© 2023 N( Phase 2: Action: Initiative: determine which walker is going first. A
Each walker add its Hustle to the number of time cubes that player has on hustle area of time card.
www.niceboardgames.com walker with highest total has initiative. (if it's a tie, walker with lowest starting hustle has initiative).
@niceboardgames
draw dogs: walker with initiative draws Dog Cards equal to number of players + number of cubes on
walker with initiative's hustle area of time card, and places them face-up between players.

20 cubes(8mm) and 8 paperclips (not included) - n
1 are required to play this version of the game. example: In 2 player game, if starting player has 3 cubes on hustle,. Draw 5 dogs (2 for number
minute of players + 3 for number of cubes on start player's hustle area of time card.)

Components:

36 Dog Cards 6 Walker Cards
|| at leftis the leash #

(walker can take dogs
with a total leash of
this number or lower)

at top left of card is dog's
leash number (indicates how
much leash dog needs.)

victory points(vp) are
indicated at bottom left of

card (&is 3, )ﬂ is 4,@ is 5)

take dogs:
Starting with player who has highest hustle + cubes on hustle and moving around the table(player with 2nd
highest total hustle goes 2nd, etc.), players take turns taking dogs from the play area, one at a time,

until no dogs remain or no players want or are able to take any of the available dogs.
*if total hustles are tied, walker with lowest starting hustle goes first.

. || at right of card is the

- I + || walker's Hustle #
trick Isb:t(::;;tﬁiz;i (this is like speed )

4 Time Cards 5 Squirrel Cards

T

- to take a Dog Card;
- walker's leash must be equal or higher than the total leash of all untrained dogs
in that walker's collection (including the dog that walker is taking).
(trained dogs in pack and trick area's leash numbers are never included)
- take dog card and place face-up next to your walker. take a cube off of hustle area
of time card and place on the dog you just took.(this is important!)
(if you don't have cube on hustle area of time card, you can't take dog.)

place time cubes on time
card to indicate how your
walker spends time each
round.

squirrels make
some dogs go
a little bit wild.

. example: walker has a leash of 5, and already has a dog

Setup. with a leash of 3, so this walker can only take a dog with
-Shuffle the deck of Dog Cards and place face-down. a leash of 2 or less (3+2=5).

- Each player take a Walker Card and 2 paperclips. (Use paperclips to keep track of walker's leash and hustle.)
(start with paperclips on lowest leash and hustle numbers and players can increase them throughout game)

- Each player take a time card and 4 time cubes.

Gameplay: -Each round in the game has 3 phases;

1) Place Time Cubes: place cubes on time cards to indicate the actions your walker will take.

2) Action: spend cubes off hustle area of time card to acquire new dogs.

3) Training: train dogs to add them to your pack or acquire their trick or train your walker to

after all players are done taking dogs, place any remaining dog cards at bottom of deck and start phase 3.
increase walker's leash or hustle stats.

Phase 3: Training: using the same turn order as during Phase 2, players train their walkers and/or dogs.

Phase 1: Place time cubes: All players hold all of their available time cubes in their hands. during this phase, cubes can be spent off of the train ®=; area of time card to;
(each player starts the game with 4 time cubes). Players count down from 3 and then - train walker: increase stats (leash and hustle) of walker.
simultaneously place their cubes on their timecards. - learn trick: activate the trick indicated at lower right of dog card.
-add to pack: flip a dog over so that you get points for it but don't
hustle: each cube here allows walker to take 1 dog. Also, intitiative is determined by adding have to count its leash anymore.

walker's hustle to the number of cubes placed on hustle area of time card. ) . . X
train walker: spend a cube off of train area of time card to increase one of

” leash: each cube placed on leash adds 1 to your walker's leash for the round. your walker's stats by 1. You can increase leash or hustle.
training: each cube placed here allows you to do one of these 3 things; - use as many cubes as you want in this way.
- train walker (increase leash or hustle of walker by 1 for each cube used) .
- learn trick (slide dog under time card to activate trick) - use paperclips to keep track of stats.
- add dog to pack. Flip dog over, it will be added to player's score at endgame,
but it's leash and trick are no longer counted. - you can't increase a stat beyond the highest number on the card .
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Phase 3: Training(continued): Scoring Example: at game end, player has ZQVdogs(Svp each), 4ﬁdogs(4vp each), and 1&dog(3vp)
add dog to pack: spend a cube off of train area of time card to add a dog to your pack. in pack ad untrained dogs areas for a toal of 29Vp.
place dog face down in a stack(your pack). p 5P - S B B

If you add a dog to your pack, it is out of the game and just used for points at endgame.
its leash and trick are no longer counted. ever. for anything.

players also has activated some tricks and gets the following bonuses.

— T e

-you can't activiate tricks from dogs that are in your pack. > 4 s

-you can't add dogs that you took this round to your pack. ( dogs taken this round have cubes on them).

g 2vp from having the leash bonus.
el S .
learn trick: spend a cube off of train area of time card to activate the trick on one of your dog cards. % 5vp from having the phoneonus.

slide the dog card under your time card so that the trick shows

If you activate a dog's trick, its leash and victory points
are no longer counted. ever. for anything.

- you can't activiate tricks from dogs that are in your pack.

- you can't activate tricks from dogs that you took this

round. ( dogs taken this round have cubes on them). ' i ] )
example: this player has activated 3 tricks.

the tricks: tricks are cumulative and there is no maximum number of tricks a player can activate.
some tricks have a one-time victory point bonus.
no matter how many copies of a trick you have activated, you only get the vp bonus once.

(Rule Overview: A
Phase 1: Place time cubes: All players simultaneously place their cubes on their timecards.
\ hustle: each cube here allows walker to take 1 dog.
\Qo leash: each cube placed on leash adds 1 to your walker's leash fFor the round.
% training: each cube placed here lets you; train walker, learn trick, or add dog to pack)

cube: gain a time cube.

ex. if I have 2 of these, each cube | have on hustle adds 3 when finding initiative.
5 vp bonus for having this trick at endgame.

% phone: each cube that you place on hustle adds an extra 1 when finding initiative.

g leash: each cube on leash area of time card adds extra 1 to walker's leash for the round. Phase 2: Action: add hustle the number of cubes you have on hustle to find initiative.

ex. if l have 1 of the§e, ea_ch c_ube I have on leash gives my walker an extra 2 leash for the round. draw dogs: walker with initiative draws Dog Cards equal to number of players + number of cubes on that
3 vp bonus for having this trick at endgame. walker's hustle area of time card, and places them face-up between players.

@ nose: at endgame, gain an extra vp for each dog that you have with the jewelindicated on the nose. take dogs: starting with player who has initiative and moving around the table,
- ex. if I have one of these with a green jewel ,iget +1vp for each dog i have with aﬁ& . players take turns taking dogs from the play area, one at a time,
2 vp bonus for having this trick at endgame. until no dogs remain or no players want or are able to take any of the available dogs.
*if total hustles are tied, walker with lowest starting hustle goes first.

after all players have completed training, return all of your time cubes to your hand and begin next round. to take a Dog Card;

- walker's leash must be equal or higher than the total leash of all untrained dogs in that walker's
. J collection (including the dog that walker is taking).
(trained dogs in pack and trick area's leash numbers are never included)
- take a cube off of hustle area of time card and place on the dog you just took.(this is important!)
(if you don't have cube on hustle area of time card, you cant take dog.)

Endgame and Scoring: game ends at the end of any round in which there are no cards left in the deck.

Phase 3: Training: using the same turn order as during Phase 2, players train their walkers and/or dogs.

during this phase, cubes can be spent off of the train % area of time card to; m

players get victory points for all of the dogs in their packs as well as their untrained dogs.
dogs with @ are 5vp, ﬁ are 4vp, and&are 3vp each. (but not from trick dogs!) $

add in any vp bonuses from the tricks you have activated. - train walker: increase stats (leash and hustle) of walker.

fti (ker with high bined X - learn trick: activate the trick indicated at lower right of dog card.
! ' . N . . \ .
n case of tie, walker with highest combined stats wins m \_~ add to pack: flip a dog over so that you get points for it but don't have to count its leash anymore. J
. - o
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www.niceboardgames.com 20 cubes(8mm) and 8 paperclips (not included)
\_ © 2023 @niceboardgames are required to play this version of the game.




