Rules of play for: 24/7 Rally

These English rules are created out of the Dutch-German version, as there is no English release yet.

INTROD

$ Break the curse or remain a wandering spirit in
the eternal 24-hour cycle!

Start at 07:00 and play your way through the hours of the day. On
each turn, you play an hour card (a movement card) to move your
figure closer to midnight.

BUT BEWARE:
Your card st also advance another player’s color!

If you miss midnight, you'll have to relive the next 24 hours all
over again!

Simple rules—but a challenging dynamic awaits you in your
guest to break the 24-hour curse!
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12 Tageszeitkarten
12 Time of Day cards 60 Hour cards @

I Players (Dusl): Each player chiooses 2 figures. The fifth figure is
also placed on the board as the “Wanderer®,

3 Players (Free-for-all): Each player chooses 1 figure. The 2
remaining figures are placed on the boand &8 “Wanderers®

A s S s oationss . 4 Flayers (Free-for-all ot Teamplay) Exch player chooses 1 figure
eistér mit Fahigkeiten pezialaktionen .. & ]
10 Ghoets with abilities 8 Special Actions The remaining figure is placed on the board as the “Wanderer®,

5 Flayers [Free-far-alll: Each player choozes 1 figura,

& Players (Teamplay): Play in teams of 2 using one color per team, or
in teams of 3 uging two calors per team. The remaining figures are
placed an the board as “Wanderers®,

7 Energiekarten 1 Mitternachisparty
7 Booster cards 1 Midnight Party

Note: when playing with 5 you have no wanderers in the

game, hence no boostercards. You may apply a house
rule to either exchange the special action cards for the
boostercards or let players choose (when
passing/pushed over 24 hours)

5 Spielfiguren ~ 5 Player figures
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Rules of play for: 24/7 Rally
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Place the 12 Time of Day cards in a circle at the center of the
table to form a round 24-hour clock,

Each player chooses a Ghost Card in their color and takes the
matching figure,

Place all player figures (+ Wanderer) on 07:00
- the starting point of your daily routine

Place the 8 Special Action cards face down above 01:00,
Place the Booster cards face down above midnight,

Each player draws 5 Hour cards. Place the remaining Hour
cards face down in the center as the draw pile.
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Example of a 3-player game:

TOUOmOESNT U e @ oo vmommsave

Middernachtsfeest
Plaats voor speelstukken
die 24 uur hebben bereikt
Mitterachtsparty
Platz fiir Figuren,

die 24 Uhr erreicht haben

(De overgebleven
geestenkleuren)

Wanderer
(Die Ubrigen
Geisterfarben)

Discard
pile

Startpositie 7 uur
Wie vandaag als eerste wakker was,
is de startspeler.
Startposition 7 Uhr
Wer heute zuerst wach waz,
ist Startspieler
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Rules of play for: 24/7 Rally
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Flay an Hour card from your hand and place it face-up
on the discard pile in the center of the clock.

4 Move the two player figures of the corresponding colors
&% forward on the clock by the indicated values.

Then draw a new card from the draw pile.
The pext player in clockwise order takes their tum

Playing Special Cards:
In Step 1, you may play Special Action and Energy cards together
with the Hour card. Place the special cards on separate discard piles.

Use Ghost Ability:

Instead of playing an Hour card, you may use your ghost ability:
Exchange 1 to 5 cards from your hand with new cards from the draw
pile. Your tum ends. Flip your Ghost card to the inactive side

Empty Draw Pile?
if the draw pile is empty, do not reshuffle the discard pile Continue
playing the game using only your remaining hand cards

JEND)

&P Seoring (Solo Mode, 3-5 Players):
The cleser your figure is to 2400 {compared to the last figure), the
MAOre points Yo earm.

Exampde; Red ends the round. Bhee and Green are on maming
positions batween 01:00 and 1100 and are therefore moved to the

2 ler' A plawr or team wins a rwm when both o‘ ‘heir imner E!i]'{!le. now 5-1“]'“1.1“'] at 1600 and 1500 w.l‘“m E'l:erlE' is &t
(Puel) figures reach midnight (24:00). The first to win 20:00. Yellow is the Wanderer and does not take part in the scoring
4 Players <A Tounds wins the game The distance between Red and Green is 8 hours — Fed receives B
(Teamplay}: 2 points, Purple receives 4 pointa, Blue gets 3, and Green eams 0
points,
3, 4and If & single figure lands exactly on midnight, the Mate: If the Wanderer ends the round in last place, their position is
5 Players round ends and paints are awarded (s0e Scoring), used as the baseline for scaring
(Froe-for-all): The first player or team to reach 24 points or
more wins

6 Players 1f one figure of a team reaches midnight, the
(Teamplay) round (2 won. The team that wins-seses rounds
first wins the game. 7

ATTENTION: I the draw pile is empty and all hand cards have been
played, the player or team whose figure is closest to 24:00 wins the
round

Note for team mode: Only in this special case, it 15 sufficient for one
figure to reach or be closest to 24.00

Note: with “Free-for-all” is meant that you play in an
individual setting (competitive)

Attention: The player that has the lowest score at
beginning of a new round receives a special
action card from the deck. If a player has not

used a spec. action card and still has the lowest

score, it may keep it and receives an additional
one.
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Rules of play for: 24/7 Rally

Ghost Cards:;

The cards show the player cobor of your figure and have
twra sides: ane side with an ability and ane without,
You start the game with the ability side facing up,

During your turn, you may wse this ability to discard and
redraw 1 to § hand cards. Special Action cards are not
discarded,

After using the ability, flip your card to the other side:
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The Hour Cards:

The deck contains 60 of these movement cards. 4ll cards
harer a total of 7 hours, which you can use to move your
ghasts. The cards are always divided into two calars, each
maving a specific ghost

When you play an Hour card, you decide which colar
[player figure) moves first and which moves last.
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05:00/17:00 - 06:00/18:00 - DT:00/19:00:

If any figure (including epponent fgures) lands exactly on
one of these cards, that player may refresh their ghost
ability by flipping their Ghost card back (o the active side

with the spacial ability.
---------------------- E
Booster Cards
You gain Energy cards by moving & Wanderer onto or
past 24:00.

Energy cards can be used 1o boost the values of an Hour
card by playing both cands at the same time Choose
which color on the played Hour card you want 1o enhance
= bl aply orce per Lurm!

HOTE: An Energy card is a movement card and therelons
counts toward your hand limit of 5 cards.

D O

01:00 at Night: (Gain a Special Action Cards) Note: the player(s)
If amy figure (including eppenent fgures) lands on or ho’ c

! crogses 0100 (ol 13:00), that player recelves ome Special Who's pawn IS move
fction card from the face-down pile and adds it to their : ;

| hand over 24 receives this
Special Action cards do not count toward the hand limit spec. action card.

of five Hour cards.

Special Actions
These cards are played in combination with sn Hour Cand
and do not count towand your hand limit. You may

combine multiple Special Actions in & single turn, a8 long
s they are played with the same Hour Card.

Tisme Jursp

‘ Add 1 step to ane nurmber om your Hour cand and
subtract 1 slep from the ather.
D v
Mowe backward with all mumbers on your Hour cand.
Recyche

3 Loak at the top 3 Hour cards (1) from the discard pile
and swap 1 card from your hand with one of them.

Bad hand: same as the Ghost

card ability, but now you also

have your usual turn.
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