DOUBLETRACIKR

GAME

For 3 or 4 players

It's a fascinating board game of shortcuts and surprises. Play
on two tfracks at the same tfime. Your large pawn moves
along the outside track. Wherever it lands determines how far
along the inside track your small pawn will move. The object
of the game is to be the first player to reach the Home Circle
on the inside track with your small pawn.

There are shorfcuts on both tracks that will allow you to ieap
ahead. Shortcuts on the outside track are protected by
plastic gates that open and close at the whim of their
owners. In order to pass through an opponent’s gate, you
might nave to be exira clever and wheel and deal your way
in.

When you play Doubletrack, you'll discover that it's the
greatest catch-up game yet devised! The winner is always a
big surprise. . .for players that seem far behind often leap
ahead suddenly to catch-up with and overtake the leader.
Have fun!

OBJECT:

Be the first player to reach home on the inside track.

CONTENTS:

* 1 gameboard e 30 cards e 4 cardboard gate passes

* 48 plastic chips (some exira chips may be included)

* 4 cardboard screens e 2 red dice ¢ 4 large plastic pawns
* 4 small plastic pawns e 4 plastic gates



HOW TO SET UP THE GAME:

1

Open up the gameboard and place it on a flat surface so it's accessi-
ble to all players.

. Each player chooses two pawns of the same color to move. . .a large

pawn and a small pawn. The small pawns move on the inside track and
are placed on the large inner START circle. The large pawns move
along the outside track and are placed on their matching color spaces
that say "Take The (Color) Gate Pass”

. Players position themselves around the gameboard near the large

pawn they chose to move.

. 4 PLASTIC GAIES: 4 gates must be assembled and attached to the

gameboard before play can begin. The gates actually open and close
and control entry to the matching color shortcut routes along the out-
side track.

How to assemble the gates

A. Each gate is made up of 3 parts. . .the post, the door and the press-
on retainer, as shown in Figure 1.
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B. To assemble a gate correctly, the door and post of the same color
are attached to each other by a press-on retainer of the same
color. Here's how it's done. . .insert peg of door into the peg hole of
the gate post as shown in Figure 2. Press the retainer onto the peg to
secure the post to the door.
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C. Assemble the 3 other gates as above and attach all of them to the
gameboard by slipping the feet of the gates under the outer edge
of the gameboard to secure them in place. Place each gate just
after its matching color space that says “Take The (Color) Gate
Pass” and just before the numeral space on the outside track. See
box top for picture of proper placement.

5. GATE PASSES: the 4 cardboard gate passes are used to open and close
their matching color gates.

How to use the gate passes

A. Carefully punch out the passes. Give each player a gate pass that
matfches the color of his or her pawns.

B. Test opening and closing a gate with its matching color gate pass.
To open a gate, slide its pass into the gate fracks until the door of
the gate lifts up; to close a gate, slide its gate pass out of the gate
tracks until the gate door closes down (see box cover for illustration
of gate pass in gate).

6. 4 SCREENS: 4 cardboard screens must be assembled before game
play begins. The screens are used by each player to keep his or her
supply of chips hidden from view.

How to assemble the screens

A. Carefully punch out the screens and the 4 small cardboard stands.
Fold the screens on score lines.

B. Position a screen in its matching color stand as shown in Figure 3. Set
up the other 3 screens in the same way.

FIGURE 3. SCREEN

C. Give each player a screen that matches the color of his or her
pawns and gate pass. Players place their screens directly in front of
them near the gameboard.

7. PLASTIC CHIPS: chips are worth money and give you bidding power.

Value of chips
A. Yellow chip is worth $25; blue chip is worth S1O; red chip is worth $5.

Chip distribution

A. At the beginning of the game each player is given $125 in chips. . .
that's 5 red, 5 blue and 2 yellow chips. Keep your supply of chips hid-
den from view behind vour screen.



HOW TO PLAY THE GAME:

1. Shuffle the deck of 30 cards. Deal 3 cards facedown to each player.
You may look at the cards dedlt to you. Keep them facedown in front
of you until you're ready to use them.

2. Place the remaining cards facedown in a pile near the gameboard.

3. HOW TO MOVE: on your turn, you roll the dice and move your large
pawn clockwise around the outside track the number of spaces shown
on the dice. Wherever your large pawn lands on the outside track will
determine the position of your small pawn on the inside track. . .your
small pown could move ahead, move back or stay exactly on the
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Shortcut routes contain numeral spaces that are very good to land on.
If your large pawn lands on one of these spaces, your small pawn can
then move ahead many spaces on the inside track. Since the shortcut
routes contain so many get-ahead spaces, you can only take such
paths under the following circumstances:

A. when you own a gate pass that controls a particular gate, you must
take the shortcut route that the gate controls.

B. when you want to travel on a shortcut route controlled by an oppo-
nent’s gate, ask permission for entry from your opponent. If permis-
sion is granted, take the shortcut route. You must ask permission,
however, BEFORE YOU ROLL THE DICE. Here's how you ask permission,

1) Ask permission to enter your opponent’s shortcut route before
you roll the dice on your turn.

2) Once you ask permission, an opponent may let you pass onto
the shortcut route free of charge. . .or an opponent may charge
you an entry payment of a chip or chips. . .or an opponent may
refuse you entry and so you would have to use the outside
corner route instead.

3) Permission lasts for one turn only. If a player is granted permission
and then rolls the dice too low or too high to iand on a space in
the shortcut route, his or her permission privilege is cancelled for
that turn. . .the gate is closed and the player would have to ask
permission again on his or her next turn.

VERY IMPORTANT, WHEN YOU ARE ALLOWED TO TAKE A SHORT-
CUT ROUTE BECAUSE YOU CONTROL ITS GATE OR BECAUSE YOU
WERE GRANTED PERMISSION TO ENTER, YOU MUST TAKE THE
SHORTCUT ROUTE ON THAT TURN: YOU DO NOT HAVE THE OPTION
OF TAKING THE OUTSIDE CORNER ROUTE UNDER THESE TWO

CIRCUMSTANCES.

THINGS YOU SHOULD KNOW ABOUT THE OPENING AND CLOSING OF
GATES TO SHORTCUT ROUTES: gate passes control the opening and
closing of gates. Ownership of a gate pass gives you control over its
matching color gate. To operate the opening and closing of a gate,
see Rule 5, Section B, under "How To Set Up The Game”. An open
gate dllows a large pawn entry to a shortcut route; a closed gate
denies a large pawn entry to a shortcut route. You are dllowed to
own more than one gate pass at one time. As the game progresses,
you will see that the ownership of several gate passes can be a
deciding advantage in winning the game.

4. BASIC MOVE OUTLINED: after reading Rule 3., above, you can see that

there are some variations involved in moving. You must decide which
strategy to use. Below, a basic move is outlined for further clarity:

A. Check the position of your large pawn and see what spaces on the
outside track would be beneficial to land on to advance your small
pawn along the inside track.

B. Then decide whether to ask permission for entry onto an opponent’s
shortcut route for your large pawn or not to ask permission and
move your large pawn along the corner outside route.”

C. Roll the dice.

D. Move your large pawn clockwise around the outside track on either
the shortcut route or the outside corner route the number of spaces
shown on the dice.

E. Follow the instruction on the space that your large pawn landed on.

*Of course, if you control a gate, your pawn must fravel on ifs short-
cut route and does not have the option of moving on the outside
corner route.

. THE SPACES ON THE OUTSIDE TRACK AND WHAT THEY MEAN: Listed below

are the spaces along the outside track and how you should react to
them when your large pawn lands on them.

A. NUMBER SPACES located on the outside corner routes and the short-
cut routes. When your large pawn lands on one of them, you must
move your small pawn ahead the number of spaces on the inside
track that the landed-on Number space specifies. Your turn is then
overl PLEASE NOTE: the "1-5” Number space means you can move 1,
2, 3, 4 or 5 spaces ahead on the inside frack. . .the choice is yours!

B. PLAY A CARD SPACES located on the outside corner routes. When
your large pawn lands on one of them, you must play a card from
your hand. When you play a card, place it faceup on the
gameboard so everyone can see it. Once you play a card, return it
facedown to the bottom of the card deck and draw another card.
You must always keep 3 cards in your hand at one time.



The 30 cards and what they mean.

1) "Number” caras. . .there are 18 number cards which say "Ahead”
and then a number. If you play one of these cards, move your
small pawn ahead on the inside track the number of spaces
shown on the card,

2) "Trade Places With Any Player” cards. . .if you play one of these
cards, your small pawn must trade places with any other small
pawn on the inside track.

3) "Take The Lead” cards. . .if you play one of these cards, place
your small pawn on the space directly ahead of the leading
pawn on the inside track. If you are dlready in the lead, stay
there.

4) "Back 10" cards. . .if you play one of these cards, move your small
pawn back along the inside track 10 spaces.

5) "Oh Nol Go Farthest Back” cards. . .if you play one of these cards,
move your small pawn back along the inside track and place it
behind the small pawn that is the farthest back. If you are
aready farthest back, stay there,

6) "Stedl A Gate Pass” cards. . .if you play one of these cards, take a
gate pass of your choice from any opponent so you may conirol
its matching gate. Your small pawn does not move ahead or
back on such a play but rather stays where it is on the inside
tfrack.

7) “This Is A Worthless Card” cards. . .if you play one of these cards,
no pawn (large or smail) is moved and nothing is gained.

. SELL A CARD SPACES: When you land on these spaces with your
large pawn, you must sell any one of the 3 cards in your hand to
your opponents. The highest bidding opponent is awarded the card
and you'll receive all the money (chips) bid. You may auction off any
card for the identity of the card is kept secret during the bidding.

Here's how to sell a card and how your opponents bid on it

1) Announce aloud you're selling a card. Place the card to be sold
facedown in front of you.

2) Your opponents then bid for the card. To bid, a player secretly
takes some chips from the supply of chips behind his or her
screen and makes a fist around them-~then holds his or her fist
out over the table. When all the bidding players have done so,
they open their fists and drop their bids on the table all at the
same time.

3) The highest bidder is awarded the card and must play it im-
mediately. The seller of the card is awarded dll the chips that
were bid from adll players. IMPORTANT: in case there is a tie to
determine the highest bidder, the seller of the card is awarded
both the card and all the money. The card still must be played
immediately!

4) The seller of the card then draws another card from the deck, so
he or she again has 3 cards in his or her hand.

IMPORTANT BIDDING NOTE: in the case of seling a card, the
player who sells the card does not bid but ALL OTHER PLAYERS
MUST BID. The minimum amount of money one can bid is one red
$5 chip. If you have no money, you must fake a bid by putting
your fist out over the table and opening it with no chip bet!

D. SELL A PASS SPACE. When you land on such a space with your large

pawn, you must sell one of your gate passes. All of your opponents
must bid following the same procedure of bidding as outliined
above. If you do not have a gate pass to sell, ignore the instruction
and your turn is over. In case of a tie o determine the highest bid-
der, the seller gets to keep the gate pass and the money that was
bid.

. SELL THE LEAD! SPACE. This is a very special space. When you iand on

such a space, the lead on the inside track must be auctioned off
(the lead is one space ahead of the pawn who's farthest ahead).
ALL PLAYERS MUST BID, even the player who landed on the “Sell The
Lead! space. Bid as outlined above under "Sell A Card” space.
Whoever bids the highest wins the lead and moves his or her small
pawn one space ahead of the small pawn who's farthest ahead on
the inside track. The owner of the small pawn who is then farthest
back on the inside track collects all the money that was bid as a
special “Loser's Bonus”. in case of a fie to determine highest bidder,
the player who landed on the “Sell The Lead!” space is awarded
both the lead on the inside track and the money that was bid, too.
IMPORTANT, if the highest bidder already owned the lead on the in-
side track, his or her pawn remains on the same space there, retain-
ing the lead and the owner of the small pawn who's farthest back
still gets all the money (the “Loser’'s Bonus'). PLEASE NOTE: sometimes
deciding who's farthest back can be tricky! If two or more players’
small pawns are on the Start Circle after the lead is sold, they are
considered the “farthest back”. To decide which one of them will
get the “Loser’s Bonus”, have each of them roll the dice. The low
roller gets the money in the “Loser’s Bonus”.

. TAKE THE (WHATEVER COLOR) GATE PASS SPACE. When you land on

one of these spaces, take the particular color gate pass you're
directed to from whomever owns it. You then control the operation
of that gate. If you already own the gate pass you're directed to
take, then nothing happens and your turn is over.

G. TAKE $25 FROM AN OPPONENT SPACE. When you land on one of

these spaces, take $25 in chips from the opponent of your choice, If
your opponent does not have the full $25 to give you, he or she
gives you as many chips as he or she has!

6. THE SPACES ON THE INSIDE TRACK AND WHAT THEY MEAN: in addition fo
the START and HOME Circles, two other spaces must be explained:

A White circle spaces. . .move your small pawn along the white

spaces in the direction of the arrows as many spaces as you're
directed by your play on the outside track with your large pawn.
Two or more pawns cannot be on the same white space on the in-
side track. If you land on another player's small pawn, advance your
small pawn to the next open space.



B. Purple Shortcut Spaces. . .these are special spaces to try to land on
at the end of your move. See Figure 5., for a close-up look at them.
When you end your move by exact count on a Shortcut Space, your
small pawn sits there until it is able to move again. When directed to
move your small pawn again, then you must use the shortcut by
following the arrow across the track to the Get-Ahead Space and
continue your move from there. The purple Shortcut/Get-Ahead
Space route dllows your small pawn to skip over many white path
spaces. . .a smart strategy to speed you on your way HOME and a
big win!
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7. SOME IMPORTANT GAME PLAY RULES YOU SHOULD KNOW:-

A. Two or more pawns can never be on the same space on the inside
track or the outside track. If you land on an opponent’'s pawn,
move your pawn ahead to the next open space. IMPORTANT: when
moving, if your small pawn lands on pawn occupying a Purple Short-
cut space, your small pawn advances to the next ope:: space but
not to the Get-Ahead space that the shortcut space directs a
player to.

B. How to determine the lead! The player whose small pawn is the far-
thest advanced along the inside frack is considered in the lead. If a
small pawn is sitting on a Purple Shortcut space that could put it in
the lead if it was moved to the Get-Ahead space is still not con-
sidered "in the lead” at that point.

C.In a 3-player game, one gate pass is considered out of play until
someone lands on its matching color "Take A Gate Pass” space and
claims the gate passt The gate then can open and close and its
shortcut route can be used!

HOW TO WIN THE GAME:

The first player who brings his or her small pawn to the HOME Circle on the
inside track wins the game! Exact count is not needed to enter the HOME
Circle.
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