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1‘On the street’
tile (Op 't straat)

THE TRAIL OF THE PARADE

In this game each player is a Giant in the traditional
9 Street tiles Giants Pgrade a.nd scores points by dancing on the

o — squares in the city.
The player on the last position of the trail is the player
who takes the next turn. In a turn a player plays 1
movement card to move on the trail. If a player ends on
a square he can dance by playing up to 3 dance cards. A
Giant can or rotate @ _, or parade S ora
combination of both.- Th|s is called the Giants’ dance.

The first player to arrive on a square can play up to 3

dance cards. The next players to arrive on this square
must overbid the dance card(s) of previous players if
they want to play dance cards.

Each player can score points by dancing on a square
and can score more points by overbidding other players
on asquare.

The game ends if each player has reached the last field
of the trail, the Market Square. The player with the most
points is the winner, the best Giant of Dendermonde.

EAC H PLAYER example Goliath

1 Giant piece 1 Play turn / score overview
1 Score piece

4 Dance tokes
2 rotate and 2 parade tokens

When setting up the tiles of the trail different
combinations are possible, so each game can be a new
experience.
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3 Challenge tokens i
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10 Movement cards

12 Dance card
6 rotate and 6 parade cards



REPARATIONS

o Place the tiles of the trail as shown. The trail consists of 20 fields (6 squares

and 14 streets), starts and ends on the Market Square (Grote Markt) and
6 Place the tile ‘On the street’ movement on the trail is in a clockwise direction.

(Op’t Straat’) next to the tiles
of the trail of the parade.

Q Place the scoreboard in het
middle of the trail.
Place the score pieces of
each player on
the scoreboard.

o Each player shuffles his
movement cards and makes a pile of
10 facedown movement cards left to the
overview card. Each player shuffles his
dance card and makes a pile of 12
facedown dace cards right to the
overview card. The player draws 3 cards
of both piles, so each player starts the
game with 6 cards in hand.

The last will be first.

o Each player places his Giant piece on the Market
Square. The smallest players gets the first position,
the biggest player gets the last position.

e Collect the dance tokens of
each player and divide them
randomly and facedown on the
14 street fields. Don’t put dance
tokens on the square fields.

T m 3

In a game with 3
players the first two
street fields remain
empty.

In a game with 4
players place two
tokens on each of the
last two street fields.

In a game with 5 players place two
tokens on each of the last six
street fields.
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0 Place the challenge tokens (for experienced players)
In order, each player places one challenge token on one of
the five square tiles, until each player has placed three
tokens. The player on the last position (biggest player) on
the Market Square is the first player to place a token, the
player on the first position (smallest player) on the Market
Square is the last player to place a token.
Each player is limited to one challenge token per square.

There can be more than one challenge tokens of different players on one square.
No challenge tokes can be placed on the Market Square.

SPECIAL RULES
2 PLAYERS

« The player on the last position of the trail is the player In step 5 of the preparations both players take next to

who takes the next turn.

the 4 dance token of the own color also 4 dance tokens

+ In most cases, after a Giant has moved, another Giant is of another color. During the game these extra tokens
on the last position of the trail and it becomes that are treated as tokens of the own color.

player’s turn.

« Sometimes the last Giant may still be last after moving, In a game with 2 players place two tokens on each of the last two street
in which case he plays another turn immediately.

fields.




The player must play 1 movement
card faceup on his own discard pile.
He moves the exact amount of fields,
on the trail of streets and squares, as
the number on the movement card.
Example: With this movement card with a value of

3, the Giant piece of Goliath can be moved 3 fields
on the trail.

« Movement on the trail is in a clockwise direction.

« If a player ends his movement of a field (street or
square) where the Giant piece of another player is
already standing, the Giant piece of the player who
arrives later must be placed behind the Giant piece of
the first player.

Take a dance token? ?
N

« If a player ends his movement on a street field with
one or more facedown dance tokens, the player turns
the dance tokens faceup on the street field. The
player can take one or more dance tokens in his own
color and keep it in his stock. He can keep his stock
facedown. Dance tokens in another color remain
faceup on the street field.

If a player ends his movement on a street field with
one or more faceup dance tokens, the player can
keep one or more dance token in his own color and
keep it in his stock. He can keep his stock facedown.

2. DANCE

A player can ‘dance’ by playing of one or more dance
cards from their hand and/or one or more dance
tokens from their stock on a square tile or on the ‘On
the street’ tile (Op ’t straat). A player can rotate by
playing dance cards and dance tokens with the
rotate-symbol & . A player can parade by playing
dance cards and dance tokens with the
parade-symbol § .

Dance cards have avalue of | | to| 3 ,dance token
have a value of A higher sum of values resultsin a
better dance.

[ SQUARE |

If a player ends his
movement of a square field 3
he can play up to 3 dance
cards and/or one or more
dance tokens. Dance cards
and tokens are placed
faceup next to the square
tile, both categories
separated. Rotate cards
and rotate tokens are
placed by the
rotate-symbol. Parade
cards and parade tokens
are placed by the parade
symbol.

If a another player ends his movement on a square

field, where a previous player already has played some

cards or tokens, and he wants to ‘dance’, the player

must overbid one or both categories (rotate and

parade) by playing a dance cards and/or tokens with a

higher sum of values. If a player cannot overbid in a

category, he is not allowed to play any cards or tokens

of that category.

On a square a player can:

» notdance

« or dance with rotate cards and/or rotate tokens

« or dance with parade cards and/or parade tokens

« or dance with both rotate cards and/or rotate tokens
and parade cards and/or parade tokens
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If a player ends his movement of a

street field he can play up to 3 t e
dance cards and/or one or more - (S)
dance tokens. Dance cards and :
tokens are placed facedown on the s
‘On the street’ tile. Rotate cards, - STRAAT
rotate tokens, parade cards and

parade tokens of all players form

one discard pile.
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MARKET SQUARE

DE GROTE MARKT g'

If a player ends his movement on the square field of the
Market Square he plays his last turn, just like on another
square.

Exception: If a player cannot overbid in a category he is
allowed to play this cards anyway. For this cards the
player gets 1 point per category.

If there are still dance cards on the draw pile after playing
the last turn, these cards are lost.

5. DRAW HAND CARDS

The player draws one movement card and up to 3
dance cards, so that he ends his turn with 3
movement cards and 3 dance cards in his hand.

If a draw pile runs out, the player cannot draw
anymore cards from that draw pile.




POINTS? MARKET SQUARE
O SCORE I;;I;ETE MARKT

After each player has reached or has passed a square, m
this square is scored. For both categories (rotate and parade) each Q
player who danced scores two point.
SQUARES

Church Square (Kerkplein), The Sluice ('t Saske), Square @

of Justice (Justitieplein), Heroes Square (Heldenplein), For both categories (rotate and parade) each
Flaxmarket (Vlasmarkt) player who danced without overbidding scores o

w one point. point
For both categories (rotate and parade) each m

player who danced scores one point. i For both categories (rotate and parade) the @

player who wins scores three extra points.
m points

For both categories (rotate and parade) the pDOUBLE DANCE
player who wins scores two extra points.
If a player is able to win in both categories (rotate Q

DOUBLE DANCE and parade) the player scores one extra point. >
poin

If a player is able to win in both categories
(rotate and parade) the player scores one extra : ON THE STREET

point. (OP 'T STRAAT

[ CHALLENGE

GWe B

If a player is able to win on a square with his
corresponding challenge token B / B he
scores two extra points.

- The challenge token must be turned faceup if Each player who danced on the street, by o
the challenge is succeeded, if not the token playing one or more dance cards and/or dance
remains facedown. tokens on the ‘On the street’ tile, scores 1 point.  point

« The distraction token g will never be turned o m

fac.eup and will only provide distraction, no points The player with the highest sum of values of
points. dance cards and dance tokens scores three extra
points. If one or more players have the highest points
. - sum, they each score 3 extra points.

R g 27 ..«.,. ot a0 v : On the street there is no difference between rotate and
P it | SN : i parade cards and tokens.

THE WINNER
« For each point a player has scored he moves a space
on the scoreboard. The player with the most points is the winner.

If there is a tie, the player with the most successful

« After scoring a square the dance cards and dance challenges wins the game.

tokens are discarded facedown. If there is still a tie, the player with the most double

dances wins the game.
If there is still a tie, the player who won at the Market
Square wins the game.
If there is still a tie, the player who won ‘On the street’
wins the game.




THE TRADITIONAI-

GIANTS' PARADE m

Is it possible a player has more than one
consecutive turns?

Yes. Sometimes the last Giant may still be last after
moving, in which case he plays another turn
immediately.

Is it possible that there is more than one Giant piece
on the same street field or square field?

Yes. If a player ends his movement of a field (street or
square) where the Giant piece of another player is
already standing, the Giant piece of the player who
arrives later must be placed behind the Giant piece of
the first player.

Can | dance on a square if | cannot overbid?

No. If a player ends his movement on a square field,
where a previous player already has played some cards
or tokens, and he wants to ‘dance’, the player must
overbid one or both categories (rotate and parade) by
playing a dance cards and/or tokens with a higher sum
of values. If a player cannot overbid in a category, he is
not allowed to play any cards or tokens of that
category.

Can | dance on the Market Square if | cannot
overbid?

Yes. Because it would be unfortunate for a Giant not to
dance on the Market Square, the apotheoses of the
Giants’ Parade, there are special rules for this square. If
a player cannot overbid in a category he is allowed to
play this cards anyway. For this cards the player gets 1
point per category.

Can I dance first and move afterwards?

No. In your turn you move first, then you can dance and
finally you draw cards.

Do | have to dance for real?
SPECIAL THANKS
In this game you dance by playing dance cards, but

nothing can stop you to do a real Giants’ dance.

Special thanks to Irjen and Jesse, friends and family
(for the countless playtests, aid with rules, logo,

Why is th i i ken in th ?
promotion, ...), the play testers from board game clubs AL LU B S LR LR L

‘Sliceandice’ from Dendermonde, ‘De Speelse Gezellen’ The distraction token will never be turned faceup and
from Lebbeke, ‘De Slimme Zet’ from Wichelen, will only provide distraction, no points. This way other
‘jongKWB’ from Appels, the library of Dendermonde, players never are certain which challenge token has
Tom Delmé from Jumping Turtle Games. the rotate and parade symbol.
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