ticket from any stack on the game hoard and place it in front of you.
By doing this, you back the camel of that color (which means that you hope it will be in the

lead at the end of the leg).

There is no [imit to the number of betting lickets you may collect throughout the leg.
You may even have several of the same color.

Take 1 pyramid lickel and
use the pyramid 1o move or
a camel.

Bet on the overall winner OR the overall
. loser hy placing 1 of your finish cards face
down onlo the appropriate belling space.




2) [PLACE YOUR SPECIATOR TILE

Place your spectator lile onlo an emply space of the race track [that has no camels or speclator ile on it),

Cheering

—-"\.
side 5

Example: The spectator tile may be placed
onip any empty space that is not space 1

However, you are not allowed 1o place it onto a space that is adjacent to a space containing a ";:' e __ and not ; o P
specialor 1ile. Also, you may never place il onlo space 1 of the race frack. J . adjacent F I'!_a ; ’l. xx!,‘
® |f your spectator iile is already on the game board, you may use this action to move it to a different space \ i I?:oomg to another N L r". s 7

(following the same rules), e side spectator tile. -

When you place (or move] your speactator tile, you can either place it with its cheering sidle up or with its booing side up.
Depending on the side, the speciator tile will have a different effect on the movement of camels that stop on it [see below for delafls).

Should a camel unit end ils movemenl on a space with another camel unil,

) TarE 1 PrRAMID TieREr @

Take the top pyramid licketl from the stack on the game board and place it in front of you.

Then immediately take the pyramid, shake it, and reveal ane die from it.

How 10 USE THE PYRAMID

ol

Turn the pyramid upwards again and hald it with
one hand a few inches above the tahle in front
of you.

Pick the pyramid up, tura
it op its head and shake it
thouroughly.

2

With the uther hand, press the entrance button on
the side once (9] 1, thereby revealing one die that
falls anto the table (),

Afterwards, place the pyramid back onto its space
on the game board.

If you reveal a racing die, move the
camel of ils color as many spaces
torward (clockwise) as shown on the
die: 1, 2 or 3 spaces,

Rememper: If you move a camel that
is part of a stack, it carries
along all camels that sit on
tap of it.

Example:
The red dje is revealed and shows a 3. The red
camel moves 3 spaces forward, carrying the

yellow camef along with it.

C ol

If you reveal the grey die, check which erazy camel you must move now:
* If the die shows a white number, you must move the white camel.

e If the die shows a black number, you must move the black camel. 1] _ '
THERE ARE 2 IMPORTANT EXCEPTIONS TO THIS RULE

= If only one crazy camel is carrying any racing camels on its back, vou must move
that one, no maiter what color the number on the grey die is.

= If ane crazy camel is silling direcily on top of the other one (with no racing camels
hetween them), you must move the one on top.

Once you have determined which crazy camel 1o move,
move it as many spaces forward [counterclockwise)

as shown on the grey die. [Again, if any camels are silling on
top of it, it carries them along.)

it jumps an tep of that other unit.

Example:
The purple die is revealed and shows a 2. The purple
camel moves 2 spaces forward, carrying along the
green camel, Since the yellow camel is already on
the space on which they end their movement,
purple and green jump on top of it as a unit,

SPECTATOR TILES

If a camel unil ends ils movement on a space with a spectalor tile, the
owner of that tile immediately receives 1 Egyptian Pound from the bank.
Also (depending an which side of the lile is facing up) the camel unil must
immediately move 1 additional space forward or 1 space backward:

I the lile has its cheering side facing
up, the camel unit moves 1 space
forward. If il thereby lands on a
space with another camel unit,

it jumps on Lop of that unit

as usual.

If the tile has its booing side facing
up, the camel unit moves 1 space
backward. If it thereby lands on

a space with anather camel unit,
however, it is placed underneath
that unil.

It a crazy camel [ands on a spectator tile, ils
movement is influenced in the same way, just in
the opposite direction to the racing camels.

Note: The camels always keep their orientation: So racing camels keep facing clockwise,
crazy camels counlerclockwise - even if they go backward.

After a camel unit lands on the spectator tile, the tile siill remains on iis space
(af Teast until the end of the leg or until its owner moves il as an action).

After you move the appropriate camel, place the revealed die onlo a free
dice tent in the center of the race track. This way, everyhody can keep
track of which dice are already oul of the pyramid.

Keep the acquired pyramid ticket in front of you.
In the nexl leg scoring round, you will receive 1 Egyptian Pound ———»- {,
for each pyramid ticket you have acquired during the leg.




[ENID ©@F A L@

When a player takes the [ast pyramid Geket irmm the game board, he first reveals a dic imm
the pyratmid and moves the corresponding camel as usual, Then, beiore the next player takes
his turn, @ leg scoring round nccurs for all players:

Start lny giving the starting player marker to the plaver to the leit of the player who just

took the last pyramid ticket (so you will remetnbier who will start the next legl.

Then check which racing camel is inthe lead (on the space farthest along the race

track, in 2 clockwise direction). I there 15 a stack of catnels inthe lead, the leading camnel is
the one o fop oi the stack.

Resiemper: The crazy camels are entirely ignored for the ranking.

Now, cach player sains or Ioses Egyptian Pounds according to the tickats iniront of him,
Iy adding up his total and then taking it irotn (or paying it tol the bank accordingly.

. For cach betting ticket of the leading racing camel,
(ﬂgﬁ the player gains the number of Egyptian Founds printed

in large on the ticket: @ @ or @

] For cich betting ticket of the recing camel
2 in secand place, the player gains 1 EF.

J " For vach betting ficket of any other racing camel,
the player lnses 1 EF.

=
@ For cach pyramid ticket, the player gains | ER

Exampie:

In the leg scoring round, the green camel is
in the lead. The yeffow camel Is in second
place. Martina has the foflowing tickets

in front of her, which give her 9 Egyptian
Pounds in total:

Aiter all players have eollected or paid) their money; clean up s

o returning al [ betting tickets ta their corresponding stacks on the getme board in the usual
arder (itom bottom to top: 22:3:25),

o returning 2l pyramid tickets as a stack to their space on the game binard,
® rotupning any spectator tiles it the race track to thoir ownors,
® returning the 5 revealed dice irom the dice tents (o the pyratmidl.

Then the player with the starting player marker starts the now leg.

As your action, you can bet on the overall winner. This means you secretly back the racing catnel
that you believe will be in the lead at the end oi the gatne. To do this, secretly chonse 1 of your [inish cards
- (in the enlor of the camel you think will win) and put it i2ce down onto the betting space for the overall winner. ——__%

— hu tay instead biet on the overall loser (hacking the racing catnel that you belivve will be last on the race track at the end of
the game) by seeretly choosing 1 of your finish cards and putting it f2ce down onto the betting space for the overall loser.

e i thore are already any cards on your chosen betting space, put yours on top oi them,

e Once placed, a card must stay where it s, cven i you later realize you backed the wrong camel. 1 lowever, as long as you
have finish cards in hand, you may alwirys chonse as your action to place 1 of them onto cither betting space.

[ENIID @F TTxE @AGIE

As sonn as any camel unit crosses the finish line, the race ends immediately (cven i a craezy
catnel crosses the finish line in @ counterclockwise direction).

Now, carey nut one more [eg seoring round (as descrilcd on the lait).

Next, the end of game scoring round o the overall winner and overal| Inser nceurs. For
this, lirst attend to the face-down card deck on the betting space for the overall winner.
Retnember that in this deck, the card on the bottorn was the [irst card placed, the card on
topa the last, Turn the entire deck face up, so that now the card placed fiest is f2ee up on top,
while the card placed last is on the bottom.

Now, players gain of Inse tmongy aceording to the cards they have placed in that deck.
Start at the top and go through the face-up deck card by card, swarding money to the mwner
ol cach card that shows the actual winning camel;

e The player (i amy) that placed the st card showing the actual .
winner o the race receives 8 Egyptian Pounds irom the bank, —————————®4

¢ The player O amy) who placed the second card showing the winner receives
55 EF, the third player 3 EF, the inurth player 2 EF, all others 1 EF.

« Note that this only applics to cards showing the actual winnor,
For cach card in the deck that shoves any catmel other than

Adter going through the deck ior the overall winner, go through the deck of cards ior the
overall loser in the satme way: The overall loser, of course, 15 the least advenced racing
catmel Oncthe case oi a stack, it is the camel on the bhottom oi the stack).

Exampfe:
The green camel is the winner of the race, the purple camel is the foser. The decks on
the betting spaces give the owner of each card EP as follows:

Adter the end of game scoring round, all players count their money: The player who

collected the most Egyptian Pounds wins the game. In the case of a tic, the victory is shared.

MNote: In the rare case that a crazy camel carries any racing camels across the
finish line in a counterclockwise direction, those camels count as the least
advanced camels.

s



ADDITIONAL RULES 0N GAVES
WL G @R MORE PLAYERS

In games with 6 or more players, each player also has a partnership card in front of him.
On his turn, a player can now choose to perform a 5" possible action called “Enter into a
betling partnership”.

) NTER INU©® A BEUTING PARNERSER

You can only perform this action if you have your partnership card with
the “available” side face up in front of you.

Choose another player who also has his parinership card with the “available”
side face up in front of him. Take his parinership card and place it with ils
“partnership” side face up in front of you. Then give this player your own
partnership card, which he places with its “partnership” side face up in front of
him. He may not refuse 1o exchange his card with you. Now; for the remainder
of this leg, you and this player are belling pariners.

“Available” 7 2 “Partnership”
side ' side

Al the end of each leg, in the leg scoring round,
every player who has a betting partner may choose
one lickel belonging to his partner (helling lickel or
pyramid ticket) and add its reward 1o the rewards

of his own lickets (i.e. both pariners gel the rewards
of all of their own tickets plus 1 reward that they
copy from their partner). However, a player is not
obliged 1o add the reward of one of his pariner’s
tickets 1o his own (for example, if his pariner only
had negative tickets). After the leg scoring round has
been compleled, return all partnership cards 1o their
owners with the “available” side face up.
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Welcome to the craziest camel race you'll ever see,

where you can betl on the most auspicious camels

and strike it rich. But the camels tend to carry each other
along, so beating the odds is not as easy as you might think.
A good sense of timing is just as important as reading the
dynamics a-f the race. However, to make it even harder,

l"':'“ggmtfstﬂﬂts have Jnmed the race.

CONPONENTS o they are 1mtﬁ£dmtefy dtsquaﬁfted they just keep on gomg...
So let the fun begin!

1 GAME BOARD WITH A GIANT 3D PaLm TREE

20‘ BETTING TICKETS

5 PYRAMID TICKETS @

80 Ecvrrian Pounp coins

40 FINISH CARDS ﬁ

8 SPECTATOR TILES @

e L

!‘!‘ h
# PARTNERSHIP CARDS b &

5 RACING CAMELS w

5 RACING DICE n

2 CRAZY CAMELS

1 GREY DIE

e

1 STARTING PLAYER MARKER %

1 DICE PYRAMID
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