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Five cars are competing for the first four places. You each have different favourites. Thus, you 
attempt to push your preferred candidates to the front – as discreetly as possible, of course. In no 
way should your fellow players be aware of which cars you are secretly supporting. Can you
manage to help your favourite candidates to reach the top positions? That’s the only way to wheel 
in loads of points and to slow down your fellow players.  

THIS IS IN THE BOX:

1 game board
1 winners’ podium
5 cars
15 cards
16 dice

BEFORE THE VERY FIRST GAME:

Carefully punch out the winners’ podium, the five cars and the corresponding 
stands. Each car consists of two parts: the car body and the stands. Fit the 
two pieces together, matching the colours. These are your cars. 

How to set-up the game:

Place the game board on the table and the winners’ podium next to it. Each car is placed on any 
random space before the first river and on colour-matching tyre tracks (red car on the red tracks 
etc.). Look below for an example of a starting position. Place all the dice beside the game board. That 
is the general supply. Shuffle the cards and deal three cards face down to each player.

car body

stand

Exemplary set-up



How to play:

Before you set off, you must use your cards to place two secret bets. Take a look at your three cards, 
first. They each show you two things:

the possible position of a particular car and 
 how many points you score, assuming that your car reaches one of the two
positions of your bet.  

Example: If the green car reaches second place at the end of the game, you
receive 4 points. However, if it reaches third place, you “only” get 2 points.

Choose two cards and place them face down before you. These are your two bets. 
You may not change them any more during the game. Remove the remaining cards 
face down from the game and return them to the box.  

BRUUMM, BRUMMM THE LIGHTS TURN TO GREEN:

Take turns in a clockwise direction. The youngest player begins. Your turn always consists of 2 phases:

Which racing team shall I choose?

Brummm, when may the cars drive? 

WHICH RACING TEAM SHALL I CHOOSE?
Is it your turn? Then take three dice from the general supply and roll them. Then choose two of 
them. Place each of the dice on a racing team of your choice. These are the coloured spaces behind 
the finish line (chequered space). You may choose freely which symbol you place on which racing 
team. There may be several symbols placed on one racing team. But beware: You may never place 
both dice on the same racing team. 

BRUMM, WHEN CAN THE CARS DRIVE? 
Have you distributed the dice? Then return the unused die to the general supply. Next, check to see 
whether you can drive with one car or two. The symbols on the dice will help you. Are there two 
identical symbols in one racing team? 



No? Then the player on your left takes their turn.

Yes?  Then step on it. You must drive forwards with the car whose colour matches the racing 
team. Are you able to drive forwards with two cars? Then you may choose which car you let drive 
first.  

 The number of spaces the car may drive forwards depends on which position the car is currently 
standing in:   

 Important: During the course of the game, several cars might be on the same level. These cars 
share the same position. The next car then takes the next possible position following the others.

Example: Both the green and yellow cars share position 1. The red car is standing on position 2.
And the black and blue cars are both on position 3. In this case, there are no cars on positions 4
and 5. Daniel places a matching die on the red racing team and may now race with the red car.
He moves it 2 spaces forwards.

 Have you moved forwards with one or two cars? Then remove all dice from the corresponding 
racing team(s). Return them to the general supply. Then the player on your left takes their turn. 
They take three dice from the general supply, roll them, choose two of them and place each one of 
them on a racing team and so forth.

POSITION 1 - IN THE LEAD: 

POSITION 2 - THE CHASER: 

POSITION 3 - THERE’S STILL HOPE:

POSITION 4  - THE PRESSURE’S SLOWLY MOUNTING:  

POSITION 5 - TIME TO GIVE FULL THROTTLE: 

Move the car 1 space forwards. 

Move the car 2 spaces forwards.

Move the car 3 spaces forwards.

Move the car 4 spaces forwards.

Move the car 5 spaces forwards. 

Position 1 (GREEN + YELLOW)

Position 2 (RED)

Position 3 (BLUE + BLACK)



THE CAR`S STUCK FAST IN THE RIVER _ WHAT NOW?

Have one or more cars got stuck fast in the river? Then they’re bogged down. You need lots of power 
to tug them free. Thus, you must have at least three identical symbols lying on the matching racing 
team. Only then can the cars move forwards again. 

Note: You only get stuck fast in the river when you land exactly on the river space. Driving over the 
river has no consequences.

ARE THERE LESS THAN THREE DICE IN THE GENERAL SUPPLY?

In that case, you may take one or two dice from the racing teams of your choice, thereby enabling 
you to roll three dice again. After that, you must move forwards with at least one car. You haven’t 
rolled a matching symbol? Then you must continue to roll the dice until you have one or more 
matching symbols.  

HAVE YOU REACHED THE FINISH LINE?

Have you moved one car onto the finish line (chequered space)? Then remove it from the game 
board and stand it on the corresponding place on the winners’ podium: 

1st position

2nd position

3rd position

4th position

5th position

When the car is the first
one to reach the finish line.

When the car is the second 
to reach the finish line.

When the car is the third
to reach the finish line.

When the car is the fourth 
to reach the finish line.

When the car is the last 
one and remains behind 
on the game board.



As soon as a car reaches the finish line, it is out of the race. Are there still dice lying on this car’s 
racing team? Then return them immediately to the general supply. As from now, you may not place 
any more dice on this racing team. 

Note: Do you want to drive with the cars on the game board? Then the cars on the winners’ podium 
are not counted.

END OF THE GAME:

The game ends as soon as you have moved the fourth car over the finish line. 
The last car has lost the race and is left behind.  

Then turn over both your cards. Now check to see which cards 
correspond to the actual position the cars reached. Add up your 
points. 

The player with the most points wins. In the event of a tie, there is 
more than one winner. 

 The authors and moses. Verlag extend their thanks to all game testers in Bunde, 
Heiligenhaus, Bödefeld and Kempen for the exciting rounds of games. Our special 
thanks go to Christian Sachseneder for his invaluable preliminary work.  
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