GP13B Magical Athlete
For 4-5 players
Play time: 60-90 minutes
Game designer: Takashi Ishida

Welcome to the arena of fantasy world! Today the most popular event is held; the team race! Funny characters such as witch, troll, ninja, and so on participate. Residents in fantasy world compose teams and aim at total championship!

Contents of the game

25 character cards



1 playing board (two-sided)

25 character markers


1 summary of special abilities

42 victory points markers / coins

these rules

1 dice

In addition pen and paper are required to note the forecast of the fortuneteller.

Preparation

The game board is laid on the table with the side for the draft facing up. 5 of the character cards are drawn randomly and set aside face down. The remaining character cards are shuffled and prepared as a pile on the playing board.

With 4 players playing each player receives 8 coins, with 5 players each player gets 6 coins. The remaining coins are not used during the draft and are set aside. The coins will not be used during the race, therefore it is advisable to use all coins during the draft. 

The starting player has to be decided.

The draft

During a player’s turn he draws a card from the pile of the 20 character cards and places the card on the field denoted by the number 4 on the playing field. If this field is already taken by another card, this card is moved to field number 3. A card on field number 3 is moved to number 2 and so on. The card which the player drew from the pile is always placed on the field with the number 4. 

If a player wants to buy a card, he has to pay coins according to the number of the field where the card is lying at that moment. A player can only buy one card per turn. Other players can only buy a card during their turn. 

If a player does not want to buy any card, he can pass. However, if a card is lying on the field with the number 0 the player has to buy a card. If he has no coins left anymore, he has to buy the card on field number 0.  

Players who completed their team do not take part in the draft anymore. A team consists of 5 cards when playing with 4 players and 4 cards when playing with 5 players.

If players possess unused coins after the draft they will be returned to the general supply. Unused coins can not be saved for the race. 
Between the end of the draft and the beginning of the first race, the player with the assassin may show the card and assassinate one character. The player of the assassinated character draws a card at random from the 5 cards set aside during game’s preparation. 

The races

With 4 players the game consists of 5 races, with 5 players only of 4 races.

Each player chooses a character for the next race and places it face down in front of him. If all players have chosen a card, all will be revealed simultaneously. The player with the character “spy” does not have to reveal his card together with the other players, but can choose a card from his hand after having seen all the other participants of the race. After all players have finally chosen their character, the character markers belonging to the characters are placed on the starting field. 

If a player chose the fortuneteller, he can use the special ability of the character and try to predict which character will win the race. The forecast has to recorded on a piece of paper to be revealed in the end of the race.

For the first game the player who took the last character card will become the starting player. In the next races the player who was last in the previous race will become the starting player. 

The player throw a dice and move their character according to the number on the die. The race is over at the moment when the first two character reached the goal. Exception: if the fortuneteller predicted the winner of the race correctly, the race finishes immediately and the fortuneteller will automatically be in 2nd place. 

The character who reached the goal cannot used his special abilities anymore nor can it be target of any special ability of other characters. Each character is only allowed to take part in one race. 

The players in the 1st and 2nd place receive a different number of victory point markers depending on the race.

Race no. 1
1st place:
3 markers

2nd place:
1 markers
Race no. 2 
1st place:
4 markers

2nd place:
2 markers
Race no. 3 
1st place:
4 markers

2nd place:
2 markers
Race no.4 
1st place:
5 markers

2nd place:
3 markers
Race no. 5
1st place:
5 markers

2nd place:
3 markers  (only with 4 players)
Play and Ability

As a general rule each player performs his/her "play" in his turn. A play consists of rolling a dice and advancing the character.

An ability, which says “Instead of its play”, is used without performing "play".

An ability, which says “At the play of other character”, cannot be used when the other character uses its ability instead of its normal "play".

An ability, which says “At the beginning of play”, is automatically used at the beginning of play and then normal "play" is performed.

Abilities of "Siren" and "Troll" are "duty ability", so they will always take effect.

There are abilities performed according to other character or dices. These abilities can be used during any other players play. Please refer to the details of special ability details.

Rest one turn

According to the situation of a game, a character may have to rest one turn. This character cannot perform its play or use its ability in its next turn. However it can use its special ability during the turn of any other player.
End of the game 

After the last (fourth for five players or fifth for four players) race, a game ends. Victory point markers are counted as scores. The player with the highest score wins.

List of the special ability of each character

Devil

The number of the dice rolled during the play of another player is always reduced by 1 (down to a minimum of 1). If other players want to use the number of the dice for their own special ability, the number is reduced first and afterwards the other special abilities can be used.
Amazon

Instead of her play the amazon can advance 5 fields. She can decide not use the special ability and perform a regular play.

Assassin

Between the draft and the start of the first game the assassin may assassinate one other character. The owner of the assassinated character draws a card from the 5 cards set aside during the game preparation. The assassin may kill himself. The philosopher cannot suppress the ability of the assassin.

Fighter

The fighter can skip the fields of other characters. These fields are not counted with respect to his movement points. For each other character the fighter can decide separately if he wants to skip the field of the character. He may become the target of the druid, the philosopher and the witch.

Eros

Each time, a male and female character share the same field, Eros can advance 5 fields. The amazon, the poet, the druid, the siren, the witch, the medusa and the fortuneteller are assumed to be female, all other characters are considered male.

Poet

The poet may advance one field every time another player rolls a 6. If a 6 is rolled during the duel of the sword fighter the poet may advance. If the first roll of the wizard is repeated, only the 2nd roll counts. 
Ghoul

If another player rolls a 1 during his regular play, the ghoul may advance 1 field instead of the other character. The other character cannot move. If the ranger rolls a 1, the ghoul may advance, the ranger cannot move. If the wizard repeats his first roll, only the 2nd roll is valid for the ghoul. If the necromancer uses his special ability and rolls a 1 or if a 1 is rolled during the duel of the sword fighter, the ghoul cannot advance, because the 1 is not rolled during the regular play. 

Centaur

If the centaur overtakes any character, he can force the other character to move back one field. “Overtaking” means that the centaur starts his movement behind the another character and finishes his movement ahead of the character. If the centaur overtakes several characters he can decided for each character if he wants to use his special ability.

Sword fighter

If the sword fighter is at the same field with another character, he can demand a duel with the other character. Both roll a dice, the character with the higher number advances 2 fields. On a draw the sword fighter wins. The sword fighter cannot occupy the same field like the troll, therefore there will never be a duel with the troll. If the sword fighter shares the same field with the medusa, he might has to pause his next turn, but he can still demand the duel. 

Siren (duty ability)

In the beginning of her play all other characters have to move simultaneously one field towards the siren. Since all characters are moving at the same time, no special ability triggered by the arrival of a character on the field of another character can be used (the sword fighter cannot demand a duel). If problems with the order of movement occur, the original position of the character is taken into account. If the troll is directly ahead of the siren, the ability of the siren is applied first, afterwards the ability of the troll.
Priest

In the beginning of his play the priest can let the character in last place advance 2 fields. The priest advances 1 field. The priest can use the ability if he is in last place. If several character share the last place, all characters may advance. The priest only advances 1 field, independently of the number of characters in last place. The priest can use his ability on the starting field. He may become target of the witch if he overtakes the witch.

Necromancer

Instead of his play the necromancer may roll a dice and have another character move back the number on the dice. The necromancer advances 1 field. The ghoul cannot use his special ability. If the witch has to retreat and any other character moves ahead of the witch, this character may become target of the ability of the witch.

Trader

Instead of his play the trader may change his field with any other character. If the trader moves ahead of the witch he may become the target of the witch. 

Spy

The owner of the spy can choose the character to take part in the race after all other players have chosen and revealed their characters. He can only choose among the character who have not yet participated in a race. The special ability of the spy cannot be suppressed by the philosopher.

Wizard

The wizard may repeat the first roll of the dice if he does not like the number of the dice. The first roll will become invalid and cannot be used by the poet or ghoul. 
Philosopher

The philosopher may suppress the special ability of another character. The other character advances 1 field. His special ability can only be used during a race therefore he cannot suppress the abilities of the assassin, the spy and the fortuneteller. The duty abilities of the troll and the siren cannot be suppressed. If an infinitive loops occurs with another character due to the ability of the philosopher, the philosopher has to cancel his special ability.. 

Druid

The druid can advance 1 field if another character uses his special ability. If the druid is on the same field with the troll, the special ability of the troll prevails and the druid cannot advance. The philosopher cannot suppress the special ability of the druid. If the druid uses his special ability several times and comes ahead of the witch, he can become the target of the witch. If an infinitive loop occurs due to the ability of the druid and another character, the druid has to cancel its special ability (with the exception of the philosopher) 

Troll (duty ability)

If the troll is at the same field with another character, the other character has to move back 1 field. If another character would stop its movement on the field of the troll, he has to stop 1 field behind the troll. Since it is a duty ability, it will prevail over the ability of the druid. The troll cannot use his ability on the starting field. The troll may be abducted by the secret agent, but afterwards the secret agent has to move back 1 field. 

Hoodlum

The hoodlum may steal 1 victory point marker at the beginning of a race from another player. 
Ninja

The ninja can follow another character on the same field to his destination field. The ninja has to occupy the same field with the other character at the beginning of the character’s turn. The ninja has to declare if he wants to follow the other character before the other character rolls the dice. If the dice has been rolled the ninja cannot declare the use of his special ability anymore. The ninja may follow the amazon and the trader if they use their special ability. Both characters move together until the end of the turn, the ninja cannot stop the movement in between. If the ninja reaches the goal together with another character, the other character will reach the goal first. The ninja may become the target of the witch if he gets ahead of the witch. The special ability can already be used on the starting field. 

Secret agent

In the beginning of his play the secret agent can abduct another character to his field. He can abduct the medusa, but may forfeit his play due to the medusa’s ability. He may abduct the troll, but has to move back 1 field afterwards. If the abducted character moves ahead of the witch, he can become target of the ability of the witch.  

Witch

If the witch is overtaken by another character during one turn, she can cause the character to pause the next turn. The witch has to move back 1 field. The special ability cannot be used on the starting field. The witch can decide for each overtaking character if she wants to use her special ability. Each time she has to move back 1 field. “Overtaking” means that a character starts his movement from a field behind the witch and finishes his movement on a field ahead of the witch. If a character starts his movement from the field of the witch it is not regarded as overtaking, since the overtaking does not take place in one turn. 

Medusa

If the medusa shares the same field with another character, she can cause the other character to have to rest for the next turn. This condition can be met by the movement of the medusa or the movement of another character. If the medusa is on the same field with the sword fighter she may let him rest for one turn but he can still demand the duel. 
Fortuneteller

The fortuneteller may predict before the race who will reach the goal first. If the prediction is correct, the race stops immediately and the fortuneteller will reach the goal in 2nd place. If the fortuneteller predicts himself as reaching goal first, he will get 2nd place and the next character to reach the goal will get the 1st place. The philosopher cannot suppress the special ability of the fortuneteller. 

Ranger

The ranger may advance 4 fields if he rolls a 1 or 2 during his play. If the ghoul takes part in the race the ghoul may advance if the ranger rolls a 1. the ranger may choose not to use his special ability and advance only 1 or 2 fields. 

	1
	Devil
	The number of the dice rolled during the play of another player is always reduced by 1 (down to a minimum of 1).

	2
	Amazon
	Instead of her play the amazon can advance 5 fields.

	3
	Assassin
	Between the draft and the start of the first game the assassin may assassinate one other character. The owner of the assassinated character draws a card from the 5 cards set aside during the game preparation.

	4
	Fighter
	The fighter can skip the fields of other characters.

	5
	Eros
	Each time, a male and female character share the same field, Eros can advance 5 fields

	6
	Poet
	The poet may advance one field every time another player rolls a 6

	7
	Ghoul
	If another player rolls a 1 during his regular play, the ghoul may advance 1 field instead of the other character

	8
	Centaur
	If the centaur overtakes any character, he can force the other character to move back one field

	9
	Sword figther
	If the sword fighter is at the same field with another character, he can demand a duel with the other character. Both roll a dice, the character with the higher number advances 2 fields. On a draw the sword fighter wins.

	10
	Siren
	Duty ability. In the beginning of her play all other characters have to move simultaneously one field towards the siren.

	11
	Priest
	In the beginning of his play the priest can let the character in last place advance 2 fields. The priest advances 1 field.

	12
	Necromancer
	Instead of his play the necromancer may roll a dice and have another character move back the number on the dice. The necromancer advances 1 field.

	13
	Trader
	Instead of his play the trader may change his field with any other character.

	14
	Spy
	The owner of the spy can choose the character to take part in the race after all other players have chosen and revealed their characters.

	15
	Wizard
	The wizard may repeat the first roll of the dice if he does not like the number of the dice.

	16
	Philosopher
	The philosopher may suppress the special ability of another character. The other character advances 1 field.

	17
	Druid
	The druid can advance 1 field if another character uses his special ability.

	18
	Troll
	Duty ability. If the troll is at the same field with another character, the other character has to move back 1 field. If another character would stop its movement on the field of the troll, he has to stop 1 field behind the troll.

	19
	Hoodlum
	The hoodlum may steal 1 victory point marker at the beginning of a race from another player.

	20
	Ninja
	The ninja can follow another character on the same field to his destination field.

	21
	Secret agent
	In the beginning of his play the secret agent can abduct another character to his field.

	22
	Witch
	If the witch is overtaken by another character during one turn, she can cause the character to pause the next turn. The witch has to move back 1 field.

	23
	Medusa
	If the medusa shares the same field with another character, she can cause the other character to have to rest for the next turn.

	24
	Fortuneteller
	The fortuneteller may predict before the race who will reach the goal first. If the prediction is correct, the race stops immediately and the fortuneteller will reach the goal in 2nd place

	25
	Ranger
	The ranger may advance 4 fields if he rolls a 1 or 2 during his play.
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