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A “Make win the horse” type race game

LONG SHOT

Age: 12 or more
Number of players: 4-6
Play time: 60 minutes

Game Design: Ginichirou Suzuki Artwork: Takumi Suzuki

What is this game?

You belong to the Syndicate mastermind behind the world
of horse racing and make a living as the Bookmaker of a race-
track at a local city.

Sometimes, the Syndicate orders you “Win the horse” or
“Make lose the horse” from the capital city. Such a time, rela-
tively large amount of money is moving behind the mask of the
normal local horse racing.

Also today, there are important instructions about the first
and the last races for winning horses. You receive a reward if
the horse won (finished 3rd or better), but otherwise, you must
pay a penalty.

However, some instructions are completely unreasonable
because the capital city is far from here and they don’'t know
well about details of individual races, horses and jockeys.

Make win the horse instructed......or you can pay the penal-
ty and try to get winning allotment from tickets of other hopeful
horses. The best way is to make win the horse instructed and
buy the tickets of the same horse.

Number pf players and Length

Best for 5 or 6 players.

You can play with 4 players and back all cards for horse
number 6 to the game box. Only 5 horses will run at the 4 play-
ers games.

Playing time is almost 1 hour for 5 players.

Horse cards

112 horse cards work very important role in this game.
Each Horse card has Movement (& Allotment) Value (MV).

Indicated Horse cards (those with a boxed number in the
bottom) can only be placed to run the horse of the number. MV
is 1to 7. At the end of the each race, Indicated Horse cards in
your hand unused are considered as tickets of the horse. If the
horse won, you got the allotment.

Otherwise, you must pay the tickets prices.

Free Horse cards (face of the Syndicate man) can be
placed to run (or stop) any horse. MV is 0 to 8. Free Horse
card is a just paper and no value at the end of the game.

Preparation of the first race
The most recent player who won in horse racing should be
the beginning first player. If nobody, please determine random

method like rock-paper-scissors.

The first player takes the first player marker.

Then shuffle horse cards well and deal 8 cards to each
player as hand. The rest of the horse cards are placed face
down at the Horse Card Deck area of the game board to make
a Stack.

Next, deal out $20,000 to each player.

Place the game board on the table. Place all pieces of
horses to the Start space of the game board.

Lastly, shuffle and deal 1 ‘Secret Order’ card face down to
each player.

The number of the card is the horse number that the Syndi-
cate instruct you to win.

Put the horses to the starting position.

OK, let’s start the race.

Basic of the Race Round

Starting with the first player, each player places 1 Horse
card face up at one of the twelve racing boxes on the game
board and draw 1 Horse card from the top of the Stack. This is
the player’s turn.

After each player finished one’s turn, the first player draws
1 card from the Stack, and places it face up on the board, fol-
lowing the rules for placing cards as below.

Then run all 6 horses (or 5 horses when 4 players) ac-
cording to the Horse cards placed. Twelve racing boxes are
consist from two boxes for each horse number. For example,
if two boxes for the horse no.1 are placed by Horse cards of
5 MV and 3 MV, Piece of the horse no.1 must move 8 spaces
forward.

If both of two boxes are empty, the horse was late and did
not start at this time.

Once all horses have run, the player to the left of the first
player becomes the new first player, and play next round from
placing Horse cards above.

How to place Horse cards
Golden Rule: You must place Horse card at the empty box
if possible.
Indicated Horse cards: You can place the Horse card on an
already placed card if both boxes for the horse are not empty.
Free Horse cards: You can place the Horse card on an
already placed card if all 12 racing boxes are not empty.
However, you cannot place your card directly on the al-

ready placed card with the same MV (the only exception is
when first player opened Indicated Horse card from the Stack
and the MV is same as both cards already placed on boxes of
the horse). Any card that ends up covered by another cards
loses its effect. The top card only of each box has effect. It
means you MUST change MV at the placing on another card
already placed.

After all boxes are full

If all boxed are not empty, you may declare PASS (not
place card from your hand) and draw 1 Horse card from the
top of the Stack.

The Last Spurt

After any horse piece is on or over 44th space, each player
may places 2 Horse cards at each turn. You cannot place both
cards at the same box. And even so, you draw only 1 Horse
card from the top of the Stack.

When the stack is exhausted
Gather 2 cards from beneath each box, shuffle them and
make new Stack.
If a box has only 2 cards, gather just 1 card from the box.
If a box has only 1 card, gather no card from the box.

End of the Race

When first 3 or more horses enter the goal, the race is fin-
ished.

If several horses enter the goal during the same round, the
further past the goal is considered as the faster.

If the distances past goal are also same, the horse that
has the higher total MV in its both boxes is considered as the
faster.

If still tied, the horses share the same place.

Aftermath of the first race
1) Rewards received
a) If your ordered horse gets 1st place: $60,000
b) If your ordered horse gets 2nd place: $30,000
c) If your ordered horse gets 3rd place: $10,000
2) Penalties paid
a) If your ordered horse gets 4th or lower: -$20,000
3) Allotments received by your tickets (at hand)
a) Horse cards matching the winning horse: MV x $5,000
b) Horse cards matching the 2nd place horse: MV x $3,000
¢) Horse cards matching the 3rd place horse: MV x $2,000
4) Payments your losing tickets (at hand)
a) Horse cards matching the 4th or later horses: MV x -$1,000

If you cannot pay all penalties and losing tickets, don’t
worry. You only pay all of your money.
And let’s go to the last race with no money!

Preparation of the last race

The beginning first player of the last race is directly left
player of the last first player of the first race (takes the first
player marker).

Deal Horse cards same as the first race.

Deal no money.

Deal ‘Secret Order card as the first race. Somehow, all se-
cret information are leaked in the last race. Each player must
open and keep open ‘Secret Order’ card in the last race.

Aftermath of the last race
1) Rewards received
a) If your ordered horse gets 1st place: $100,000
b) If your ordered horse gets 2nd place: $50,000
c) If your ordered horse gets 3rd place: $20,000
2) Penalties paid
a) If your ordered horse gets 4th or lower: -$40,000
3) Allotments received by your tickets (at hand)
a) Horse cards matching the winning horse: MV x $10,000
b) Horse cards matching the 2nd place horse: MV x $5,000
¢) Horse cards matching the 3rd place horse: MV x $3,000
4) Payments your losing tickets (at hand)
a) Horse cards matching the 4th or later horses: MV x -$2,000

Winning

After finished the last race, the player with the most money
wins the game.

Do you want to test your skill at the actual horse racing?
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