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a Action Cards |

| o Action Cards are used by players to both move and block opponents.

Action Cards can be freely rotated. | |
| 1. lllustration. | |
Platforms Distance. These rocks determine the distance allowed for actions.

| 3. Action icons. The icons indicate the actions that can be done. If there is a “+”, it is possible to do both actions, in the
| order you prefer. If there is a “/", you fnust choose one of the two possible actions prform. |
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Short Iiistance Long Distance Supreme Distance
| Event Cards | |

Event Cards represent the unprediqtable events that can happen during the race. These cards are dravqn
| when you are on an unstable platform at the start of your turn.

| 1.
2.
3. Eventicons. Theicons indicat(T the events that will occur and the e ects to apply. |

PLAYER BOARD
| o

| 2. Superpower changesEach time you return to your Checkdoint due to an Event Card, you |
gain a Superpower change. To mark the increase of charges, move the Superpower marker
| to the right by 1. e |

Illustration. |
Platforms Distance. These roc|<s determine the distance allowed for actions. |

| 1. Starting Point. Place your Totem Checkpoint and meeple here at the start of the game.
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|

Event Cards Icons | |

PLATFORM COLLAPSE. The platform your meeple is on collapses and is removed from play. If you do not posse|ss
Save Yourself from a Collapse Action Card, your meeple will be moved to your Totem Checkpoint, even if it is still on yot
Board.

If there is a Totem Checkpoint on the collapsed pILatform, move it to the rst available platform in the direction of the
Board of the Players that placed it. |

VOLCANIC ERUPTIOYou insert one of the platfornps removed from the game by tossing it like a coin from your boarh.
The platform remains on the side where it falls. If it ends up outside the area delimited by the boards, remove the
platform from the game. |

RETURN TO CHECKPOINT. Return to your Toterﬁ Checkpoint, even if it is still on you Board.

REMOVING AN EMPTY STABLE PLATFORM. Rlzmove one of the unstable platforms with no checkpoints in play.
platform contains a Totem Checkpoint, move it to tPe rst available platform in the direction of the board of the playe|r
who placed it.

@ LAVA WAVEDrag the platform your meeple is on, towards your Board, by the distance indicated by the Distance Platforms o
the card. Dragging should be done with one nger, quving any platforms in your patch and leaving them in the new positioh.

| |
SPECIAL ICONS |

This icon indicates that it is possible to move ONLY This icon indicated that it is possible to move any |
the platform of the acting player. | platform EXCEPT that of the acting player.

| |
TOTEM CHECKPOINT | |

The Totem Checkpoint serves to establish, when you fall into the lava due to Even Cards, the point from which you will restart. Ear.:r
Player has his own Totem Checkpoint of the color corresponding to his Character.

¢ You may place the Totem Checkpoint during your turn.

3. Superpower. This section species your Superpower and lthe maximum amount of uses
allowed during a turn, indicated but the number in the blue Flame.

|
—as |fyou-fall into the-lava;- or-are pushed-back by-jets-ef het-airyou-gain-ene Superpower-charge -and must-return-to yeur Ietﬁm
|

Checkpoint.
¢ Once placed, it can only be moved by the e ects of cards.

SUPERPOWERS

| Action cards icons | |

MEEPLE'S MOVEMENT. You can move your pawrp by jumping onto a new platform reached by the distance indicated| on
the corners of the Action Card.

Important: Distance Platforms on the corners of th¢ card must perfectly join the start and destination platform in order |to
make the move. If you jump over or do not reach the destination platform, you will not be able to reach it and will have to
choose another destination platform.

DAMAGE UNOCCUPIED PLATFORM. Damage all1y emp platform. |
If the platform is stable, turn it to the unstable side.
If the platform is unstable, it collapses and you mui:t remove it from the game.

DAMAGE OCCUPIED PLATFOYoU.may damage anly platform occupied by one or more Meeples:
If the platform is stable, turn it to the unstable side.| |
If the platform is unstable, players on the a ected platform must draw ONE Even Card and revolve its e ects.

DAMAGE A NEARBY PLATFORM. Damage a plat{orm at Short Distance
If the platform is stable, turn it to the unstable side.
If the platform is unstable, it collapses and you muTt remove it from the game. |

MOVE PLATFORIou can drag a platform, in any direction, by calculating the distance through the Distance Platform
on the card. Dragging should be done with one nger, moving any platforms in your patch and leaving them in the ne
position. | |

ADD PLATFORM. Place one of the platforms remdved from the game in a spot of your choice. |
SAVE YOURSELF FROM A COLLAPMSE card is ihe only one you can play during someone else’s turn. When the|

platform your meeple is standing on is about to collipse, you can use this action to jump onto a platform next to it or bacr
to your own board. You may not jump forward when saving yourself from a collapse.

Each Superpower has a maximum number of uses per turn spelci ed on the board. Each time you use the Superpower, you lose J)n
charge and must move the Superpower marker 1 to the le . | |

TIKI TANKduring your turn, if your meeple lands on a platform oicupied by one or more opponents, push them o onto platforms o
your choice that can be reached by Long Distance. If there is no platform within this distance, the opponent ends up in the lava ang
must return to their Totem Checkpoint. Maximum 3 uses per turP. |

TIKI SURFpaddle your platform by dragging it with your nder for a Short Distance in any directioriviaximum 1 use per turn. |

TIKI SHOOImove onto a platform at Short Distance and then hit anL/ platform at Long Distance with debris. If the platform hit is stable, tuAﬁ
it to the unstable side. If the platform hit is unstable, the platform collapses. Maximum 2 uses per turn. |

TIKI TRICKMove your token at Supreme Distance. Maximum 2 LIISGS per turn. |
TICKI BOOMMove one Long Distance and place a Coconut Bc])mb on one of the Platforms behind you. When a player lands dn
platform containing the Coconut Bomb they activate it and the platform becomes unstable if it is stable, if it is already unstable it

collapses. Maximum 2 uses per turn. There may not be more th|an 3 Coconut Bombs in play. |

TICKI SPELIMove a platform by a Short Distance, in any direct‘on, by a Long Distance and put your meeple on it. Maximum 2 ulse
per turn. |

TIKI BUILDThis is the only power you can use during another player’s turn. You can save your meeple from the platform’s collapse byjumFF
ing onto a platform at Long Distance even further ahead. You can always use it, provided you have accumulated at least one charge.

TICKI CHECK:Move your meeple by a Long Distance| and move your Totem Checkpoint to the new platfornl.
Maximum 2 uses per turn. | |
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