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Ear:h player tries 1o beat the others to

the reol of the builging. The game is O
played with concealed number cards, F
and the players compete for climbing &
cards 1o advance. E-‘,-g
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 Preparations

The skyscraper is constructed as fol Inm;: The centre walis are then placed on this

use the inside of the bax as the floor Lo make a triangle. The centra
foundation. The two largs walls are celing is now added, which forms
placed on top of the foundation Lo make another ledge, The smallzsl walls are
a triangle, which represents the lower placed on this ceiling in a triangle, with
part of the building. The largest floor is the roof on top.

now added to make the building more
sltable. and adds a lodge.
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The walls contain & numier of holes
which are used by the figures in their
ascent. The players play together on the
same sgide of the building. There are
walls with 1, 2, 3, 4 and 5 grooves,

Ve suggest that the number of grooves
in the lower wall matches the number of
playvers, i.e, five plavers play on the wall
with five grocves, four on the wall with
four, and two or tree on the wall with
two or three grooves.

Decide now you want to construct the
micdle and top parts of the building,
[he more players here are and he less
grocves you choose, the more difficult it
is to ge1 10 the top of the building.

Flayer A's
discard pile

Unlversal Player B's
discard plle discard qllc
Starting player
Main set Player C's
discard pile

Each olaver is given:

1 figure

1 set of cards in the colour of his or her
ancice (number cards from 1 te 8

1 parasite card in the colour of his or
mer choce

2 climoing cards, cach with a valug of
Jandd

1 equipment card

[f there are fawer than o plavers, remove
the number and parasite cards that are
not going to be usec.

Tne remaining action cards climbing,
equipment, lost equipment, sabotage
and crash cards] are shuffled and placed
face down in front of the smallest player.
Tris pile is called the main set and is
used by the starting player 21 the
keginning of each round.

‘ Ready - steady - go!

There are the [ollowng ypes of cards:

Mumber cards

with a value of 1 10 & in
the players’ colours, The
players use lhese cards o
hid for the open card of the
mizin sot.

Parasite cards

in the plavers’ colours.
The playors use thoso
cards to try to get the
olher plavers' used
climbing cards.

The number and parasite cards always
slay wilh Lthe olayer, either in his or her
hand, cr — when they have been played
on that player's discarded pile.

Although each player begins with

2 climbing cards and 1 equipmenl card,
they must use their number cards to bid
for the remaining action carcs which are
contained in the main set and described
helow,

27



Climbing cards

with values of 2 to 5.

The players use these
cards o climb up the walls
and ento the roof.

' Equipment cards

are used to move beyond
the ledges and onto the
roof. They are also uscd to
overtake the other players.
i Two equipment cards are
=4 required i one player is
dhle to pass a ledge and
overtake another in the
Fame move.

Lost equipment cards
are used to take another
player's equipment card.

Sabotage cards

If a sabotage card is
played, one of the
players has 1o move
back 3 squares.

g @ 2 Crash cards

This sends you back 2 or 3
SOUANGS,
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At the beginning of
cach round, the starting

player reveals the lop card of the main
set. Each player then chooses any one of
the cards from their hand to play; such
as a number card, a parasite card, a
climbing card or a card they have already
bid for and won. The only exception to
this is If the main set turns up & crash
card. If a crash card is revealed, every
playver must use a number card,

Each plaver takes the card they have
chasen from their hand and places it
tace down in front of them.

When everyonc is ready, sach player
simultanecusly turns over their selected
card and revesls it to the other players.
The starting plaver goes first and the
instructions on each card is followed in a
clockwise direction. Once all the cards
have been played, the starting plaver
passes the main set on 1o the neighbour
an his or her left, This playver becomes
the new starting plaver. and turms over
the top card, to begin a new round.

The cards that have besn played go into
a universal discard pile,

Exception: cards in Lthe player's own
colour go into each individuals discard
pile. Once the main pile of cards has
been used up, the universal discard pile
is shulfled and reused.

The played cards have the following
objectives:



' Playing the
number card

Flayers use their number cards 1o
compele agansl each other Tor the lop
card of the main set. The card goes to
the plaver with the highest number on
fis or her number card. Number cards of
the same value cancel each other out,
and do nol cournl.

ki

Exam'ple

=+ The top card Is a :Hmblng card with a
valua of 3.
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et with a \ahig of 3. | it
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card with a valus of 4,
-Pllthuuglpherhaaplayedanumbar
card with avﬂuesufmry;., this player
gnatsﬂmcﬁrl}hgcu‘dshmaﬂuralms
"ot plaver’s A and plaver's B cards and |
thamfunsnl'pfa.ﬂl”ﬂﬂa'ldphrafﬁﬂ I
cards cancel mch ‘ather but. i

If all of the number cards cancel each
ther out, the cards are placed to one
side and no one 15 given the open card.
The plavers compets for iL again in the

next round.

The player takes the card that he or she
has won. Depencing on the type of card,
it can either be played al onee, or saved
tor one of the next rounds {zes below).
Exception: the crash card must be used
at once,

Players discard used number cards from
their hang into their own stack in frent of
them. When they have used all of their
number cards, they are allowed to pick
them up and reuse them.

However, they must announce their
intention to do this, and must show the
ather players that they have indeed used
up all of their number cards,

This way, no oneg will be lempled o cheal!

Plnyinu the
_ parasite card

If & plaacr is playing the parasite
card, he will want as many of the other
players as possible o have plaved a
climbing card. If one or more climbing
cards has or have been played during
this round, the player using the parasite
card is given these used cards, and can
use them in fus or her next turn.

30 even though a parasite card has boen
plaved, any players who have played a
climting card may still use Lhis card o
advance up the wall.

The used parasite card is added to the
rumber cards on the plavers’ discarded
slack.

If twao or more players use their parasite
card in the same round, they are out of
|uck and do not acquire any chimking
cards since more than one parasite card
cancels the other oui. These parasite
cards are also placed on the playvers’
discarded stack.

Parasite cards may, but do not have to
be uscd. Howover, once played, it may
only be taken up again with all of the
number cards.
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Each player is given two climbing
cards at the beginning of the game.
The remainder goes into the main set
and players compete for them with their
numer or parasite cards. When a player
wing a climbing card, they take it from
the main set inte their hand to use in
ong of their next moves,

Players advance up the wall towards the
roof By playing a climbing card and
moving up by the value shown on the
card.

Any used climbing cards are collected
in the separate stack of cards that is
shared by the players,

Playing the
! squipment cards

Apart from the equipment card
which the players are all given al the
beginning of the game, these cards are
bid for by playing number cards.

The players then take the card, and play
it in one of the next moves.,

Equipment cards are always used
together with a climbing card.

The players use the equipment cards o
» move past one of the ledges, or to

climb onto the roof and
= overtake other plavers.

a0

A player who wants 1o overcome one of
these obstaclos or overtake another
player, must first play & climbing card,

When the cards have been turned over,
this player then places an equipment
card and his or her climbing card on the
stack of cards thal is shared by all the
players.,

If & plaver moves past a ledge and over
takes another player in one move, the
player must hand over two equipment
cards.

A player who passes a ledge may
continue to climb up in any groove he or
she likes,
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A climbing card used to overtake another player
must have a value of at least 4,



If sufficient grooves are available, a
player can also be passed sideways,
Mo equipment card is required in this
Case.
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In this case, player A used a climbing card with
a value of 5.
This can. of course, be done in several moves.

Playing the lost
' equipment cards

These cards are bid for by playing
numhber cards and may be plaved
immediately or taken in hand and used
later against one of the other players.

If the card is used later, the player takes
it from their hand and places it face
down In front of them. When everyone is
ready, each player simultaneously turns
over their selected card and reveals it to
the other players. When it is the plaver's
turn, he or she chooses a fellow player
who has to place an equipment card on
the joint stack. The lost eguipment card
is also placed on the joint stack.
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If the chosen player does not have an
equipment card, the lost equipment card
is placed face up beside this player.

As s00n as the player receives an
equipment card, he must lose it against
the lost cquipment card.

i These cards are bid for by playing
number cards and may be played
immediately ar taken in hand and used
later against one of the other players.

If the card is used later, the player takes
it from their hand and places it face
down in front of them, When everyone is
ready, each player simultaneously urns
over their selected card and reveals it to
the other players. When it is this player's
turn, he or she chooses a fellow player
who has to move down 3 squares in a
straight line (If passing a ledge, either in
the row Lo the right or to the left of it).
The sabotage card is then placed on the
joint stack,

If the player is only 2 squares from the
bottom, he is lucky and moves down just
the 2 squares.

IF the player is stll on the ground, he
must hand over a climbing card with 2
value of at least 3. If this is not possiole,
the sabotage card is plaved Tace
upwards beside this player. As soon as
he has managed Lo acquire & climbing
card, he has to lose it against the
sabeotage card.
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It is possible that playing a sabotage
card may move a player down a ledge.

If the player’s turn does nol happen until
the sabotage card has been played
against him and he has already played a
climbing card but no longer has an
equipment card, he may only climb up as
far as the ledge,

If the figure belonging to the player who
has been sabotaged catches up with one
of the othor figures, he takes this player
down with hirm.
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. Playing the
L crash cards

It a crash card appears on the main

set, the players must all play a number
card. The player with the lowest card
immediately moves down by the number
on the card. This player then places the
crash card on the joint stack. If two or
more players have the same low number,
kad luck for the player with the next
highest nurmber.
If this player is only 2 sguares from the
bottorm and the crash card with a value
of 3 is played, he is in luck and just
moves down the 2 squares since no
player can move below ground level
If the player is still on the ground, he
must hand over a climbing card with the
carresponding value.
If this is not possible, the crash card is
placed face upwards beside this player.
As so0n as the player manages o
acouire a climbing card, he has to hand
IT over,
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a value of 2.

-wlawnmu player B each pla'_'r nthr
.::uduwlmn\qlua‘nfi.

/| Playet & and player D ach play.
' number card with a value of 7.
=+ Player E plays a number card with a

value of & Although this player has the
next highest humber card, he is given
tbumahnmi since the yvalue & of
mnwammurwuhm yiit
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If the figure belonging to the player who
has fallen lands on one of the other
figures, this figure s also taken down.
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Player A& moves down 2 sgquares, taking player
E down 2 sguares,

The first player to reach the roof s the
winner, and this 15 the end of the game.
It is not necessary to have the exact
number to reach the roof,





