Game design: “Tom & Yako" (Thomas Vuarchex and Pierric Yakovenko).
Jungle Speed is a trademark of Asmodee Group
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-2 TWO-PLAYER VARIANT

In this variant, the word Set means the combined Deck and
Discard Pile belonging to each hand.

Each player’s hand is considered to be a player. Players sit
across from each other. Divide the cards into 4 even Sets (one
Set per hand). Players play in turns, switching between one hand
and the other:

0
« Player A: Right hand @ o I >)(
« Player B: Right hand @ ’ﬁ
* Player A: Left hand ©

« Player B: Left hand @ % 2] 6*

And so forth... If a Duel is triggered, the players must grab the
Totem with the hand they used to flip their card. Take only the
Discard Pile of the hand that participated in the Duel. If a Duel is
triggered between both of one player’s hands, they cannot grab
the Totem.

When an Arrows Pointing Inward card is flipped, it is best to
choose the correct hand for grabbing the Totem (i.e.; the one
having the greatest Discard Pile).

The game ends:

- When both players have got rid of all the cards from one of their
Sets. Then, they count the number of remaining cards. The player
with the fewest cards wins the game; OR

- When one player gets rid of all of their cards from both Sets.

All the other rules remain unchanged.

~® ONE-PLAYER VARIANT

There is none! Find your tribe, get together, and play with the
proper rules.



CLARIFICATIONS
When an Arrows Pointing Outward card is flipped, AND:

* Another Arrows Pointing Outward card is flipped: That
card is resolved as usual unless a Duel is simultaneously
triggered; OR

* An Arrows Pointing Inward card is flipped simul-
taneously to a Duel: The player who grabs the Totem de-
cides on the outcome; the Duel (if that player was involved
in it) or the Special Card; OR

» Multiple Duels occur simultaneously: The player who
grabs the Totem wins their Duel and the other Duels are
canceled.

~* END OF GAME

When a player flips their last card, they stay in play while the other
players keep playing. That player is declared the winner, only after
getting rid of their Discard Pile.

9 CLARIFICATIONS

« If the last flipped card is an Arrows Pointing Inward Special Card
and the player does not grab the Totem, they take all the Discard
Piles (instead of placing them in the Pot). The game resumes.

« If the last flipped card is an Arrows Pointing Outward Special
Card, they win the game.

~® THREE-PLAYER VARIANT

Take the special cards Colored Arrows out of the deck.
When a player flips a card and if each top card of each of the 3
Discard Piles matches the color of the others, the players must

play as if an Arrows Pointing Inward card had been flipped and
grab the Totem.



When a dispute arises about which player grabbed
the Totem first, trying to take it by force is a big no-
no! To determine the winner - the player who has
their hand under another player’s hand is declared
the winner. If the Totem falls off of the table,
the Duel is canceled.

2 SPECIAL CARDS

Special Cards noticeably change the course of Duels.

<9< ARROWS POINTING INWARD

All players must try to grab the Totem. The
player who grabs it first places their Discard Pile
in the Pot. Then, they start a new round.

9 ARROWS POINTING OUTWARD

All players flip their top card simultaneously. A
Duel is triggered when 2 or more cards have
matching shapes. Otherwise, the player who
flipped the Arrows Pointing Outward card starts
the new round.

¥ COLORED ARROWS

As soon as this card appears it is the colors
and not the shapes that trigger Duels, so

it is quite possible that a Duel will start
immediately. The effect of this card ends (i.e.
Duels are once again caused by the shapes)
when a new card is revealed on top of the
Colored Arrows card.




Flip the cards toward the other players, as shown in the illustration
below:

~® DUEL

A duel is triggered when 2 players flip cards with matching shapes
(color is of no importance).

The first of the two players to grab the Totem wins the duel. The
other players cannot take part in the Duel. The defeated player
takes their opponent’s Discard Pile, theirs, and the Pot, if any (see
next page). That player places them facedown at the bottom of
their Deck.

The defeated player starts the new round.

A Duel involving several players may be triggered when a Special
Card (see next page) is flipped. The player who grabs the Totem
first wins the round.

In this case, each loser takes their own Discard Pile while the
winner splits the cards of their Discard Pile and the Pot among the
losers.

As long as a card from a Discard Pile remains visible, it can
trigger a Duel.

ERROR AND PUNISHMENT
A player who grabs the Totem (or knocks it over)
in error must, humbly and without making any fuss,
take the Discard Piles of all the players and the Pot.



A game for 2 to 10 players, for 7 years old and up.

~* CONTENTS

1 Totem, 80 cards, coton bag.

~® JUNGLE'S LAW (Object of the Game)

The first player to get rid of all of their cards wins the game.

~® GAME SETUP

Shuffle the 80 cards and deal them, facedown, as equally as
possible among the players (without looking at them) so that each
player has their own Deck.

Place the Totem in the center of the table, so that all players can
easily reach it.

~® GAME TERMS

In this rulebook, the following words mean:

» DECK: A player’s stack of facedown cards;

» DISCARD PILE: A player’s stack of faceup cards;
 POT: The stack of cards placed under the Totem.

- HOW TO PLAY?

On their turn and proceeding clockwise, each player flips over
the top card of their Deck. On their next turn, they place the
newly flipped card on top of their previous card so as to form their
Discard Pile.

Players may use only one hand to flip their cards; they cannot use
the other hand (except for holding the Deck).



A game by Tom & Yako
Fegbding
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