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Hare and Tortoise Board Game

Gameboard

2 — 6 players

15 hare cards
18 lettuce cards

Lots of carrot
cards.




This is a race game
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* Thereis no dice.
* You move by spending carrots (wisely).

* You can move as far as you like, once you have
the carrots to pay for it; the more you move,
the more you pay.

* You start the game with 65 carrots.

* You can earn more carrots by landing on
certain squares.
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Game of skill
You can choose to play the game any way you wish.

*Hare: players that move ahead too
fast, spend all their carrots and lose
valuable time trying to get them back.

. YOURE GOING DOWN.
*Tortoise: players plod along and have ?

so many carrots left that they have a | -
good chance of overtaking the hares. **;35.\

*The skill of the game lies in choosing
the right square to land on and in
playing hare or tortoise depending on
your position.




Starting the game

* Each player is given 65 carrots.

— These cards should be concealed S
from other players so no-one knows S«
how much you have. T

» Each player takes three lettuce cards @€©
e Each player gets a race card (for reference only).

are made into and out of the carrot patch. |
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Object of the game

* To get your runner home first.
BUT
* You must:

— Get rid of all your lettuces on the way round (this
is done by landing on the lettuce squares).

— Not have too many carrots left over when you
reach home (the 15t home is allowed up to 10
unused carrots, the 2" 20, the 3930, and so on.)



How to move (forwards)

forwards to any unoccupied
square (except a tortoise square).

* You may move your runner ,;

* |t can be any distance ahead so
long as you have enough carrots
to pay for the move.

* The cost of the move is shownon | | | & =
the race card ——————> | . = | = =




How to move (backwards)

e Later in the game, you can move backwards
instead of forwards, but only to a tortoise

square.

* Moving backwards costs nothing; instead it is
a way of earning carrots (explained later).



5 types of square

<=
Numbers '\‘

Carrots

P —
Lettuces

*Each of these offers a chance
to earn more carrots, but you
must pay for your move first.

*You can’t pay with any carrots
you may gain from the square
you move to.

*You may never move to a
square occupied by another
player’s runner.




‘ Number Squares

* Nothing happens immediately when you land on a number square.

* When your turn comes round again:

— If the number you are on corresponds to your position in the race at that
point, you must draw extra carrots from the patch that corresponds to 10
times your position e.g. If you are in 1%t position and on a ‘1’ square, draw 10
carrots; 2" position on a 2 square, draw 20 and so on.

— With squares numbered 1,5,6, the 5" and 6" positions only apply when
there are a sufficient number of players.

e (Calculating your position must not happen until your turn comes to
move, as it might have changed while you have been waiting.



Carrot Squares

* Nothing happens immediately when you land on
a carrot square.

* On your next turn, you may:

— stay where you are instead of moving off; this entitles
you to draw 10 carrots from the patch.

— or (if you are nearly home and have too many
carrots), pay 10 carrots into the patch.

* Once on a carrot square, you can miss as many
turns as you like, so long as you pay or draw 10
carrots each turn.



Lettuce Squares

* You can only land on a lettuce square if you
hold one or more lettuce cards.

* On your next turn, you ‘chew a lettuce’ i.e.
you do not move, but you discard one lettuce
card and draw carrots 10 times your position
in the race calculated at that point.

* When your turn comes around again, you
must rejoin the race and move to another
square.



—
\@ Hare Squares

* Hare squares are for people who like taking
chances.

* When you land on a hare square and have
paid for your move, draw the topmost hare
card, follow the instructions and return it to
the bottom.

 There are 7 types of hare card and these are
on the following slide.







Tortoise Squares

 Moving backwards to a tortoise square costs
nothing.

* |nstead, you immediately draw 10 carrots for
each step it took you to reach the tortoise square
i.e. 10 if it was immediately behind you, 20 if two
squares back, and so on.

* You may only move back to the nearest tortoise
square behind you, and only if it is unoccupied.

* You may move back from one tortoise square to
another.



Can’t move?

 |f you cannot make a legal move (for example,
you have run out of carrots) you must start
again.

* Go back to the starting square, restore you
carrot holding to 65, and move off

immediately. You don’t have to take back any
lettuce cards.



Finishing the game

* You win the game by landing on the “finish
flag” beyond the last square and making the
required payment.

* You may NOT finish if you have any lettuce
cards left over or if you have too many carrots
after paying for the last move:

— 15 home cannot have more than 10 carrots left.
— 2"d home cannot have more than 20 carrots left,
— and so on.



Any
Questions?




@ O®

Except where otherwise noted, this content is
licensed under a Creative Commons
Attribution-NonCommercial 3.0 License.

For more information, please see http-//
creativecommons.orgflicenses/by-nc/3.0/

N
\&/

|
ﬂl -
T ey fai
i

Waterford Institute of Technology Department of Computing and Mathematics
INSTITIUID TEICNEOLAIGCHTA PHORT LAIRGE http://www.wit.ie/



