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Way back in 1928, the greatest horse race gambler of his time, called “the Boss”, decided to build a new racetrack in the city of Horseburg to help 
crown his successor. The world’s best gamblers came from around the globe to accept his challenge, putting their honor at stake to contend for the 
title of “Best Gambler Ever!”
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Object of the game

Each player is a wealthy bettor, determined to be recognized as the most skillful horse 
race wagerer and earn the title of “Best Gambler Ever”.
Over a pre-determined number of Rounds, the players try to guess the best bets to gain 
Victory Points (VP) and Danari (the money used in Horse Fever). The player with the 
most VP is the winner.

Horse Fever offers two different ways to play:
• The Family Game: designed for less experienced players, to help them become famil-
iar with the basic game dynamics. You will manage your horse stable, fix races, bet, and 
collect Victory Points.

• The Board Game: the “complete” version of the game, for experienced players. You 
will manage your Stable, buy Horses, hire Assistants and compete for secret Goals. There 
are many winning strategies, but there is only one objective: to become the Best Gam-
bler Ever.

The Game

The Family Game

Place the Racetrack board in the center of the table.
Put the banknotes where everyone can see them. This spot is the “Bank”. The player 
closest to the Bank is the appointed Banker who will be in charge of managing the 
Danari (in short: D).
Place all the VPs on the table near the Banker. This will be the “VP pool”.
Each player receives one starting VP from this pool.
Take the Action cards, Movement cards, Stable Owner cards, and Character cards. 
All the other cards are not used in the Family Game.
Remove all cards with a star symbol      from these decks.
Shuffle all four decks separately.
Place the Movement cards face down on the Blackboard.
Place the Action cards face down beside  the Racetrack.
Take a number of Bet tokens of each color as shown on Bet Tokens table and put 
them in a handy place for all players. These form the “Bet token pool”.
Shuffle the 6 Stable tokens and place them randomly one at a time onto the Blackboard, 
in the Odds spaces starting with the lowest Odds (1:7) up to the highest (1:2).
Each player randomly draws a Character card and places it face-up in front of him. 
The players look up their Character’s skill from the rules booklet (see page 11) and 
receive the initial amount of Danari. The remaining Character cards are placed back 
into the game box.
Throw a Sprint Die and check the result on the Tie-breaker table, to determine the First 
Player.  The First Player will then take the First Player card and both Sprint Dice.
The Hourglass token is placed on the Turn Indicator’s first space.
Place the six Horse pawns on the Racetrack in the lane that matches their color.

•
•

•
•
•

•
•
•
•
•

•

•

•

•
•

Set Up

The game runs clockwise starting with the First Player for a 
variable number of Rounds depending on the number of 
players (see the table).
At the end of each Round, the First Player card is 
passed clockwise. During a game each player will be 
the First Player at least once.
Each Round consists of four phases: 
Deal Phase, Betting Phase, Race Phase, 
End of Round Phase.

Game Overview:

The First Player deals out two cards from the Ac-
tion card deck, face down, to each player. You 
must not show your cards to the other players!

1.0 Deal Phase

Bet Tokens Table

Tie-breaker Table

Number 
of turns

Number of 
players

2

4

6

3

5

6

4

6

6

5

Turns number Table

Winning 
player

Die 
color

Green

Red

White

Blue

Black

Yellow

The player who 
miss more diopters

The smallest player wins

The heaviest 
player wins

The player who can make 
the most push-ups on one 

hand wins

The player with the most 
pimples on his face wins

The player who first 
touches the Cranio Cre-

ations logo on the back of 
the Horse Fever box wins

Number of bet tokens 
for color

Players
number

2

4

6

3

5

1

3

4

2

4
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In this Phase the players make their bets and “fix” the upcoming race.

2.0 Betting Phase

At any time during the game each Stable token is given odds that can be 1:2, 1:3, 1:4, 1:5, 1:6, 
or 1:7 (to be read as: one to two, one to three etc…).
The odds indicate how fast the Horse of each Stable is. The Horses of Stables with high odds will 
probably run faster then those with lower odds.
When we talk about “High Odds” we refer to the three highest odds on the Blackboard (1:2, 
1:3, and 1:4), i.e., those which have a higher chance of winning the races. On the contrary, “Low 
Odds” refer to the three lowest odds on the Blackboard (1:5, 1:6, and 1:7).
In the course of the game the odds of the Stables will change, and it is possible that more than one 
Stable token will have the same odds (thus empty Odds spaces on the Blackboard are possible).

The Odds

2.1 First Bets

Starting with the First Player and continuing in clockwise order, each player must make 
a bet on a Horse, honoring the value of the Minimum Bet.

The Mininimum Bet

if a player has 5 VPs, his Minimum Bet 
is 500 D, i.e., each Bet he makes must 

be at least 500 D.
•

•

Horse & Stables

When we refer to Stables and Horses 
we refer to the Stable tokens and Horse 

pawns.
Each Stable token represents one of the 
six Stables in the game and is associated 
with a Horse pawn of the same color.

We remind you that in Horse Fever the 
players are represented neither by a color 
nor by the pawns, but they are simply the 

bettors standing along the racetrack.
•

•

Bet

James takes a red Bet token, he puts 
200D in front of him and places the Bet 
token on them with the “to Show” side 

facing up. 
So, he has bet 200 D on the red Horse 

“to Show”.
•

•

A “Bet to Win” is a Bet that will pay out only if the selected Horse finishes the race in first 
place. If you succeed on a Bet to Win, you will gain 3 VPs and Danari based on the Odds 
for the Stable you bet on.

A “Bet to Show” is a Bet that will pay out if the selected Horse finishes the race in first, sec-
ond, or third place. If you succeed on a Bet to Show, you will get 1 VP and the Danari you 
bet will double, regardless of the odds for that Stable.

Bet to win & Bet to show

The minimum amount that a player may bet is called the “Minimum Bet” and is equal to the 
number of VPs he owns at that moment multiplied by 100. 
Important: if any player does not have enough D to cover his Minimum Bet, he must lose 
two VPs. If he does not have those two VPs he forfeits the game.

The Minimum Bet

The player decides which Horse he wishes to bet on and takes a Bet token of the same 
color from the pool, if there are any available.
Each Bet token is two-sided showing two kinds of bet –Win or Show.

Then the player decides how much he wants to stake on the chosen Horse, remembering 
to honor the Minimum Bet. 
He puts the Danari in front of him and places the Bet token right on top of them, with 
the side for the chosen type of bet face up.

2.2 Fixing the Race

Starting again with the First Player and proceeding clockwise, each player must play one 
of his Action cards, face down.
Continue playing Action cards until all players have played all their Action cards.
Important: You may not save them for the following Race!
All Action cards are always placed face down on the Horse you wish to influence. 
They may be played on any Horse, and there is no limit to the number of Action cards 
that can be played on the same Horse.

2.3 Second Bets

Starting with the last player to bet (the player to the First Player’s right) and going in 
counter-clockwise order, all players may place a second bet.
Important: During the second Bet, the First Player is the last to choose his stake.
The Minimum Bet must still be honored when placing these Bets.
You may choose not to place a second Bet, and simply pass.
It is possible that one player may bet twice on the same Horse; this is allowed, but in that 
case one Bet has to be “to Win”, and the other “to Show”.

Second Bets

Adam’s first Bet is on Red to Win, his 
second Bet can be on Red to Show, but 

not on Red to Win.
•

•
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The Movement

The red and green Stables are rated 1:2, 
and the yellow one 1:3. The Movement 

card shows the number 4 next to the 
Odds 1:2, while the number next to the 
Odds 1:3 is 2. The Horse pawns of the 

green and red Stables each move forward 
4 squares, while the yellow one moves 

forward 2 squares.

•

•

Order of arrival

At the end of a Race round, the red, blue 
and green Horses have cut the Finish 
Line. The red Horse has run through 
more spaces beyond the Finish Line, 
so it arrived before the other two and 
is moved to the Ranking in the second 
place (the first place has already been 

conquered by the black Horse in a previ-
ous Race Round).

The blue and green Horses are tied, but 
since the blue Stable has a higher Odd 
than the green one, it goes to the third 

place, while the green is fourth.
•

•

3.0 Race Phase

3.1 Reveal the Action Cards

All the Action cards played on the Horses are turned face-up. You must check the effects 
of each card and apply any that take effect before the Race.

3.2 The Race

During a race the Horse pawns are moved, which represent the horse running in its 
particular lane.
The Race consists of a series of consecutive Race Rounds until all the Horse pawns are 
placed in the ranking, i.e.: until all Horses have crossed the Finish Line.
Each Race Round consists of revealing a Movement card, and then rolling the Sprint 
Dice.

3.3 Race Rounds

The First Player reveals the top card from the Movement card deck and places it in the 
matching space on the Blackboard. 

Each card has a string of 
numbers from 0 to 4, re-
lated to the different odds, 
which determine how far 
the Horses move.
The Horses can move 
in any order. For game 
purposes all movement is 
considered to be simulta-
neous. 

After moving all the 
Horse pawns as indicated 
by the Movement card, 
the First Player rolls 
both Sprint Dice and ap-
plies their effect (see page 
5).

3.4 The Ranking

At the end of each Race Round, check if there are any Horse pawns that have reached or 
crossed the Finish Line. If so, they are to be considered to have “finished”. 
Horses that have finished are moved to the Ranking on the Blackboard: The first Horse 
that finishes is placed on the Blackboard on the space for No. 1 in the Ranking, the sec-
ond on the No. 2 square and so on. If at the end of a Race Round more than one Horse 
has “finished”, their placement order is determined following the Finish Line and Photo 
Finish rules. If some of the Horses have not yet crossed the Finish Line, another Race 
Round is played. Only the Horses still on the track continue to move; the Horses already 
on the Ranking don’t move any further during this race. Once all Horses have crossed the 
Finish Line, the race is over and it’s time for the payoff!

Finish Line
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3.5 Payoffs

Starting with the First Player and proceeding clockwise, the Banker determines which 
Bets players won and which they lost. He takes any Danari from Bets that have been lost 
(and puts them in the Bank!) and gives the players their gains according to the stakes 
made on winning bets. The Banker then gives the related VPs and any cash prizes won 
by the Stable owners (600 D to the Stable ranking first, 400 D to the second, and 200 
D to the third).

Start:The Start of a Race is the first Movement card that is revealed.

Sprint: After all horse movement dictated by the Movement card has been carried out, 
the First Player rolls both Sprint Dice. 
The colors on the dice show which Horse pawns get to sprint. When a Horse sprints, 
the pawn moves forward one more square (even if the horse has just reached or crossed 
the Finish Line). If both dice show the same color, that color Horse pawn still only 
moves one square. If the dice show the color of a Horse that is already placed on the 
Ranking, that sprint is lost with no effect.

Finish Line: The Finish Line is the striped row of spaces on the Racetrack. Each Horse reach-
ing or crossing the Finish Line is considered to have “finished”. 
The Horses moving some squares beyond the Finish line are considered to have “finished 
earlier” than the others for ranking purposes. The squares beyond the Finish Line are to be 
considered infinite.

Photo Finish: Should one or more Horses cross the Finish Line by the same number of 
squares, check who wins this tie by means of the “Photo Finish:” If two Horses are tied, the 
winner is the one with the higher odds. If their Stables have the same odds, the First Player 
decides the ranking order for those Horses.

Start     & Sprint

Finish Line     & Photo Finish

3.6 New Order of Odds

Once the payoffs have been completed, the new order of odds will have to be determined 
by comparing the initial Odds of each Stable and the final Horse rankings from the race.
The Odds of each Stable can change in three ways:
If the Horse is placed higher in the Ranking than the Stable token of the same color, the 
token goes up one Odds row. 
If the Horse is placed lower in the Ranking than the Stable token of the same color, the 
token goes down one Odds row. 

If the Horse is 
placed as high in 
the Ranking as the 
Stable token of the 
same color, the to-
ken remains in the 
same Odds row.
Start from the 
Horse ranked 
first to avoid any 
mix-ups.

New order of Odds

Payoffs

James Bets 200 D on the red Horse to 
Win (1:4), and 300 D on the blue (1:5) 

Horse to Show.
At the end of the race, the red Horse is 
in first place and blue Horse is in third 

place. James has won both the Bets.
James receives from the Bank 800 D 

(200 x 4) and 3 VP for the Bet to Win. 
He also receives 600 D (300 x 2) and 1 

VP for the Bet to Show.

Important: Remember that the Danari 
that are used for the bet count as prop-

erty of the Bank and not the player! Win 
or lose, you don’t get those Danari back.

•

•

4.1 The End of the Game

The winner is the player with the highest number of VPs.
In case of a tie, the winner is the tied player with the highest amount of Danari; if there 
is still a tie, roll a die and compare the result with the Tie-breaker table  (see page 2 ).

All the Action cards and Movement cards are shuffled back into their respective decks.
The Horse pawns are placed back on the starting spaces of the Racetrack. The First Player 
hands the First Player card and the Sprint Dice to the player on his left. The Hourglass 
is moved on to the next space. If the last Round is now over, the game ends. Otherwise, 
a new Round begins with the Deal Phase.

4.0 End of Round Phase
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The Board Game
To play the Board Game, you need to know the rules of the Family Game.
All the rules of the Family Game also apply to the Board Game, except for the ad-
ditional rules and small variations described below. 

Follow the same set up procedure for the Family Game, with the following changes:
Place the Action, Assistant, Horse, Stable Owner, Goal, and Loan card decks, face 
down, beside their corresponding spaces on the Racetrack.
The cards marked with a star       are optional. We recommend that you remove them 
for your first few games.
Shuffle each deck separately.

•

•

•

Set up

Purchase Phase
Betting Phase
Race Phase
Auction Phase
End of Round Phase

•
•
•
•
•

The Game

Each Round consists of five phases: 

After the last Round, the End of the Game steps are completed.

The Purchase Phase is played instead of the Deal Phase of the Family Game. Starting 
with the First Player and going clockwise, each player may make a purchase or pass. 
Once this first Purchase step has been completed by all players, a second Purchase step 
will follow in the same player order. 
The players making a purchase may shuffle the cards prior to drawing, if they wish to. 
In each of the two Purchase steps, a player chooses one of the following options (the 
cards are explained in detail at the end of this rule booklet):

Purchase Two Action Cards 
Action cards allow a player to influence the outcome of a horse race, as they affect the horses 
on which they are played in a positive or negative way. Pay the Bank 400 D, draw 2 Action 
cards from the stack, and take them into your hand. The other players must not look at 
your Action cards. This purchase can be made in both steps of the same Purchase Phase, 
for a maximum of four Action cards per player each Round.

Purchase a Goal Card
A Goal card, if fulfilled, will grant additional VP at the end of the game.
Pay the Bank 400 D, draw 4 Goal cards from the stack, choose one to keep, and place 
the remaining cards on the bottom of the Goal card deck. Goal cards must always be 
placed face down in front of you, so that everyone can see how many you have, but they 
must not be revealed to other players.
This purchase can be made in only one of the two steps of the same Purchase Phase.

Purchase an Assistant Card
An assistant grants financial benefits.
Pay the Bank 400 D, draw 4 Assistant cards from the deck, choose one to keep, and 
place the remaining cards on the bottom of the Assistant cards deck. Keep the selected 
card face up in front of you so that everyone can see its effects. Assistant cards belong to 
the player that has purchased them until they are sold or until the end of the game.
This purchase can be made in only one of the two steps of the same Purchase Phase.

Purchase a Horse card
A Horse card grants benefits during Races.
Pay the Bank 400 D, draw 4 Horse cards, choose one to keep, and place the remaining 
cards on the bottom of the Horse cards deck. Keep the selected card face up in front of 
you so that everyone can see the Horses owned by each player.
This purchase can be made in only one of the two steps of the same Purchase Phase.

1.0 Purchase Phase
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Purchase a Stable Owner card 
It is possible to buy one of the Stables still available. The price of a Stable Owner card 
always depends on the odds of the matching Stable token on the Blackboard when mak-
ing the purchase. 

You can always check the price of a Stable Owner card on the Blackboard.
Once you have Purchased the Stable Owner card place it face up in front of you. From 
now on you are the Owner of the Stable of that color.  
Each Stable card owned by a player awards 1 VP to this player. 
This purchase can be made in only one of the two steps of the same Purchase Phase. 

Important: players are not required to bet on a Stable they own!

Taking a Loan card
You may use one of your Purchases to ask for a Loan to receive Danari.
There are two kinds of Loan cards: from the Bank or from The Mob. Both kinds have to 
be paid back at the end of the game (including their appropriate interest). A player may 
take each  kind of Loan card only once during the same game.
The Loan card is placed in front of you with the chosen side facing up. 

Buying from Another Player
You may buy a card from another player.
The player that sells the card has to agree, otherwise the purchase is not possible.
Any kind of card may be bought from another player, except for Action cards.
In the case of a Goal card, since these are placed face down, the seller decides which Goal 
card will be sold to the buyer.
The price for a card bought from a player is always twice as high as the original value of 
the card.
The price is paid to the former owner of the card. A card can be bought from another 
player in only one of the two steps of the same Purchase Phase.

Clearance Sale
you may use one of your Purchases to sell one of your cards to the Bank for half of its 
value, rounded down; the card is placed on the bottom of the respective deck, and the 
player takes the money obtained from the Clearance Sale from the Bank. A Clearance 
Sale can be made in only one of the two steps of the same Purchase Phase.

Passing
Instead of making a Purchase, players can decide to pass: i.e., to not purchase any card. 
The Bank gives that player 400 D.
A player may pass in both Purchase steps of the same Purchase Phase.

Purchase a Stable
The yellow Stable token is on the Black-
board in the 1:3 Odds square (the stable 

is therefore rated one to three). John 
chooses to buy it. He pays the Bank 1900 
D, takes the yellow Stable Owner card, 

and places it in front of him. John is 
now the Owner of the yellow Stable.

•

•

Purchase
In the first step of the Purchase Phase, 
Mark buys a Horse card from Paul. In 

the second step of the Purchase Phase, he 
can decide to Purchase another Horse 
card from the Horse cards deck, since 

the first Horse card was  purchased with 
a “Buy from Another Player” purchase 
and not a regular Horse card Purchase. 

But, Mark cannot purchase another 
card from any player with his second 

Purchase.
•

•

1.2 Starting Lineup

Once both Purchase steps are complete for all players, its time 
to create the starting lineup for the next race.
Starting with the First Player, all players with Horse cards 
may place them face-up on a Horse space on the racetrack.
You may only place a Horse on a space that matches the 
color of a Stable you own. If you own more than one 
Stable, you may decide where to place each Horse card 
you own. You may not place more than one Horse 
card on the same Stable. If you have two Horses 
but only one Stable, you must decide which 
Horse card to place.

2.2 Fixing the Race

If a player doesn’t own any Action cards, 
when it is his turn to play them he simply passes.

The Betting Phase follows the same rules of the 
Family Game with the following modifications:

2.0 Betting Phase

Price list

Action
2 cards

Horse
1 card

Stable
Odds 1:4

Stable
Odds 1:2

Stable
Odds 1:6

Goal
1 card

Assistant
1 card

Stable
Odds 1:5

Stable
Odds 1:3

Stable
Odds 1:7

400 Danari

400 Danari

1.700 Danari

2.100 Danari

1.300 Danari

400 Danari

400 Danari

1.500 Danari

1.900 Danari

1.100 Danari

PricePurchase
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Dutch Auction
John is the First Player followed by Jack, 

James, and Jim. 
The Bank offers John 1000 D in return 
for his VP. John accepts, so they move on 
to Jack, who decides not to sell his VP. 
Jack is therefore out of the Dutch auc-
tion. It’s now James’ turn, who reduces 
the bid to 900 D. They move on to Jim 

who decides to leave the Auction.
 It’s John’s turn again and he bids 800 

D. Jack is out, so they move on to James 
who reduces the price to 700 D. Jim is 
already out of the Auction and so it’s 
John’s turn again. But, he is not will-

ing to give away his VP in return for a 
meager 600 D. 

The last bidder is James, who must now 
lose one Victory Point that is placed in 
the pool. He receives 700 D from the 

Bank in return.
•

•

The End of Round Phase follows the same rules of the Family Game, with the following 
modifications:
All Horse cards played during the race are returned to their respective owners.

5.0 End of Round Phase

The End of the Game follows the same rules of the Family Game, with the following 
modifications:

6.0 The End of the Game

3.5 Payoffs

During this step, each player must pay or receive all Danari due from the effects of any As-
sistant or Horse cards. Important: if any player does not have enough D to cover his debts, 
he must lose two VPs. If he does not have those two VPs he forfeits the game.

4.1 Dutch Auction to Sell 1 VP

The Bank offers the lowest acceptable amount of Danari for a VP that the players are will-
ing to sell (i.e.: to lose). The Bank buys only one Victory Point in each Auction Phase.
Starting with the First Player, the Bank offers 1000 Danari to buy one VP. If the player 
refuses, he is out of the Auction. 
If the player accepts (meaning that he is willing to sell one VP for 1000 D), the next 
player is asked if he is willing to sell a VP for the last bid reduced by 100 D. The Auction 
continues clockwise until all players pass except for the one who last accepted the Bank’s 
bid, who then sells one VP for the appropriate sum.
Once a player has decided not to take part in the Auction, he cannot join in again.
It may happen that there are no players willing to give away one VP in return for any 
Danari. In this case the Auction will end due to lack of bids.

4.2 English Auction to Buy 1 VP

The Bank offers a VP to the player that is willing to make the highest bid. The Bank sells 
only one Victory Point in each Auction Phase. Starting with the First Player, the Bank 
offers to sell one VP in return for 1000 D. If the player passes, they are out of the Auction 
and the offer goes to the next player. If the player accepts (being ready to pay the Bank 
1000 D in return for one Victory Point), the next player may decide to raise the bid by 
100 D or to pass. The Auction continues clockwise until all players pass except for the 
one who made the highest bid and who receives the Victory Point from the Bank paying 
this sum. If a player passes, he cannot join in again later.
It may happen there are no players willing to spend any Danari in return for a VP. In this 
case the Auction will end due to lack of bids.

6.1 Pay Back Loans

The players that have taken Loan cards must give them back to the Bank, together with 
the amount of Danari owed. If a player does not have enough Danari to pay off the Loan, 
he will automatically lose the game. Their VPs are not calculated! None of their cards are 
taken into account when determining which Goal cards have been completed.

6.2 VP Counting

The players in turn reveal the Goal cards they have completed: any unfulfilled Goal cards, 
and any duplicate cards have to be kept face down. Each player adds the VPs from their 
Goal cards and any VPs they have gained during the game.
The player with the highest number of VPs is the winner and will earn the title of Best 
Gambler Ever (until the next game!).
The amount of Danari each player has does not count for tie-breaking purposes.
In case of a tie, roll the Sprint Dice and compare the color on the dice with the Tie-
breaker table (page 2).

The Race Phase follows the same rules of the Family Game, with the following modifica-
tions:

3.0 Race Phase

In this Phase, the players may buy and sell VPs in two auctions. The first is a “Dutch” 
auction to sell one VP to the bank, and the second is an “English” auction to buy one VP 
from the Bank.

4.0 Auction Phase
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Cards

The purpose of the Action cards is to affect the outcome of the Race. They are placed face down behind the Horse to be affected. They are 
revealed just prior to the start of the Horse Race to see their effect. 
There are three types of Action cards:
Red Negative effect: they slow down the Horse 
Green Positive effect: they speed up the Horse
Grey Special effects
The effect of an Action card always overrules a Horse card. Therefore, if the same symbol is on the Action and the Horse card, only the 
one on the Action cards will be considered, be it positive or negative. At the bottom left is a letter indicating the effectiveness of the 
Action card. If two cards are placed behind a Horse, one being positive (green) and the other being negative (red), and both having the 
same letter, they are returned to the bottom of the deck and their effects are void.
Example: On the yellow Horse space are Magna Fortuna (positive, marked with letter C), Aqua Malefica (negative, marked with C), and 
Herba Magica (positive, marked with letter A).  Magna Fortuna and Aqua Malefica have the same letter (C), so they are void and returned 
to the Action card deck. Only the Herba Magica will have its effect on the yellow Stable’s Horse.

Action Cards

Positive Action Cards

Special Action cards

Negative Action Cards

01 - Magna Velocitas
      =4 : At the Start of the Race, this Horse moves forward four 
spaces instead of the number shown on the Movement card.

08 - Globus Obscurus
      =0 : At the Start of the Race, the Horse stays still instead of mov-
ing forward the number of spaces shown on the Movement card.

05 - In Igni Veritas
      If this Horse is part of a Photo Finish (tied for position after cross-
ing the Finish Line), it wins the tie even when its odds are lower.

12 - Mala Tempora
       If this Horse is part of a Photo Finish (tied for position after cross-
ing the Finish Line), it loses the tie even when its odds are higher.

03 - Flagellum Fulguris
     +1: When this Horse Sprints, it moves forward one extra 
space. 

10 - Serum Maleficum
      If this Horse is rolled on the Sprint Dice it does not move forward 
any squares and instead stays still (the Horse is not allowed to Sprint).

06 - Fustis et Radix 
       +2: When this Horse crosses the Finish Line, it moves for-
ward two additional spaces (before rolling the Sprint Dice).

13 - XIII
     When this Horse reaches the Finish Line, it stops immediately (any 
other movement is lost) but does not ignore any Sprint Dice results.

11 - Venenum Veneficum
      -1: When this Horse Sprints, it moves forward one space less 
than normal.

04 - Herba Magica
     =2 : When this Horse Sprints, it moves forward two spaces 
instead of one.

07 - Vigor Ferreum
     =4 : If this Horse is in last place when a Movement card is 
turned over (or it is tied for last), it moves forward four spaces 
instead of the number shown on the Movement card. 
This ability does not apply at the Start of the Race.

14 - Felix Infernalis
     =0 : If this Horse is in first place when a Movement card is 
turned over (or it is tied for first), it stays still instead of moving 
forward the number of spaces shown on the Movement card.
This ability does not apply at the Start of the Race.

    +1: At the Start of the Race, this Horse moves forward one 
space more than the number on the Movement card.

02 - Fortuna benevola 09 - Aqua Putrida
     -1 : At the Start of the Race, this Horse moves forward one 
space less than the number indicated on the Movement card.
Important: a Horse can never move backwards.

15 - Alfio Allibratore
          	 2: When this card is revealed, the odds for the Stable go 
up two levels (e.g., if it was rated 1:4, it increases to 1:2).

19 - Steven Sting
           2: When this card is revealed, the odds for the Stable 
go down by two levels (e.g., if it was rated 1:2, it goes down to 
1:4).
20 - Rochelle Recherche
      All positive Action cards played on this Horse are discarded. 
They have no effect on this Race. 

16 - Fritz Finden 
         All negative Action cards played on this Horse are discarded. 
They have no effect on this Race.

21 - Armand Amende
     -400 D: All players that have bet on this Horse, including 
those who lost their stakes, have to pay the Bank 400 D during 
the Payoff step.

     -1: Any successful Bets on this Horse award one less VP (i.e., 
2 for a Bet to Win and 0 for a Bet to Show).

22 - Boss!!!

17 - Pecunia Non Olet
     +400 D: All players that have bet on this Horse, including 
those who lost their stakes, gain 400 D from the Bank during 
the Payoff step.

    +1: Any successful Bets on this Horse award an extra VP 
(i.e., 4 for a Bet to Win and 2 for a Bet to Show).

18 - Boss
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The Assistant cards provide a player with economic aid. Assistant cards must always be played face up right after their purchase.
Assistant Cards

These cards are drawn and placed face down in front of you. Each card gives you a special objective that you keep secret from the other players. 
There are two copies of each Goal card. At the end of the game, if you are the only player that has completed the requirements for your Goal 
card, you receive 2 VP. If any other players have also completed the requirements, you receive only 1 VP. For example, if you have the Goal Card 
“Most Assistant Cards” and you have more Assistant cards in front of you than all the other players, you receive 2 VP. If one or more of your 
opponents tie you for the most Assistant cards, you receive only 1 VP. If you have two identical Goal cards, and complete the requirements, 
you only score VP for one of those Goal cards.

Goal Cards

During the game you may take both kinds of Loan cards, but you can’t take the same type of Loan twice. 
If all Loan cards are in use, it is not possible to get another loan. 
You may not return the money prior to the Loan Payback step during the End of Game phase.

Loan Cards

+      : Most Stable Owner cards.

+      : Most Assistant cards.

+      : Most Horse cards.

-       : Fewest VPs.

-       : Fewest Stable Owner cards.

+ D  : Most Danari.

+      : Most Goal cards. It does not matter how many Goals you 
have completed, you only need to own the highest number of 
such cards.

	                         : You take 2000 D from the Bank. In the 
Loan Payback step, you must return the Loan card along with 
the 2000 D taken from the Bank, plus 500 D in interest (bring-
ing the total to 2500 D).

2000 D 2500 D       
Bank Loan

Each Stable Owner card is worth 1 Victory Point (which always counts also towards the Minimum Bet)
and generates money when its Horse performs well in Races.

The prizes for each place are as follows: 
600 D if the Horse comes in first
400 D if the Horse comes in second
200 D if the Horse comes in third

Stable Owner Cards

Loan from the mob
     	                        You take 4000 D from the Bank. In the 
Loan Payback step, you must return the Loan card along with 
the 4000 D taken from the Bank, plus 1000 D interest (bringing 
the total to 5000 D).

4000 D 5000 D:       

23 - Adalbert Diplomatitsch The Diplomatic Planner 
     =0D: Your cost to purchase Goal cards is reduced to 0 D.

24 - Tommy Style The Adonis
      =0D: Your cost to purchase Assistant cards is reduced to 0 D.

	  	         :When you take a Loan from the Mob, you 
only have to pay back 4000 D instead of 5000 D.

5000 D 4000 D
27 - Michele Cuorlione The Boss’ Wicked Right-Hand Man

		         : When you take a Loan from the Bank, 
you only have to pay back 1500 D instead of 2500 D.

2500 D 1500 D
28 - Aronne Dal Banco The Generous Banker

25 - Francisco Caballos The Poor Groom
      = 0D: Your cost to purchase Horse cards is reduced to 0 D.

26 - Franz Galopp The Handsome Jockey
      -600 D: Your cost to purchase Stable Owner cards is reduced 
by 600 D. For example, purchasing a Stable rated 1:4 would 
normally cost 1700 D. With this Assistant, you only pay 1100 
D, (1700 D – 600 D).

    	     :When you pass your turn during the Purchase Phase, 
you receive an additional 400 D. Therefore, passing allows you 
to gain 800 D (400 D + 400 D).

+400D
29 - Didier Addition The Shy Accountant

           This card counts as two Assistant cards for purposes of 
completing the “Most Assistant Cards” Goal card.

30 - Justice Bros The Twins

    	       : During the Payoff step, the player to your right 
must pay you 200 D.

+200
31 - Brian O’Fist The Slugger

    	        : During the Payoff step, the player to your left 
must pay you 200 D.

+200
32 - Pedro Pugnos The Brawny Man

	    When you purchase Cèdric Copieur, immediately 
swap him for any other Assistant card already in play in front of 
another player. Place the other Assistant card face up in front of 
you: you are now the owner of this card. The other player cannot 
prevent this exchange, and must place Cèdric in front of him. He 
may not use Cèdric to swap for another Assistant card. However, 
Cèdric can be sold to another player, who may then use his skill, 
just like when this card was first purchased from the deck.

34 - Cédric Copieur The Skillful Mime

+800: When you purchase this card, you immediately take 800 
D from the Bank.

35 - François Riche  The Danari-Making Friend

       +300 D: During the Payoff step, you receive 300 D from 
the Bank.

33 - Daniel Jackson The Rough Barman
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Horse cards grant a bonus to movement during a Race. You can only play Horse cards on your own Stables. The effect of an Action card always 
overrules the effect of a Horse card. Therefore, if the same symbol is on the Action card and the Horse card, only the one on the Action card 
will be considered, whether it is positive or negative. Example: if Costantino (Sprint = 2) is placed on the red lane, but the Serum Malefìcum (no 
Sprint) and Globus Obscurus (Start = 0) were also placed there, the Horse pawn will move 0 at the Start Line and will not be able to sprint.

Horse Cards

Character cards are drawn at the beginning of the game during setup. They are the wealthy wagerers that will be represented by the players.
Character Cards

36 - Costantino The Sprinter
      = 2: When this Horse Sprints, it moves forward two spaces 
instead of one.

39 - Napoleon The Unbeatable
     =4: If this Horse is in last place when a Movement card is 
turned over (or it is tied for last), it moves forward four spaces 
instead of the number shown on the Movement card.
This ability does not apply at the Start of the Race.
40 - The Fury Also known as “The Fury”
     =4: At the Start of the Race, this Horse moves forward four 
spaces instead of the number shown on the Movement card.
41 - Varonne The legend
     +2: At the Start of the Race, this Horse moves forward two 
spaces more than the number on the Movement card.

37 - El Guapo The Nice Little Horse
            2: When this Horse is played before a Race, the odds for 
that Stable go up two levels (e.g., if it was rated 1:4, it increases 
to 1:2).

42 - Biscuit De Mer The Worst Horse
                     +600D: When this Horse is played before a Race, the 
odds for that Stable go down two levels. During the Payoff step, you re-
ceive 600 D from the Bank if you played this Horse during the Race.

45 - Troy The Scary Wooden Horse
                    : When you purchase Troy, immediately swap him for 
any other Horse card already in play in front of another player. 
Place the other Horse card face up in front of you: you are now 
the owner of this card. The other player cannot prevent this ex-
change, and must place Troy in front of him. He may not use 
Troy to swap for another Horse card.
However, Troy can be sold to another player, who may then use 
his skill, just like when this card was first purchased from the 
deck. Troy has no effect during horse races.

43 - Bosson The Boss’ Dreadful Horse
	    +600: At the Start of the Race, this Horse stays still 
instead of moving forward the number of spaces shown on the 
Movement card. During the Payoff step, you receive 600 D from 
the Bank if you played this Horse during the Race.

44 - Giumenta The Sweet Mare
          : This card counts as two Horse cards for purposes of 
completing the “Most Horse Cards” Goal card. Giumenta has 
no effect during horse races.

You are the owner of the Stable rated 1:2. 
Take the Stable Owner card of the corresponding color.
You start with 3400 D.

Cranio Mercanti
During the second Betting round, you can make two bets. 
This means that you can actually make three Bets per Race.
You start with 3000 D.

Antonio Vesuvio the Sly Dog

You are the owner of the Stable rated 1:5. 
Take the Stable Owner card of the corresponding color.
You start with 4000 D.

César Cràne

You win on a Bet to Show even if the Horse you have bet on fin-
ishes in fourth place.
You start with 5000 D.

Miss Paris the Boss’ Moll

You are the owner of the Stable rated 1:3. 
Take the Stable Owner card of the corresponding color.
You start with 3600 D.

Steve McSkull
Once all players have placed their first Bet during a Race, before 
Action cards are played, you may raise or decrease the odds of 
any one Stable by two levels.
You start with 5000 D.

Eric Change the Bookmaker

You are the owner of the Stable rated 1:6. 
Take the Stable Owner card of the corresponding color.
You start with 4200 D.

Cranéo Cervantes

You start with 6000 D.
Oliver Oil the Oil Tycoon

You are the owner of the Stable rated 1:4. 
Take the Stable Owner card of the corresponding color.
You start with 3800 D.

Viktor von Schädel 
During the second Purchase step you may buy any type of card 
even if you have already purchased the same type in the first Pur-
chase step.
You start with 5000 D.

Miss Double the Old Lady

You are the owner of the Stable rated 1:7. 
Take the Stable Owner card of the corresponding color.
You start with 4400 D.

Sigvard Skalle

Whenever you purchase Action cards you 
pay 0 D instead of 400 D.
You start with 4000 D.

Otto Von Alt the Old Man

38 - La Longue Carabine nicknamed “The Long-necked”
      +3: When this Horse crosses the Finish Line, it moves for-
ward three additional spaces (before rolling the Sprint Dice).

2;

;      =0      
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Go to www.craniocreations.com to download 
rule summaries of the game in your language; 
also, you will find further notes and hints for the 
game.
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Symbols List

2500 D       1500 D : If you asked the Bank for a Loan, you have to pay back 1500 
D instead of 2500 D.

LOAN FROM THE BANK (28)

5000 D       4000 D : If you asked the Mob for a Loan, you have to pay back 4000 
D instead of 5000 D.

LOAN FROM THE MOB (27)

+ 200 D       : The player to your right / left gives you 200 D.
+ 600 D : If you used this Horse you earn 600 D.
+ 300 D : Earn 300 D at every Payoff.
+/- 400 D : Who has bet on this Horse, receive or pay 400 D at the end of the Race.

PAYOFFS PHASE (17 - 21 - 31 - 32 - 33 - 42 -43)

+ / - : Only at the start, apply the bonus or malus to the Movement of the Horse. 
= 0 / 4 : Only at the start, the Horse moves forward by 0 / 4. 

START (01 - 02 - 08 - 09 - 40 - 41 - 43)

+ / - 1 : When the Horse Sprints, apply the bonus or malus.
= 2 : When the Horse Sprints, moves forward by two.
	 : The Horse can never Sprint!

SPRINT (03 - 04 - 10 - 11 - 36)

	 : The Odds of the Stable go up / down by 2 rows.

ODDS (15 - 19 - 37 - 42)

: The Horse wins Photo Finish.
	 : The Horse loses Photo Finish.

PHOTOFINISH (05 - 12)

= 4 : Exluding the Start, every time the Horse is last during the Race, even if tied, 
his next Movement is 4.

LAST (07 - 39)

= 0 : Exluding the Start, every time the Horse is first during the Race, even if tied, 
his next Movement is 0.

FIRST (14)

+ : When the Horse crosses the Finish Line, apply the bonus to the Movement.
	 : The Horse can’t cross the Finish Line with his Movement.

FINISH LINE (06 - 13 - 38)

+/- 1 : Everyone who has bet on this Horse and succeded, receives a VP more / 
less than normal.

VICTORY POINTS (18 - 22)

: Discard all positive Action cards played on the Horse.
: Discard all negative Action cards played on the Horse.

ACTION CARDS (16 - 20)

ASSISTANT CARDS (24 - 30 - 34)
= 0 D : You can buy Assistant cards without spending any Danari.
	 : Counts as 2 Assistant cards.
	 : Exchange with another Assistant card.

= 0 D : You can buy Horse cards without spending any Danari.
	 : Counts as 2 Horse cards.
	 : Exchange with another Horse card.

HORSE CARDS (25 - 44 - 45)

+ 400 D : When you Pass you receive 400D more, for a total of 800D.
PASS (29)

= 0 D : You can buy Objective cards without spending any Danari.
OBJECTIVE CARDS (23)

-600 D : You can buy Stable Owner cards spending 600D less than its value.
STABLE OWNER CARDS (26)

When you buy this card, earn 800D.
800 D (35)


