


Modern Cowboy: Preston 
Ability: Lasso

This modern cowboy is the toughest 

character of the bunch.  His use of a  

lasso in capture the flag is pretty   

much cheating, but you can’t blame  

him — he is used to roping cattle!

 + Gain the lasso card to use  
as an action card.

When you play the lasso card, if 
your runner is in the same row or 
column on the board as another 
character, you may pull that 
character one space toward your 
runner. (This ability is not “blocked” 
by walls or other characters between 
your runner and the character you wish to lasso.)
 

Crazy Cat Lady: Cynthia “Catnip” Furguson 
Ability: Cats

This crazy cat lady isn’t keen on getting out much, but she’s  

a loyal soul and is anxious to help her team snag the flag.  

She’s brought along her endearing cats, who should prove 

useful in providing the distraction she needs to make her move.

+      Gain two cat tokens to use as
         additional priority tokens. They 
         are returned with the #7 token.

When you play the #3 cat token, your cats chase  
the two characters closest to your runner one space 
away from your runner. Then resolve your selected 
action card once with your runner.

When you play the #5 cat token, resolve your selected 
action card once with your runner. Then your 
cats chase the two characters closest to your 
runner one space away from your runner.
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Construction Worker: Harold B. Onionson 
Ability: Dig 

Even after a day of hard work, this construction 

worker is ready to play hard. He decides he can 

gain the advantage over his companions by 

utilizing his knowledge of the local under-

ground tunnel system.

 + Gain the dig card to use as an action 
card and two tunnel tokens. 

When you play the dig card, perform one  
of the following actions:

 ▶ If your runner is adjacent to any tunnel, 
remove that tunnel from board. 

 ▶ Place one of your tunnel tokens onto  
a space adjacent to your runner.  
The space may be on the other side  
of a wall, but may not be occupied  
by a character, tunnel, or flag.

CUSTOM LAYOUT
During setup, you can change the layout of the game board, 
placing any number of walls and tunnels and altering the 
characters’ starting positions. 

You can even change the location and size of the territories 
(i.e., where team flags must be taken to score) using the orange 
cone tokens. For each team, on the sides of the board, place 
two orange cone tokens just off the board to form an invisible 
“finish line” that a flagbearer must cross in order to score.

To make things tougher, put the orange cone tokens along  
the edges of the back rows (i.e., the rows that the team flags 
start on), only a few spaces apart. In this setup, a flagbearer 
must return to the spaces between the cones on the back row 
to score! (See Example E on next page.)
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Custom Layout (cont.)

Example E: Blue is on Team Red and must return Team White’s 
flag to one of the three spaces between the orange cones.

For a secret custom layout, use one or more screens to hide 
each half of the game board. Then, have each team set up  
their territory as desired (e.g., placing their characters,  
team flag, tunnels).

ALTERNATE BOARD SETUP
When your character is on the secret tunnel entrance in the 
center of the board at the end of Phase 2 (and only then), you 
may move your character to the secret tunnel exit on your 
opponent’s side of the board.

When a team flag or character is 
on a secret tunnel exit, other  
characters may not move to that 
secret tunnel exit.

Example F: Purple and Blue are runners and Yellow is the defender 
for Team Red. Green and Orange are runners and Black is the 
defender for Team White. The walls block the entire 4x4 grids at the 
top left and bottom right of the board. If you use the secret tunnel 
to get behind the walls, you may jump over the walls (when moving 
toward them) as if they were not there!

Entrance Exit

↓↓ ↓
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2-PLAYER RULES
You can play 2-player games in one of two ways. It’s recom-
mended that your first 2-player game uses Basic rules.

Basic: The following rule changes apply:
 ▶ Play with one set of seven priority tokens and seven  action 

cards. You may move any one of your three characters 
with each move.

 ▶ During setup, move each runner from the left-most and 
right-most columns one space toward the center of the 
board; these outer columns are out of play. (You may find 
it helpful to use the extra walls to separate these columns 
from the rest of board.)

 ▶ When your runners are adjacent to one another, you may 
play the flag card to pass any number of character flags 
from one runner to the other.

Advanced: Take all game actions as if you were two separate 
players playing on a team. All rules apply.

Team Red’s Territory

Team White’s Territory
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3-PLAYER RULES
You can play 3-player games by dividing into uneven teams. 
The most advanced player should be the single player.

The two players on a team play as normal. The single player 
plays as two players (i.e., with two hands of cards, two sets  
of priority tokens, etc.), taking all game actions as if they 
were two separate players playing on a team.
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