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OBJECT OF THE GAME HOW TO PLAY

o Flip over 2 cards from the grid. Everyone sees them.

Be the first racer to complete all 5 stages—Run,
Bike, Sailing, Car, and Rocket—and land on
the Moon!
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Move the listed spaces, turn the cands face down, Fo - : "

advance your tracker, and go again!
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e BOOST  Move forward extra spaces. 0 Posk s help trailing players more—
see Position Peek guide below.

9 OBSTACLE Lese movemsnt or move back o The first player to enter Bike, Sailing, Car,

or Rocket draws 1 Bonus Card!
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and determination!
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Easy to leam. Hard
to forget!

quick decisions. new challenge!




