do witches do when
they meet in the deep, dark
forest? They compete with shill and
cunning to make their mark in a
race of flying brooms. To snaich the
prize, they will do anything: slip by
as quickly as possible to the finish
line, score points by perlorming _
acrobatic maneuvers, or iry lo slow
down their adversaries.




@1 game board, which represents the course
on which the race unfolds. (1]

@6 cardboard character tokens (1for each
player) and their plastic bases. 1]

@1"“Curse” token. @

@9 “Magic formula” dice, which have an
orange or black symbol on each face. €

@6 sets of 9 cards (one set for each pluyer),
which show the 9 symbols present on the

dice. @

@27 “Black magic” eards, which enable you
to help yoursel% or hinder your adversaries
during the race. @

@1box (and its cover) which serves asa dice tray
and represents the great book of magic. 7]

Here are the 9 different symbols (which will be
D black or orange) that can appear on the faces of
I the “magic formula” dice,

@%% &) &‘B@

The g‘goal for each witchisto score the greatest
number of prestige points, not only by being
in first place at the end of the flying broom
race, but also by carrying out daring acrobatic
maneuvers. | he game ends when, at the end of a
turn, one or more clmracter tohens have crosse(]
the finish line. Each player then totals the points
corresponding to his position in the race and
those gained along the course by carrying out
aerobatic.

The player with the highest point total wins the
game,
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Unlold the board and place itona si(lep{lll'\e
table (the center of the table is reserved for the
box and dice, so that everyone can clearly see the

dice rol]s).
Shuffle the “black maéic“ cards and make a
face-down deck of them (beside the board).

Each player takes a character token to
represent him during the game, and places it on
the starting line.

Each player receives a set of 9
cards (whose backs depict the
same character as his tolqen).

Place the 9 dice in the box in

the center of the table.

Place the “Curse” token beside
the board.

THE GREAT RACE
CAN NOW BEGIN!




1 During' each turn, to make their brooms H_v, the
' pilot apprentices will have to pronounce a magie
formula seen secrelly in the éreal book of magic...
But be careful, because some of the syml)ols
will be taboo. Using those symbols will result in a
bad magic formula, which will keep the broom in
place. Witha per{.ect formula. however, the result
will be fantastic!
So be vigilant.. And laster than your
opponents!

@ Phase 1 - Look in the
great book of magic

The player cum'ent]y in last p]ace (for the first
turn, a ranclomly selected pla_ver) takes the 9 dice
into his hands, and tosses them into the bottom of

i the box.
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@ Phase 3 Check his fori

syml)ols of only one color (orange or Llaclz), but
only those symbols which are NOT present in the
other color. :
As soon as one of the players thinks he can
execute a valid formula, he closes the book (lle
actus]ly closes the box ﬂap) and the first plmse

El’l(]S.

©Phase 2 - Write a formula

Each pla_ver chooses flmm his 9 cards those
he will use in his magic formula. To be valic]_. a
formula must contain onl_v syml:)ols appearing in

one color on the dice after sorting (i.e. exclusively
orange or l)laclq).

He sets the chosen cards face-down in a line in
front of him (tlu.' order does not matter).

The unused cards are placed face-down in a

separate pile.

When all pluyem are done, each pla i
his formula and speahs it out loud, then some
opens the [Iap to check the validity of the formul

To do this, proceed in the following order:

® éroup the dice by s_wnbol, regardless of color;

® climinate the groups that have both orange
AND black versions of the same syml)ol;

® forall the other groups, keep one die: the fact that
a syml)ol appears several Limes does not matter, i
Only oneinstance of each s_vmlml counts,

© Apply the effects of

the formula

Each player, starting with the one that elosed
the box, then continuing in the order of their




position in the race, will reveal his formula and
will apply its effects:

o If his formula contains at least one
forbidden symbol (i.e. absent from the
valid dice), or the formula includes

both eolors: The witch falls off her broom.
She does not advance this turn.

oIf his formula contains only valid
symbols (present and all of one color)
but is missing some valid symbols: The
witch advances a number of spaces equﬂ] to the
numl)er Ofcﬂl'ds played.

o If the formula contains all the valid
symbols of only one color: The witch
executes a PERFECT formula. She advances a
number of spaces equal to the nu.mlaer of cards
playecl and. gets{’:mm abﬁmur

- For a perfect orange formula: She
advances 2 additional spaces;

e FO]' a pet'fect I)Iﬂ.(!l! formu]a: S]le draws

as many “black magic’ cards as there are
svml)ols in the perfect formula, lleeps one,
tl'len reshuffles the othersinto the deck.

© CURSE OF THE HEAD WITCH

At the end of each turn, alter all the players
who made a successful formula have advanced
their character token, the “Curse” token is placed
on the space with the p]ayers who are leac]ing the
race. For every p[ayer present on this space, the
curse cancels the bonus t}ney would getin theevent
ofa perfect [ormula,

Thus, one winning tactic is to stay right behind
the leaders, waiting for your chance...
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© PENALTY

Be careful not to confuse speefl with haste: If
Jc}ne formula written l)y the player who closes the
ﬂap is invalid, he moves back 2 spaces. Itis for
this reason that there are *~1" and “-2" spaces
behind the starting line. A player on the “-2"
space may not close the box,

There are2 types:

® The “aerobatics” bonus cards (they all have a
numeric value). They are revealed at the end of

the game, and add points to the score of the witch
who has them.

® The “spell” cards (all the otllers) are used by the
players during the phase in which they move
their token, and only at that time. However,
there are several special cards (Decree, Magic
Mist, ete) that are played at particular
moments, as indicated on the card itself.



The complete list of “spell” cards and their
effectsis at the end of the rules.
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The dame encls wlqen, al the en(l of a turn, one
or more character tokens has crossed the finish
line.

The first to have crossed the finish line scores
25 points. If other players reached the finishin the
same turn, the second scores 24, then 23 for all the
others,

The players who have not crossed the finish line
score as many points as the number of the space
where their figurine currently sits.

Each p]ayer adds to the above result the total of

his bonus from “aerobaties” cards.
The lué['xest score wins the g dame (m case of a

wctarmus)
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© Novice pilots: anovicepilot (child, beginner,
someone with a headache...) isallowed to place
his character token on space 3, 6, or 7 at the
beginning of the game.

@© Expert pilots: for an expert pilot, one must
increase the challenge, An expert pilot can
never benelit from the bonus gran’ted l}y il
per{‘ect formula.

It is completelv possd)le to use both the
handicaps in the same game; for example, with a
new player, two experienced players, and an expert
at the table!

tie, the tied piayer wi:o went further 15 declare& iy

9 = CLOSE the flap and CREATE
your formulﬂ

. & = SORT the dice (group the

dice with the same symllol, : _
regardless of color) '
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& = REMOVE the groups with at
least one orange die and one
black die, and keep only one
die per group

A" tlle otller symlmls are forbldden

for this turn!

5 APPLY the effects of the
formulas

Cunegonde advances 5 spaces
(3 cards + “perfect formula” bonus)

Sohia dvance 2 pees
and draws 2 “black magic” cards
(l)ut she only keeps one)

Aggie does not advance, because ]191' formula
contains both orange and black symlmls!

 Mungry pggie

il "’l o Jnaln'r qll: fi.rr;pe litor of the * pro
J won her [rpgt , e
; e in Ifilﬂ -

‘oclion, y hnll she

a'm 'ing the rae es,

Renée’s formula is bad: the skull and
crossbones symbol is invalid for this
turn. She moves back 2 spaces because
she is the one who closed the cover.

©@ ATTRACTION (X2)
Move all the other
charactertokens1or2 spaces
toward yours. This card
must be played alter your movement.

@BLOCKING (x1)

No player can pass you
this turn. This card must be
p]ayecl alter your movement,




spe]l played l)y an  opponent.
This card may be plavecl at

any time,

©@DECREE (X2)

Play this card after all the
other p]ayers have composec]
their formulas. You get 10 N

seconds when usmg tlus card.

@DOUBLE-PLAY (X3)

This turn, you may write
2 formulas: one orange AND 55
one black. If tlley are both
perfect, you get the bonus
for both formulas. You advance your character
token a number of spaces equal to the sum of
the cards used to write both formulas, This card
must be used at the moment you app]y the effect
of your formula.

@HEex (x1)
Move the lead character
token back 3 spaces. This

card must be playe(l alter S

your movemen {55

more seconds to look at the dice belore writing
your formula. An expex‘t pilot v will only get g

@ OVERSIGHT
CORRECTED (X2)

Add one card from your
hand to your formula. This ' ;
card must be used at lhe moment you ﬂpply tlle
effect of your formula.

@ RECTIFICATION (X2)
Exchanée a card from
your formula with a ecard

from your hand. This card e
must be p]ayed at the moment you app ytlle eﬁed; '

O[your formula.

@ TAILWIND (X3) .
AdVﬂIlL‘(:‘ da 1’111[[11)6[‘ 0{

spaces equal to your position

in the race. This card must

be played after your movement.
Examp]e. youarein 3 2 place,
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