Odin's Ravens

An exciting flying race for two buffeted [?] ravens of 10 years and over 

[Precis by Steve Cox,  November 2002]

SETTING

Every morning Odin, chief of the gods, sends his two ravens Hugin and Mugin out into the world to reconnoitre.  Guided[?] by the players these avian messengers make their way over the varied landscapes of the northern hemisphere.  For this purpose the players must have the corresponding cards in their hands.  Through skilfull play of the cards one can sometimes cover unusually large distances.

OBJECT OF THE GAME

The winner is the player who first reaches 12 points over the course of several races.

GAME CONTENTS

40 landscape cards (each with 2 landscape spaces)

50 flight cards (with 2 different backs)

16 Odin cards (with 2 different backs)

6 "Magic Way" cards

1 Odin marker

2 raven pieces

PREPARATION

· Shuffle the landscape cards and place 9 of them as shown to form two flightpaths.  Adjacent landscapes in the same path cannot be the same.  If necessary, rotate the cards as you place them to prevent this, or put them at the bottom of the deck.  The remaining cards become a face down draw pile.

· Each player puts his raven at the start of his path.

· The "Magic Way" cards are shuffled to form another face down deck.  Turn the top card face up.

· Place the Odin marker ready to one side.

· Each player shuffles his landscape and Odin cards together asa face down draw pile, and takes the top 5 cards as his starting hand.

· Youngest player starts, and play proceeds clockwise.

PLAYING THE GAME

When it is his turn a player can play up to three cards from his hand and up to three cards from his extra deck.  His extra deck begins empty and is built up during the game.

A number of actions are available, each of which can be performed multiple times in a turn.

The various actions:

· Place a card face down on your extra deck.

· Play a card from your extra deck or your hand to move your raven forwards.

· Play a card from your extra deck or your hand to build up the "Magic Way".

· Play an Odin card from your extra deck or your hand and carry out the associated action.

[At the end of your turn, you can extend the flight paths by one card - see later.]

THE EXTRA DECK

It is up to you whether and when you add cards to your extra deck.  This deck can be as large as you like.

When playing cards from your extra deck, you can only take the top one [the one you placed there last].  You can look at the cards in the deck but you cannot change their order.

THE FLIGHT OF A RAVEN

To move your raven to the next space, you must play a corresponding landscape card.

If there are two or more adjacent landscapes of the same type, you can move to the last of them by playing a single card of that type.

You can play two landscapes of one type as a joker, to count as a single landscape of some other type.  You can still cross multiple identical landscapes if you do this.

You can combine cards from your hand and your extra deck to make jokers.

Used cards are placed in a discard pile, and reshuffled if the draw pile runs out.

THE "MAGIC WAY"

At the end of the race, the player with the most "Magic Way" cards gets bonus points.

Players can buy a "Magic Way" card by paying one card corresponding to one of the two pictures on the face up "Magic Way" card, viz. a landscape or an Odin card.  The card used to pay cannot be used for any other purpose, and is placed on the player's discard pile.

The purchased card is placed on the player's side of the display, so that it is clear how many such cards he has, and the next "Magic Way" card is turned over.

THE ODIN CARDS

When playing an Odin card, the player decides for himself which of the two possible actions he will take.

Explanation of terms on the Odin cards:

· When a raven is moved 1 space forwards or back, it moves only 1 space, regardless of adjacent landscapes of the same type.

· An 'empty' space is one with neither a raven nor the Odin marker on it.

· When swapping the places of two cards, the cards must not be turned round.

· When a card is removed, gaps in the flight paths should be closed up.  Place the removed card on a discard pile.

CARDS WITH NO EFFECT

If you play a card and cannot use it, or choose not to, place it on your discard pile.

THE ODIN MARKER

Placing this marker using an Odin card blocks your opponent's movement.  It can be removed in several ways:

· Play another Odin card that allows the marker to be moved.

· Play an extra card of the landscape type blocked by the marker, to allow you to remove the marker and move your raven to the previously blocked space, or beyond if there are adjacent landscapes of the same type.  [This assumes that the marker is directly in front of your raven, as in the illustration in the rules.  I suggest that the marker cannot be removed in this way unless it is blocking a space to which or over which you want to move your raven.]
· Either or both of the cards used above can be replaced with jokers (ie. two cards of the same landscape type as each other).

EXTEND THE FLIGHT PATHS

At the end of his turn, a player may, if he wishes, extend the flight paths by adding the top card from the landscape pile to the end of the display, in either orientation.  When doing this, it is allowed to place two landscapes of the same type together.  If removing cards to make the display fit the table, leave two cards behind the rearmost raven, in case Odin cards are played to move it backwards.

END OF APLAYER'S TURN

Replenish your had back to five cards.

END OF A RACE

A race ends as soon as one player's raven reaches the last landscape card.

· This player gets as many points as the number of landscape cards he is ahead of the other raven (4 in the illustration in the rules).

· If one player has bought more "Magic Way" cards than the other, he gets a 3 point bonus.

Record the scores and start a new race as described under 'Preparation'.  [But it might be interesting to keep ones hand and extra deck from one race to the next, eg. so as to have Odin cards immediately available.] The start player is the one with the fewest total points so far, or the one who was first in the last race.

END OF THE GAME

If at the end of a race one player has 12 points or more, he is the winner.  In the event of a tie, the game winner is the winner of the last race.

THE ODIN CARDS

'Setze den Raben…' 

- Move your opponent's raven back 1 space.

'Setze deinen Raben…' 

- Move your own raven 1 space forwards.

'Ordne…' 

- Rearrange the cards in your extra deck as you like.

'Lege 2…' 

- Add two new landscape cards to the end of the flight paths.

'Drehe eine…' 

- Rotate any empty landscape card through 180°.

'Entferne eine…' 

- Remove an empty landscape card.

'Setze den Odin-Stein…' 

- Place the Odin marker on an empty space.

'Vertausche 2…' 

- Swap two empty landscape cards.
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