Shout it Out & Pass it Fast
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Hurry! Pass the Baton
to any other player!

5-4-3-2-1
Mow the lights switch to
counting down from the

Pizza Toppings other side of the Baton.

For example.

Push the button to . et
2. start the clock. (" ' ‘q 5 The next player
-

r
frg-Snd 8 has five seconds P;NEAFP"E
RIS e ot o> to shout out a new
counting down an
the Baton. answer and pass

B i the Baton!
opposite to you!

Keep going until
6. someone repeats an

answer or runs out
of time!




|

' Object:

| Say an answer, then pass the Baton before time runs out!
| Don't be left holding the Baton after five seconds are up!

SetUp:
2-12 Players:
Pull out the Life and Pass cards and
distribute them evenly to each player.
Put any extra cards back in the case.

How to usa
the Baton!
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13+ Players:
Don't play with Life and Pass cards!

ALWAYS grab the ends! All Players:

Grabbing from the middle DOES NOT Take a stack of Question cards and set
themn in the center of the table. You don't

WORK and will mess with game pla}" need to pull all the cards out—just pull

out a stack and then grab more when the
pile runs low.

‘Grab and Hold

New Players:
Never played Relay before? Take a few minutes to

get comfortable correctly holding and passing the
Baton before starting the game!




k a player to go first and hand them the Relay™
‘Baton. Have anather player take a card off the pile

- and read it out loud. Then, the player with the Baton
should hit the end of the Baton opposite from
where they are holding it to begin the five second
countdown.

That player needs to think fast and come up with an
answer for the card, then pass the Baton to the player
of their choice, who will grab the opposite end of
the Baton. When the Baton is passed, the five second
countdown automatically resets.
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The player who now has the Baton must think of a different answer to the
card and then pass the Baton again to whoever they want

{including the player who went first).

Play continues with each player coming up with a
new answer and passing the Baton to another player
until someone can't think of a new answer before

their ﬁvese:onds run out. If someone can't come up
with a rgewanw before their five seconds are over,
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Pass Cards: If you're struggling with a question, use a Pass card! This card allows
you to sit out a round of your choice and can be played at any point, even if you've
already given several answers to the question. You will be exempt from being
handed the Baton until a new card is drawn.

To play the Pass card, shout out “Pass!”and hand off the Baton to
T another player of your choice. Place one of your Pass cards to the
side or hqck in the carrying case—it is out of play and can't be

. used again.
E,A,ss,; Then continue the game as normal, with the player holding the

l I Baton beginning the countdown again,

If all but one player uses a Pass Card in a round, that round ends
without the remaining player losing a life.

Questionable Answers: If another player thinks an answer is questionable,

the group should stop the game and decide collectively whether or not the

answer is acceptable. If the answer is acceptable, press the baton to start it again and
continue the round as nomal. If the answer is deemed unacceptable, that player
loses a life and a new round begins.

Winning:
Onece you run out of Life cards you're out of the game! The last player standing is the
winner!

Running Into Trouble?
- Make sure you aren't wearing sleeves that cover your hands!
You need to be touching the Baton for it to work,
- Check that you are holding your Baton from the ends and NOT the middle.
- Check that you are hitting the button opposite to your hand when beginning the round.
- Make sure you have working batteries.

Still having trouble? Contact our Customer Service Tearmn! They're happy to help!



Adudt supervition is recomminded whien inderting and removing hatteries
Dot usee mpchargealde battenses

Do nat mix old (used) and new batteries

Do nat mix alkaline, stardard [carbon-zind), or rechargeable batteries

Do not attempt o recharge non-rechargeable batteries

Batteries are to be imserted with the cormect palanty |+ and-)

Remowe and properly dispose of exhausted batberies (recyche if possible)
D30 not short-cireult the supply teminals

Do nat dispose of hatteries in fire i thiy may sxplode or heak

Remove batteries from the product when not in we

his device complies with part 15 of the FCC Rules. Operation is subject to the
llcraving Eweo conditions:

1] This deswicn may nat causs harmful interforence, and (2) this device maust acoept

ry Interierence received, induding interference that may cause undesired opevation.
Caution: Changes or modifications to this unit not expressly approved by the pasty
psponsible for compliance could void the user's authority to operate the equipment.
INOITE: Thiss equipment has been tested and found to comply with the limits for a
Tass B digital device, pursuant to Part 15 of the FCC Rules.

hese limits ane disigned to provide reasonable protection against hammful interference in a residential installation.

his equiprment gensvates, uies and can radiate radio frequency ensrgy and, if not installed and used in accordance with
e Incstructions, mey cause harmful interference to radio communications. However, thene i no guaranies thal interference
all not pocur in a particular irctallation. I this equipment does cause harmilul interfenence bo radio or televiskon reception,
rhich can b ved by turning the equip alf and om, the user s ercouraged 1o try 1o comect the interference by
ne or more of the following measunes;

Rearent or relocate the receiving antenna.

Increase the sepasation b e ey arsd recei

Connect the aquipment into a power source that ks different from that to which the receiver i connected.

Consult the dealer or an experienced radiodTV technidan for help.
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