


18 backyard tiles, thereof

13 single fields 5 common fields
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1wall 1 golden trash can
(3 parts) (3 parts)

3 houses
(2 parts each)

48 climbing cards 12 wild climbing cards 10 mischief cards
(12 x 1 arrow and 4 x 2 arrows each color) (8 x 1arrow and 4 x 2 arrows)

4 raccoon bosses 12 gang members
(big raccoons, optionally with stickers) (small raccoons, 3 of each color, optionally with stickers)
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You must choose 1 house at the beginning of your turn. This is the house where you perform the
movement(s) of your card(s). You are not allowed to split the movement(s) on different houses.
You must perform all climbing cards that you play in one move as 1 total movement.

Note: If you play several climbing cards on your turn,
move your raccoon up by the total number of arrows.










GAME SETUP
The setup is the same as for the base game, but with the following changes:
e Only use the red house and the blue house.

a Place the two markers on the houses. Place the bonus marker so that the side with the
2 ravens is visible.

e Build the path in the 2-player-game exclusively from single fields.

Your raccoon gang consists of 2 gang members and 1 raccoon boss.
Put 1 gang member in front of each house and the raccoon boss onto the wall.

o o Shuffle the cards and take the swap cards tokens as usual.

0 Additionally, choose 2 unused raccoons of 1 color and put 1 of them in front of each house.
These are called the raccoon rowdies.

How TO PLAY

Use the same rules as in the game for 3 or 4 players, including the rules for single and
common fields, with the following changes:

Climb

Ifyoudraw 1 green card at the end of your turn, you must play it IMMEDIATELY.

It affects 1 of the racoon rowdies. Choose 1 of the 2 houses and move the corresponding
raccoon rowdy. It does not have to be the house of your turn. If you draw several green cards
in a row, then perform the movements of them one by one. With each green card you can
choose again for which house you want to use it. Keep drawing cards until you have drawn

2 non-green cards.

Be mischievous
You can also use mischief cards to move 1 raccoon rowdy down at the house you chose on
your turn.

Leap and advance with the raccoon boss

Your gang members leap as usual. The raccoon rowdies do not leap. If a raccoon rowdy is at
the topmost field and must climb, it simply starts again at the lowest field of the house and
continues its movement.

Note: If 1 of the raccoon rowdies is alone in the top position at a house, then put the
corresponding marker back onto this house. This way, the player who last owned it will no
longer be able to take advantage of its benefits.
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