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Preparation 

In order to use this expansion, you must cut the cards apart along the light gray lines.  (Hint: use a razor knife and a steel ruler for best results).  

The small cards in this expansion represent a new type of special cards that players can win during the course of the game.  Shuffle them and set them out as an additional pile in the center of the table.

Rules for the Special Cards

The normal rules of the game apply, with the following additions.  Each of the small cards in this expansion has a special advantage, which the owner can use once when it is his turn. After using a card, it is discarded to the bottom of the pile of small cards.  

A player may win only one small special card on his turn.  If successful, he may continue to roll, but may not win another of the small special cards.  

The “Guard for special cards” can protect all the small special cards.  

The special catalog expansion cards can also be combined with this expansion.

The Cards

1.  Tournament lost!  (fig.: crossed out tournament card). A player plays this card against a fellow player. This player must discard a tournament card.  The discarded card is placed under any pile of large-sized cards. 

2.  Tournament luck  (fig: Horse head with dice border). In a tournament, a player can use this card if his own roll is not strong enough, counting it as if his roll was four 5’s and a 3.

3.  Extra turn  (fig.: large +1).  The player takes an additional full turn immediately after completing his turn 

4.  Extra roll  (fig.: dice hand with +1).  The player may make an additional roll.  (The expansion contains two of these cards)

5.  Special card lost!  (fig.: crossed out special card). A player plays this card against a fellow player.  This player loses a small or large special card.  The card is discarded to the bottom of a pile of cards of the same size.  The "Guard for special cards" protects against this card.

6.  Special card exchange  (fig.: special card with double arrow).  A player plays this card against a fellow player.  The player takes either a small or large special card from the other player and gives him one of his own, either small or large.  If a player does not have a special card to exchange, he cannot play this card.  The "Guard for special cards" protects against this card.

7.  Betrayal  (fig.: special card pile). This card makes it easier to capture a special card.  It changes the dice combination of any small or large special card to three 2’s and a 4.

8.  Intrigue  (fig: king). This card makes it easier to overthrow the king and win the game.  With this card the player’s roll must only exceed four 4’s and one 2.  

9.  Luck of the Dice  (fig.: hand with die showing a crossed out 6). With this card the 6’s are not be discarded, but may be re-rolled.

