Welcome to the craziest camel race you’ll ever see,

where you can bet 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 of the race. However, to make it even harder,

ew constestants have joined the race.

unately, these camels are so crazy that
in the wrong direction. And even th_pu*

COMPONENITS < they are immediately disqualified, they just keep on going...
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SETUP

1. Place the game board in the middle of the table.

BETTING SPACE FOR
THE OVERALL WINNER

2. Sort the betting tickets by color (5 colors in total).
Then stack the 4 tickets of each color in the following manner:

Place both @—Pound tickets on the bottom.
Place the @—Pound ticket on top of them.

Place the @-Pound ticket on the very top.
Then place each stack onto its matching ticket tent on the game board.

BETTING SPACE FOR
THE OVERALL LOSER

TICKET TENTS

s FINISH LINE

- ﬁ SPACE FOR THE

PYRAMID TICKETS

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

4. Sort the Egyptian Pound coins by value and place them
as a supply next to the game board.

This supply is called the “bank”. DICE TENTS

SPACE FOR

5. Give each player 3 Egyptian Pounds, which he places in front of him. @ @
play BYP P @ THE PYRAMID

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

Return any spare finish cards and spectator tiles to the box. Each player
keeps his hand of five cards hidden from the other players and places
his spectator tile in front of him.

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

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

6 or more players”.

7. To determine the starting positions of the 5 racing camels, take the 5 racing dice and roll
them together once. Then place each racing camel onto the race track as indicated by
the dice:

¢ Each racing camel whose matching die rolled w“ﬁ ] _' :
a 1 is placed onto space 1 of the track. —_\ 5 B 8
e Each camel whose matching die *‘ N -

rolled a 2 is placed onto space 2.

e Each camel whose matching 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).

e Example: Afterwards,

The dice are rolled put the

with this result: Sracing (i
dice into

n _ jnaa the pyrami ﬁﬁr“ .

Therefore, you stack the leerszrino;/rl]r:jg
green, yellow, and red droppiF; g
camels in any orderon 4.

space 1. Then you stack

through
the blue and purple th:)}tlgle
camels in any order on ’
space 3.

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

“AVAILABLE”
SIDE

8. Now determine the starting positions of the 2 crazy camels (black and white) that
head in the opposite direction (counterclockwise). To do this, roll the grey die.
Then take either of the two crazy camels and place it onto 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, put the second camel on top
of the first.

Make sure that the crazy camels face counterclockwise.

Afterwards, drop
the grey die into the
pyramid, put the cap
back on and place the
pyramid onto its space
on the game board.

Example:

You roll a

Thus you take
one of the crazy
camels and place
it onto space 15.

Then you roll

a and thus
place the other
crazy camel onto
space 16.

9. Give the starting player marker to the youngest player and let the race begin!



OVERVIEW

This overview describes important basics of the game. Detailed rules will follow in the section “Playing the game”.

THE RACING CAMELS

The 5 racing camels do not belong to any player. Instead each player can bet on any of them
throughout 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 on the same space always form a stack. If a
camel that is part 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 unit:

Since sometimes single camels and sometimes camel
stacks are moved, we use the term camel unit. A camel
unit consists of either a single camel or a stack of camels.
If a camel unit ends its 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 (black and white) move
counterclockwise around the race track. Players cannot bet
on them. The crazy camels, however, complicate betting
because racing camels landing on their backs might be
carried backward again.

A crazy camel moves when the grey die is revealed from
the pyramid.

PLAYING UTIE GAME

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

THE LEGs

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 pyramid).

At the end of each leg, a leg scoring round occurs, in which players receive or lose money

according to the tickets they have acquired during the leg. Afterwards, a new leg starts by
returning the acquired tickets to 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.
END OF THE GAME r ig'c)
The game ends as soon as any camel crosses the finish line. ¥
Then another leg scoring round occurs, as well as an end of \ -3-' 5
game scoring round for the overall winning camel and the '

overall losing camel. The player with the most money
wins the game.

MonNEY
e The currency in this game is Egyptian Pounds (also referred to as EP).

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

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

e 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 O EP. This means that when you do not have the money
to pay a lost bet, you are spared from doing so.

Then the player to his left 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 betting ticket of any

€@ stack (and thus back the camel of or @ e R R-cialonii or (8)

. nto the r rack.
that color to win the current leg). s

@ TAxE 1 BEFING TICKET

Take the top betting ticket from any stack on the game board 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 limit to the number of betting tickets you may collect throughout the leg.
You may even have several of the same color.

Take 1 pyramid ticket and
use the pyramid to move or
a camel.

Bet on the overall winner OR the overall
loser by placing 1 of your finish cards face
down onto the appropriate betting space.




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

side

[PLAGE TOUR SPECTATOR TILE Cheering N2

Place your spectator tile onto an empty space of the race track (that has no camels or spectator tile on it).

e If your spectator tile is already on the game board, you may use this action to move it to a different space |
(following the same rules). e

However, you are not allowed to place it onto a space that is adjacent to a space containing a and not FU VNN
spectator tile. Also, you may never place it onto space 1 of the race track. adjacent !“ﬂ L& \ﬁ‘ xi“y
to another NF -

spectator tile.

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

ﬂm ﬂ W[BMDD m@m @ Should a camel unit end its movement on a space with another camel unit,

it jumps on top of that other unit.
Take the top pyramid ticket from the stack on the game board and place it in front of you.

Then immediately take the pyramid, shake it, and reveal one die from it. Example:
The purple die is revealed and shows a 2. The purple
How TO USE THE PYRAMID 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,

Pick the pyramid up, turn Turn the pyramid upwards again and hold it with . : ! gt o
ﬂ it on its head and shake it 2 one hand a few inches above the table in front purple and green jump on top of it as a unit. isa. "Md

thouroughly. of you.
With the other hand, press the entrance button on SPECTATOR TILES
the side once (1), thereby revealing one die that
falls onto the table (). If a camel unit ends its movement on a space with a spectator tile, the

owner of that tile immediately receives 1 Egyptian Pound from the bank.
Also (depending on which side of the tile is facing up) the camel unit must
immediately move 1 additional space forward or 1 space backward:

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

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

it jumps on top 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 another camel unit,
however, it is placed underneath

If you reveal a racing die, move the Example: that unit.
camel of its color as many spaces The red die is revealed and shows a 3. The red
EQFW?rd (clockwise) as shown on the camel moves 3 spaces forward, carrying the
ie: 1, 2 or 3 spaces. yellow camel along with it. B If a crazy camel lands on a spectator tile, its

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

movement is influenced in the same way, just in
the opposite direction to the racing camels.

Norte: The camels always keep their orientation: So racing camels keep facing clockwise,
If you reveal the grey die, check which crazy camel you must move now: crazy camels counterclockwise - even if they go backward.

e If the die shows a white number, you must move the white camel. . . | S : .
2 After a camel unit lands on the spectator tile, the tile still remains on its space

e |f the die shows a black number, you must move the black camel. !J w (at least until the end of the leg or until its owner moves it as an action).
THERE ARE 2 IMPORTANT EXCEPTIONS TO THIS RULE:

e If only one crazy camel is carrying any racing camels on its back, you must move 7 ) )
that one, no matter what color the number on the grey die is. - After you move the appropriate camel, plape the revealed die onto a free
dice tent in the center of the race track. This way, everybody can keep
e If one crazy camel is sitting directly on top of the other one (with no racing camels k track of which dice are already out of the pyramid.
between them), you must move the one on top. A g i"" B

Once you have determined which crazy camel to move,
move it as many spaces forward (counterclockwise)

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

Keep the acquired pyramid ticket in front of you.

In the next leg scoring round, you will receive 1 Egyptian Pound ——> {,
for each pyramid ticket you have acquired during the leg.

Kt




END OF A LEG

When a player takes the last pyramid ticket from the game board, he first reveals a die from
the pyramid and moves the corresponding camel as usual. Then, before the next player takes
his turn, a leg scoring round occurs for all players:

Start by giving the starting player marker to the player to the left of the player who just
took the last pyramid ticket (so you will remember who will start the next leg).

Then check which racing camel is in the lead (on the space farthest along the race
track, in a clockwise direction). If there is a stack of camels in the lead, the leading camel is
the one on top of the stack.

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

Now, each player gains or loses Egyptian Pounds according to the tickets in front of him,
by adding up his total and then taking it from (or paying it to) the bank accordingly.

h For each betting ticket of the leading racing camel,
ﬂﬁl 20 gugw ﬂ& the player gains the number of Egyptian Pounds printed

in large on the ticket: @, @ or @

Example:

ndl For each betting ticket of the racing camel
2 in second place, the player gains 1 EP.

3‘_'. For each betting ticket of any other racing camel,
the player loses 1 EP.

@ For each pyramid ticket, the player gains 1 EP.

In the leg scoring round, the green camel is
in the lead. The yellow camel is in second
place. Martina has the following tickets

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

——— 2=

@@@@@@@

After all players have collected (or paid) their money, clean up by:

e returning all betting tickets to their corresponding stacks on the game board in the usual
order (from bottom to top: 2>2>3>5),

e returning all pyramid tickets as a stack to their space on the game board,
e returning any spectator tiles from the race track to their owners,
e returning the 5 revealed dice from the dice tents to the pyramid.

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

As your action, you can bet on the overall winner. This means you secretly back the racing camel
that you believe will be in the lead at the end of the game. To do this, secretly choose 1 of your finish cards
(in the color of the camel you think will win) and put it face down onto the betting space for the overall winner. —_

~ You may instead bet on the overall loser (backing the racing camel that you believe will be last on the race track at the end of - y
the game) by secretly choosing 1 of your finish cards and putting it face down onto the betting space for the overall loser. o

o [f there are already any cards on your chosen betting space, put yours on top of them.

e |

® Once placed, a card must stay where it is, even if you later realize you backed the wrong camel. However, as long as you
have finish cards in hand, you may always choose as your action to place 1 of them onto either betting space.

END OF ThE GAMIE

As soon as any camel unit crosses the finish line, the race ends immediately (even if a crazy
camel crosses the finish line in a counterclockwise direction).

Now, carry out one more leg scoring round (as described on the left).

Next, the end of game scoring round for the overall winner and overall loser occurs. For
this, first attend to the face-down card deck on the betting space for the overall winner.
Remember that in this deck, the card on the bottom was the first card placed, the card on
top the last. Turn the entire deck face up, so that now the card placed first is face up on top,
while the card placed last is on the bottom.

Now, players gain or lose money according to the cards they have placed in that deck.
Start at the top and go through the face-up deck card by card, awarding money to the owner
of each card that shows the actual winning camel:

e The player (if any) that placed the first card showing the actual

e The player (if any) who placed the second card showing the winner receives
5 EP, the third player 3 EP, the fourth player 2 EP, all others 1 EP.

¢ Note that this only applies to cards showing the actual winner.
For each card in the deck that shows any camel other than

After going through the deck for the overall winner, go through the deck of cards for the
overall loser in the same way. The overall loser, of course, is the least advanced racing
camel (in the case of a stack, it is the camel on the bottom of the stack).

Example:

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

After 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 tie, the victory is shared.

Norte: 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.

A



ADDITIONAL RULES 0N GAMES CREDITS
WUU 6 @[R MGD[RE EDMWEEZ@ Steffen Bogen would like to thank all the testers who led the camels to their oases.

Special thanks go to those testers whose names are engraved on the buildings on the
In games with 6 or more players, each player also has a partnership card in front of him. game board.
On his turn, a player can now choose to perform a 5" possible action called “Enter into a

h ; Also we would like to thank Dennis Lohausen for being a huge source of inspiration.
betting partnership”.

ENTER INTO A BETTING PARTNERSHIR e gl sl freer

You can only perform this action if you have your partnership card with
the “available” side face up in front of you. DEVELOPMENT: Viktor Kobilke, Martin Bouchard,
Peter Eggert, Philippe Schmit & Sophie Gravel

PRODUCER: Sophie Gravel

Choose another player who also has his partnership card with the “available”
side face up in front of him. Take his partnership card and place it with its ART DIRECTION: Philippe Guérin
“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 ILLUSTRATIONS: Chris Quilliams
him. He may not refuse to exchange his card with you. Now, for the remainder GrapHIC DESIGN: Philippe Guérin, Karla Ron & Marie-Eve Joly
of this leg, you and this player are betting partners. . .
. . EpITING: Viktor Kobilke
“Available” r ey | “Partnership” ] .
. / side RevisiON: Neil Crowley & Anh Ti Tran
-

L

At the end of each leg, in the leg scoring round,
every player who has a betting partner may choose
one ticket belonging to his partner (betting ticket or
pyramid ticket) and add its reward to the rewards
of his own tickets (i.e. both partners get the rewards
of all of their own tickets plus 1 reward that they

2024 Lookout GmbH
Elsheimer StraRe 23

. . 55270 Schwabenheim
copy from their partner). However, a player is not Germany
obliged to add the reward of one of his partner’s www.lookout-games.de
tickets to his own (for example, if his partner only
had negative tickets). After the leg scoring round has For rules questions and suggestions,

. . please contact us at:

been completed, return all partnership cards to their rules@lookout-games.de
owners with the “available” side face up. For missing pieces or damaged parts,

please contact your point of purchase.

For all other concerns, please find help at:
https://lookout-spiele.de/en/contact.php
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