The Hare-Racing
Cooperative Dice Game
2-4 players * Ages 6+

RULES OF PLAY

CONTENTS

10 rabbit dice
4 fences with stands
1 action die
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Work together as a team to wrangle the rabbits and then fence them in before they escape.

The more rabbits you fence in, the more points you score. Wrangle as many rabbits as you can
over three rounds and you might make it to the rank of Bunny Genius!
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Note: This game plays best on a hard flat table or non-carpeted floor. ry e k b &
Place each fence in a stand and then arrange all four fences in the p > da J /K ;
center of the playing area so that the corners touch to form a square. 25 a ‘ /

Place the action die (the one with fences on it) within easy reach. \\ I/
Take a look at the 10 rabbit dice and note that each has three icons: /
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ACTIVE SLEEPING HIDING




Before a round begins, one player should gather all of the rabbit dice in their hands and then drop them straight
down at once inside the fenced area from about six inches above. This may knock over some fences and dice will
scatter in all directions.

® Any die that lands on the M side is removed from play and placed off to the side, in hiding.
(Any die that goes off the table is also considered hiding.)

* Any fence that goes off the table should be placed back on the table near the
edge where it fell off.

* Any die that landed on or under a fence can be moved to a clear space near
that fence, same side facing up.

HOW TO PLAY

A game of Ranglin’ Rabbits plays out over three rounds. Whoever last held a bunny goes first and play
continues to the left. (Remember, this is a team game- you're all working together!) On your turn, roll
the action die and then take one of the following actions, depending on the side it lands on:

Wrangle a sleeping or active rabbit. Look around the playing area and note the positions
of all the sleeping and active rabbits. Then choose one to wrangle.

want on the playing surface. (Hint: near a fence!) However, moving a sleeping bunny wakes it

If you choose to wrangle a sleeping rabbit, simply pick up the die and move it anywhere you
ﬁ up, so place it down with its active side facing up.

If you choose to wrangle an active rabbit, you must either roll it or flick it from the

spot where it started. BE CAREFUL! Any time you roll or flick a die and it lands on

the hiding side, that rabbit escapes! Immediately remove it from play and place it
- with the other hiding rabbits.

BUNUS FENBE ACTIUN: After you wrangle a rabbit, you may pick up and move a fence.

Think carefully and strategize with your teammates as to where to place it. Keep in mind, the goal
is to get all four fences back in a square around as many rabbits as possible.

Note: If you roll a fence on the action die when there are already three fences in place and there are no more
rabbits left outside to wrangle, this will immediately end the round. (See “End of a Round”)




back into the playing area. (If it lands on the hiding icon, it is once again removed from play.)

Lure back a hiding rabbit with a carrot! Take one of the dice that's out of play and roll it
‘K This ends your turn. Note: If there are no hiding bunnies, your turn simply ends.

Take all of the dice that show an active rabbit side and pick each one up about 6” straight above its
current spot on the playing area and then drop it in place. This die will now bounce to a new location.
(Remember, any die that lands on the hiding icon is immediately removed from play.) This ends your
turn. Note: If there are no active rabbits, your turn simply ends.

END OF A ROUND

Keep taking turns until one of the following happens:

i | i Bunny Bounce! Oh no, you've scared the active rabbits and now they are about to bolt again!

1. All the bunnies escape. If all 10 dice end on the hiding icon,
the round immediately ends. Your team scores 0 points. Better luck
next round!

2. You close all four fences. A round also ends once you put all four
fences back in a square. This can either happen because you decide
as a team to close them or because a player rolls a fence on the
action die when there are already three fences in place and no more
rabbits left outside to wrangle.

Note: The fences must surround the rabbits and be close enough
that the dice cannot fit through the gaps.

ROLL FOR BONUS BUNNIES!

The player who closed the last fence (or last rolled the action die) gets one more chance to wrangle all

of the vanished rabbits! Pick up all of the “hiding” dice and — one at a time — roll each one. If it lands on

a sleeping or active rabbit, add it to the fenced in rabbits and continue rolling until one lands on an hiding side.
This ends the bonus round. Count up the number of active and sleeping bunnies that you wrangled (including
any bonus bunnies) and note your total. Then set up for a new round, which plays out just like the previous one.



ENDING THE GAME

The game ends after three rounds of play. Total up your score for the three rounds
and look up your rank:

[ WHAT'S  RABBITS RANK =
YOUR 24 Bunny Genius
RANGLIN’ 20 Bunny Whisperer
2 16 Bouncy Bunny
BN 12 Sleepy Bunny
&é 8 Hidey Bunny
- 4 Carrot =

A WORD FROM GAMEWRIGHT

We've played lots of different cooperative games but we're pretty sure this is the first cooperative dexterity
dice game. Inventors Evan Eaton Rowland and Thomas J. Rabideau came up with this wildly whimsical game
that highlights one of the most obvious but least exploited properties of dice — namely, their ability

to “bounce.” As you wrangle all those bouncing bunnies, you'll hone some valuable skills, like hand-eye
coordination, estimating distance, and most importantly — teamwork. Work your way up the ranks until your
team reaches the level of Bunny Genius!

Game by Evan Eaton Rowland
and Thomas J. Rabideau

lllustrations by Brian White

A WARNING:
CHOKING HAZARD - Small parts

Not for children under 3 years of age.
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