NAUGHTY ELF {x1}: playing this card allows a player to move
one player of their choice to the Upper Bridge 'y; space. This
means the player slides down to the Lower Bridge 1), space.
This card cannot be played if either the Upper Bridge or
Lower Bridge spaces are occupied,

REINDEER CROSSING (x2): this card can
be plaved out of turn anytime someone
plays three of a kind, Lo prevent them
from advaneing to the next Station. The
player who played three of a kind loses
their turn and any cards played. Play
resumes with the plaver who laid the
Reindeer Crossing card, then continues to
the left. Note: try to play this card before
the player with three of a kind moves to the
next Station.

SANTA (x2): this card can be plaved out of turn anytime someone
lays an Action Card. Tt cancels out the Action Card and provides
instant protection for all the other players,

The North Pole ; :
The first player to reach the North Pole wins the game. *

This can be achieved in the following ways:

1) Playing a card with the exact number needed to land on the North Pole space.
2} Playing a eard with a number greater than the number needed to land on
the North Pole Station.

3) Playing three of a kind whilst between Jingle Bell Square and the North Pole,
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@efore you start

56 Numbered Cards, 14 Action Cards,
Playing Board, 8 Character Playing
Pieces, 4 Character Stands,

Each player chooses a playing character
and carefully inserts it into a base.

All players place their character piece
on the Home Station.

Thoroughly shuffle the card deck and
deal four cards face down to each player,
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The aim of the game is to be the first
player to travel along the train track
from the Home Station to the North
Pole Station,

The remainder of the deck is placed
face down on the board where it states
Christmas Express Draw Pile,
IF during the game the draw
pile runs oul shufle the
dizcard pile and turn it
over Lo rﬂl'[l'l d new
draw pile,
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& @laymg the game
The player who most resembles an elf starts the game. This player draws one eard from the

deck to make a hand of five cards, A player must draw the number of eards needed to bring
their hand up to five cards each time their turn begins.

ON APLAYER'S TURN
Players advance along the train track by 2) Playing three of a
" playing cards from their hand. There are kind: if a player has

three cards of the same
number value they can
place all three cards face

three possible ways to move:

1) Moving the number of spaces shown on a
card: players select a Numbered Card from
their hand and place it face up on the discard ~ up on the diseard pile and
A pile. They then advance their advance immediately to the next Station "';#
A character along the track the number ~ along the track.
& of spaces shown on the card. If a 3) Playing an Action Card: when an Action
Card is played it is placed face up on the
discard pile. Any affected players must
follow the instructions on the card and
move their character pieces accordingly,

A by playing a single Numbered Card
#} they can draw another eard from
the deck and play again.

REINDYEER
CROSSINGY

MOVING BACK
A player may be moved back when:

1) A player finishes their move on a space
occupied by another player: the player that
was previously occupying the space must
move back the number of spaces shown on
the card laid. A player cannot move other
players off a Station i_‘:?' :

2) An Action Card is played: when an
Aetion Card is played all players must follow
the instruetions on the card. One or more
players may be instructed to move
backwards. All affected players (unless a
Santa Card is played) must move
accordingly, even if occupying a Station i‘;} :
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HUSTLE-BUSTLE (x3): playing this card allows a plaver Lo

3) Landing on the Upper Bridge: if a player
lands exactly on the Upper Bridge !}, space
they must slide back to the Lower Bridge
space. Also, if a player is sent backwards
by another player, or an Action Card, and
ends up on the Upper Bridge space, the
player must slide back to the Lower Bridge.
A player sliding baek across the Upper
Bridge to the Lower Bridge must proceed
around Candy Cane Lane on their next turn.

SLIPPERY SLOPE

It a player lands on, or is sent back to the
Slippery Slope @ space, they must slide
down the Slippery Slope and go around
Jingle Bell Square again. The Slipperv Slope
is one way only and that's downwards! It
cannot be used to advanece along the track.

advance & spaces along the track and also makes the lead player
in the game move backwards to the previous Station, Players in
the lead cannot play this card.

EXPRESS (x3): playing this card allows
a plaver to advance 8 spaces on the
track and makes the next player miss
their turn.

ADVANCING ACROSS THE BRIDGE
The Bridge is a potential shorteut to the
Morth Pole. 1f a plaver lands exactly on the
Lower Bridge 1. space they may move

STATIONS

#
The Stations r'.‘-;. are Home, Evergreen Grove,
Hot Chocolate Corner, Candy Cane Lane,
Snowflake Falls. Jingle Bell Square and the

SNOW STORM (x3): playing

MNorth Pole (the final destination),

If a player lands exactly on a Station by
playing a Numbered Card they may draw
another card from the deck and move again
(but not after playing a three of a kind).
More than one player can occupy a Station
space al the same time.

across the bridge and advance to the Upper
Bridge '{. spaee. Plavers may only advance
from the Lower Bridge to the Upper Bridge
if the Upper Bridge space is unoecupied. If
oceupied then players must proceed past
the Lower Bridge space and around Candy
Cane Lane,

spaces on the track.

this card forces all other
plavers to move backwards 7

continued...




