RULES.

This is a race game which, like Aesop's fable, pits the plodder against the sprinter. However, unlike Aesop's hare and tortoise, you may switch between the two roles whenever you wish.

There are no dice in the game. You move your piece along the board by paying for each square you move forward.

Payment, as is fitting for hares and tortoises, is in carrots. You start with so many of them, and you will pick up more as you move.

But the crucial thing is where you move.

For you won't win this race if you don't know where you're going. Forward or back.

How the game works.

You start the game with so many carrots and you compete to be the first past the post.

You may move forward as many squares on the board as you have carrots to pay for. And since you start with only a limited number of them, you will have to acquire more during the game.

(But don't amass too many carrots. You can't win if you've more than 20 left).

You can also move back (to a tortoise square) or stay where you are (if you're on a carrot square).

You will have to chew lettuces during the game, too. (You can't win if you don't.)

The only element of luck is provided by the hare cards. By deciding to move to a hare square you draw one of these cards (an action known as "jugging the hare") and, dependent upon your position in the race, the number on the card you draw may bring you good or ill fortune.

Each player is provided with a race card. This gives the cost of moving, and also the rewards and penalties resulting from jugging the hare.

More often than not, a game lasts around 45 minutes. 2 to 6 players may compete.

Reference section.

To make things easier when questions or queries arise during the game, we have sectioned the rules into paragraphs.

1. Setting up the game.

2. What you start out the game with. 
3. Who goes first? 
4. How you move. 
5. The different cards in the game.

6. The different squares on the board and what they mean. 
7. Jugging the hare in detail. 
8. What happens if a player runs out of carrots? 
9. Finishing the race.

10. Tactical advice.

1. Setting up the game.

The different cards and pieces in the game.

The plastic tray, you will notice, has the following components:

6 packs of carrot cards. There are differing amounts in each pack, and the number on the card represents its value : I carrot, 3 carrots, 6 carrots, 10 carrots, 15 carrots, and 60 carrots.

I pack of hare cards. There are 6, numbered 1 to 6. 
1 pack of lettuce cards. There are 18 of these.

6 race cards. Each card has two charts: one shows the cost of moving in carrots, and the other shows the consequences of jugging the hare. 
6 race tokens in six colours. You use one to move around the board. 
1 set of rules.

Putting everything in its place.

There is a board, which is the race track.

In the middle of this board there are blank spaces into which you put each pack of carrot cards, face up. These spaces are the carrot patch.

The hare cards should be placed in an adjacent space, face down.

Each player is given a race card, three lettuce cards, and a race token (unless there are only 2 players, see paragraph 2).

Each player's race token is placed in the starting position and each player is given so many carrots. The amount of carrots depends on how many players are in the race (see paragraph 2). 
2. What you start out the game with. 
If there are 2 players.

Each player plays with two race tokens. Only one token is moved at one go, but the two tokens must move alternately. 
Each player has 6 lettuces (3 for each token). 
Each player has 105 carrots.

The winner is the first player to get both pieces past the finishing post.

The rule which forbids a player to cross the finishing line with more than 20 carrots left applies only to the second of the player's tokens to finish.
If there are 3 players.

Each player has one race token, 3 lettuces, and 65 carrots. Squares with number 4 on them may not be occupied by any player's race token under any circumstances.

If there are 4 players.

Each player has one race token, 3 lettuces, and 65 carrots. 
If there are 5 or 6 players.

Each player has one race token, 3 lettuces, and 91 carrots.

The flag squares on the board, which represent number 1, also represent numbers 5 and 6.

Thus, a player who is lying 5th in the race and is also lying on a flag square when it is his turn to move, draws 50 carrots from the carrot patch. The 6th contestant on a flag square would draw 60 carrots. 
3. Who goes first?

The simplest way to decide who is first off is for each player to jug the hare in turn, the player drawing the highest card being the first to move. 
4. How you move.

You must move your piece when it is your turn unless you are on a square enabling you to stand and, for instance, chew a lettuce or a carrot.

Moving forward.

You may move forward as many squares on the track as you have carrots to do so. Your race card shows the cost of moving up to 24 squares.

You pay the carrots into the carrot patch. 
What you cannot do.

You cannot move forward to a tortoise square.

You cannot move to a square occupied by another player's piece.
You cannot move onto a lettuce square if you have chewed up your allowance of lettuces.

You cannot move backwards except to a tortoise square. 
Moving forward more than 24 squares.

24 is not a fixed limit. But players must agree beforehand which way they will play : either, 24 squares being the maximum a player may move forward at one time, or, whether there is no limit whatsoever.

On the race card, the cost of moving is arrived at by adding the number in the left-hand column to the previous number in the right-hand column.

Any wealthy carrot-owner in a no-limit race wishing to move more than 24 squares should work out the cost on this basis. 
Moving backwards.

The only square to which you may move backwards is a tortoise square. It costs you nothing to move backwards. In fact, quite the reverse.

Every square you cover in moving brings you 10 carrots from the patch. I square 10 carrots, 2 squares 20 carrots, 3 squares 30 carrots ... and so on. You draw these carrots immediately you land on the square.

Only move backwards to the nearest tortoise square. You can't bypass one tortoise square to get to another, even if the nearest one is occupied.

If you are on a tortoise square when it is your turn to move, there are no restrictions on you moving to another tortoise square except those above. 
5. The cards in the game.

Carrot cards.

Each player starts off with so many of these cards.

It costs you carrots for every square you move forward, as per the chart on your race card.

Carrots are taken out of, and paid into, the carrot patch.

There is no limit to the amount of carrots you may acquire but you cannot win the game with more than 20 carrots in your possession. 
Hare cards.

Deciding to jug the hare (i.e. moving to a hare square and being obliged to immediately draw a hare card) is a chancy business.

The card you draw will effect your fate in relation to your position in the race. Your race card has the details.

Lettuce cards.

Each player starts with 3 of these cards. (Unless there are only 2 players in the race, in which case 6 lettuces are held by each player.)

You must get rid of all the lettuces in your possession before you cross the finishing line. No player may win still holding a lettuce.

Getting rid of lettuce is known as chewing. By chewing a lettuce you acquire more carrots by moving forward to a lettuce square and, when your turn comes round next, placing one lettuce card into the lettuce bed.

In doing this, you draw from the carrot patch carrots to the value of 10 times your position in the race, i.e. if you're first you take 10 carrots, if you're fourth you take 40, and so on. When you have drawn the carrots from the patch, you do not move again until your turn comes around next.

(You may only chew one lettuce once on the same square. You can't make a pig of yourself and get rid of all of them by staying on the same lettuce square for 3 of your turns in succession. But you can return to a lettuce square you used previously.)

6. The different squares on the board and what they mean.

There are 6 visually different squares on the board : carrots, lettuces, flags, hares, tortoises, and numbers.

With the hare and tortoise squares, you take immediate action when you land there.

With the carrot, lettuce, flag, and number squares, you wait until it is your next turn to move before any action is taken. 
Hare squares (immediate action).

When you move on to a hare square you immediately shuffle the pack of 6 hare cards and take the top-most card.

This is called jugging the hare.

Paragraph 7 in the rules as well as your race card show the consequences of jugging the hare. These consequences are dependent on the number on the card you draw and your position in the race. 
Tortoise squares (immediate action).

See paragraph 4, section "moving backwards". 
Carrot squares (action next turn).

If you move to a carrot square you do nothing until your next turn to move. At which time, various courses of action are open to you :

1. You may move off in the normal way, nothing else happening at all.

2. You may stay where you are and draw 10 carrots from the patch. You may not move if you do this until your next turn.

3. Stay where you are and pay in 10 carrots to the patch. (Since you cannot win the game with more than 20 carrots in your possession, overburdened players nearing the finishing post obviously benefit from this manoeuvre.) You may not move if you do this until your next turn.

Note: You may stand on the same carrot square for as many turns as you care to, paying into, or taking out of, the carrot patch 10 carrots each time. 
Lettuce squares (action next turn).

You begin the game with a certain number of lettuces and you must chew all of them in order to cross the finishing line.

Chewing may only take place when you move to a lettuce square.

(A square which may be occupied only by a lettuce chewer, incidentally.) 
When you land on a lettuce square you do nothing until your next turn comes round.

Then, you pay in one lettuce card to the lettuce bed on the board and, depending on your position in the race at that time, you draw carrots.

You draw carrots from the patch to the value of 10 times your position in the race at that time. (10 carrots if you're first, 20 if you're second, etc.).

Having chewed a lettuce, you must move next time your turn comes round. You can't stand on a lettuce square and jettison all your lettuce cards over several of your turns.

Number squares (action next turn).

You do nothing when you move to a number square until it is your turn to move next.

At which time, if the number on the square corresponds with your position in the race, you draw 10 times that number of carrots from the patch and then make your move. If the number on the square does not correspond with your position in the race, you draw no carrots at all.

(Example : if you're fourth when it's your turn to move and you're on number 4 square, you draw 40 carrots from the patch before you move.)

You will notice that the board has only numbers 2, 3 and 4 squares. Numbers 1, 5 and 6 are covered by the flag square section below. 
Flag squares (action next turn).

The flag square is a number square. It represents 1, 5 and 6.

Thus, if you move to a flag square you do nothing until your next turn; then, if you are leading the race, you draw 10 carrots from the patch, if you're 5th you draw 50 carrots, and if you are 6th you take 60 carrots. 
7. Jugging the hare.

You jug the hare immediately you move to a hare square.

The consequences of jugging (shuffling the pack of hare cards and taking the top-most card) depend on the card you draw and your race position.

In interpreting the chart on your race card, the following will help:

Miss a turn.

This means you do not move next time it is your turn to move. 
Chew a carrot.

You do not move. You simply choose between two ways of chewing a carrot: either draw 10 carrots from the patch, or pay in 10 carrots.

Move back to a carrot square.

You move back to the nearest unoccupied carrot square. When next your turn comes to move, all the usual options open to a carrot-square occupant apply.

Move forward to a carrot square.

You move forward, at no cost, to the next unoccupied carrot square. When your turn comes to move next, all the usual options open to a carrot-square occupant apply.

Drop back one position.

Move back to the square immediately behind the player positioned behind you.

If this square is occupied or an illegal square for you (e.g. a lettuce square when you have chewed all your lettuces), take the nearest occupiable square to the player behind you. (Even if this means you move back two positions instead of one.)

If you move back to a tortoise square you draw no carrots. 
Note: Start counts as an occupiable square in applying this rule. 
Move up one position.

Move forward, at no cost, to the square immediately in front of the player positioned ahead of you. If this square is occupied or an illegal square for you (egg a lettuce square when you have chewed all your lettuces), take the nearest occupiable square to the player in front of you. (Even if this means you move forward two positions instead of one.)

Note: The finishing space on the board counts as an occupiable square in applying this rule.

Chew a lettuce.

Assume you are on a lettuce square and chew a lettuce.

If you've chewed all your lettuces, miss a turn. 
Your last turn free.

Draw from the carrot patch the amount of carrots it cost you to move to the hare square you are now on.

Take another move.

Move again where you can.

You may stay where you are if you wish, and you may, if you can, move to another hare square and jug the hare again.

8. What happens if a player runs out of carrots?

A player who becomes carrot-less, and is unable to move back to a legally occupiable tortoise square to obtain further carrots, is obliged to go right back to the beginning.

This player is given the requisite number of carrots and starts afresh. 
However, any lettuces a player in this position managed to chew before poverty struck, stay chewed. He does not have to begin again with a full quota of lettuces.

9. Finishing the race.

You cannot cross the finishing line if you have any lettuces left.

You cannot cross the finishing line, either, if you would have more than 20 carrots left after crossing it.

Players competing for 2nd and 3rd positions in the race, after the race has been won, still keep these positions when it comes to applying rules which depend on players' positions in the race. 
10. Tactical advice.

After one or two games of Hare and Tortoise, the tactical depth of the game will soon become apparent and regular players should acquire a fair measure of skill.

Much of the skill in the game depends on jockeying for the right position. This means you always have to take account of the positions of other players when it is your turn to move.

For an example, let's say you're playing in a four-player game. You decide to go back to a tortoise square in order to get behind the 4th player because he's on a number 4 square.

This prevents him drawing 40 carrots when it's his turn and it may mean that, not only can you move to the number 4 square yourself, but you can also throw several players out of position.

Consider, too, players' longer term strategies.

Some players, for instance, like to lag behind, continually jumping backwards and forwards to build up a hefty stock of carrots for a sudden big surge forward. Others like to keep out as far in front as they can, perhaps gambling on favourable "jugs" of the hare.

In which respect, one thing you should never do is to reveal your carrot strength to other players.

It can be the case that a player lying last suddenly makes one giant stride forward and crosses the finishing line first; all due to his steady acquisition of carrots without his opponents being aware of it. Therefore, keep your cards face towards you.

Lastly, remember that you can hoard too many carrots.

You can't win the game with more than 20 carrots in your possession, so don't be too greedy near to home.
