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GAME 01: Punch Buggy Blue!

GAME 02: WHERE's Blue beetle?

GAME 03: Beetle Racing!
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GOAL:
Collect the most blue beetle cards.

In case of a tie, whoever has the most car cards 
wins.
If the tie persists, the victory is shared

Game 01: Punch Buggy Blue!

2-10
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SETUP



04 - Without looking at the
cards, players form a draw pile 
with the received cards in front of 

them.

05 - From now on, players must
choose a hand to use throughout 

the game.

06 - When it is not your turn, the
player must keep his hand still on 
top of his draw pile. 

  Who starts?
  Play all the blue beetle 
meeples numbered from 1 
to 10 on the table, 
whoever finds the meeple 
with number 1 is the first 
player and will be 
identified as number 1.

proceed to game rules 01

back to game rules 02

setup:
01 - Separate the 10 BLUE BEETlE
cards with the symbol   .

NOTE: Every game must always have 
10 BLUE BEETlE cards + car cards as 
follows:

2-4 :  + 30 cars
5 :      + 40 cars
6-10: + 50 cars

02 - Shuffle the BLUE BEETlE
cards with the other cars. 
Note: Any remaining car cards 
must go in the box. 

03 - Distribute the cards among
the players as follows:

               2: 20 cards each
3-6: 10 cards each
7: 8 cards each
8: 7 cards each
9: 6 cards each
10: 6 cards each



Now from left to right the 
players will be identified with 
the next numbers (2,3,4...), until 
you reach the last player without 
a number. 

NOTE: If there are more BLUE

BEETlE meeples than the 

number of players, the 
meeples return to the game box.

Now that everyone has defined 
their numbers, place the BLUE 
BEETlE meeples spread out in the 
center of the table with the 
numbers facing up.

The game preparation remains 
the same, but now after 
separating the 10 BLUE BEETlE 
cards + car cards, you must 
replace 5 cars with Colorful 
Beetles. Also, place all 5 
Colorful Beetles meeples on 
the table along with the BLUE 
BEETlE meeples.

Colorful
Beetles

Let's 
Play !

01 - The first player turns over

the top card of their draw pile, it 
is very important that this card is 
revealed to all players at the 
same time.
Is it a blue Beetle? NO! Phew!

02 - The next player identified

with the number 02 reveals his 
card.
Is it a Blue beetle? YES! All 
players must try to catch the 
meeple corresponding to the 
player who revealed the Blue 
Beetle, in this case number 2!

03 - The player who is the fastest to
catch Beetle Blue's meeple takes the 
BLUE BEETlE card + the other cars 
cards that were played that round 

as points.



04 - The player to the left of the
last player to reveal the BLUE 
BEETlE restarts the game. NOTE: 
The game continues in this way, 
until the last card is revealed. In 
the next game, the first player is 
the champion of the last round.

Let´s Play 
with the 
colorful 
beetles

The game continues in the 
same way, when a BLUE BEETlE 
card is revealed, players 
must try to capture the 
BLUE BEETlE meeple 
corresponding to the 
player who revealed the 
BLUE BEETlE card! However, 
now we have Colorful 
Beetles! When a Colorful 
Beetle card is 

revealed, players must try to 
catch the corresponding 
colorful beetle's meeple. By 
being the first to catch the 
colorful beetle, the player has 
just gained a power. Each 
colorful beetle adds an 

advantage to players. Unlike 
blue beetle, when the player picks 
up the colorful beetle, the 
other cars cards remain on the 
table for the next round.

black Beetle
When activated, it allows the 
player to look at their card 
before revealing it to everyone 
at the table! (Shout punch 
Buggy Black!!! Before activating 
the power) (You can use this 
power once and only when 
revealing YOUR CARD!) . After 
using Black Beetle, turn the 
card face down and place 
Beetle Black's meeple on top. 
The game continues with the 

next player.



yellow beetle
Yellow Beetle allows you to play 
with both hands until the end of 
the game! When you catch the 
Yellow Beetle, the power is 
already activated! The game 
continues with the next player. 
(You can use this power until the 
end of the game!) While you have 
Yellow Beetle's power, leave the 
card face up with Yellow Beetle's 
meeple on top of the card. 

REd beetle!
When activated, it allows the 
player to choose any Blue 
Beetle from another player 
and place it in their garage! 
Shout punch Buggy Red to 
activate the power, the game 
stops and you take another 
player's Blue Beetle immediately 
with all the cars to your 
garage. 

Green BEETLE
When activated, it allows the 
player to stop time! Before 
you or a player reveals the 
card activate Green BEETLE 
(yelling Punch Buggy Green!), 
you will make the next move 
alone (reveal a card from 
yourself or a player at the 
table). If another Beetle 
appears, lucky you, time has 
stopped and the Beetle is all 
yours. If no other Beetle 
appears, time has stopped, but 
the power has run out and 
the game continues. (You can 
use this power once, at any 

time by SCREAMING Punch Buggy 
Green!). After using
the Green BEETLE, turn the 
card face down and place 
the Beetle Green meeple on 
top. The game continues with 
the next player.



(You can use this power once, at 
any time by SCREAMING punch 
Buggy Red!) After using Red Beetle, 
turn the card face down and place 
the Red Beetle meeple on top. The 
game continues with the next 

player.

White Beetle!
The player who owns the White 
Beetle has the power to cause 
chaos at the table! Before 
revealing their card by shouting 
“punch Buggy White!”, all players 
reveal
their cards at the same time from 
a count of 3...2...1 performed by the 
player who has the White Beetle. 
After everyone reveals the cards, 
you can pick up the corresponding 
Beetles for each player or color.
(You can use this power once and 
only when revealing YOUR LETTER!). 
After using the White Beetle, turn 
the card face down and place the 
White Beetle meeple on top. The 
game continues with the same 
player who activated the White 
Beetle.

for two
players

The rule for two players is the 
same, the only difference is that one 
player will be identified with the 
numbers 1 and 3, while his opponent 
will be identified with the numbers 2 
and 4.
Each person will be responsible for 
two piles of purchases.

It's just the beginning! Now all 
players must give a name and 
gesture to the Blue Beetle meeple 
corresponding to their number. 
Whenever a player catches the 
correct meeple, they must say the 
correct name and make the 
gesture corresponding to the 
meeple that was collected.

It's easy, 
I'm the king 
of punch 

buggy blue!



Game 02

see tutorial video

If the player makes a mistake, the 
Blue Beetle becomes a negative 
point (turn the cards face down).

Return to index

@esportenamesa

Additionally, you can 
shuffle the order of 
numbers between players.

Do you want to “bug” the 
game more?

Feel free and share with us!

@esportenamesa

https://www.youtube.com/watch?v=3wz9feLd59Y
https://www.tiktok.com/@esportenamesa?is_from_webapp=1&sender_device=pc
https://www.instagram.com/esportenamesa?utm_source=ig_web_button_share_sheet&igsh=ZDNlZDc0MzIxNw==


GOAL:
Get the highest score possible

at the end of 3 matches.

Try to go as far as possible without stopping in a Blue 
Beetle. Found a Blue Beetle? I am really sorry!

You must take it to the Car workshop.

game 02: WHERE's Blue beetle?

1-10

return to index

SETUP



01 - Separate the 10 Blue Beetle cards with this symbol.  

02 - Make 10 sets of 4 cards with

1 Blue Beetle + 3 car cards.

03 - Distribute the sets of cards
on the table as follows:

NOTE: Players continue with the same Blue Beetle meeple from game 1. 
The first player is the winner of “Game 1 - punch Buggy Blue!”. If they 
have not played game 1, repeat the same process as game 1 to define 
the first player. 

setup :

proceed to rules

click to see the draw process

04 - The first player takes the Driver's Card 
that identifies the first player.



Colorful beetles 
setup

Phase 1 of preparation remains the same.
01 - Separate the 10 Blue Beetle cards with this symbol:

In phase 02, the preparation changes, for the first five sets of cards 
the configuration is as follows: Blue Beetle + 1 Colorful Beetle + 2 Car 

Cards. Also the Colorful Beetles must be placed in this order:

Set 1 - (1 Blue Beetle + 1 Black Beetle + 2 Car Cards) 

Set 2 - (1 Blue Beetle + 1 Green Beetle + 2 Car Cards) 

Set 3 - (1 Blue Beetle + 1 Yellow Beetle + 2 Car Cards) 

Set 4 - (1 Blue Beetle + 1 red Beetle + 2 Car Cards) 

Set 5 - (1 Blue Beetle + 1 White Beetle + 2 Car Cards)

From Set 6 onwards, it continues with the same configuration as the 

base game.

Phase 03 continues as the base game, but respecting the order of the 
sets from phase 02. Additionally, place the Colorful Beetle meeples 

next to their corresponding set.



02 - After all players choose
their cards to walk, they are 

revealed.
Is the revealed card a blue beetle? 

No! phew!
Do you decide to stop and stick with 
the column score or move on and 

get more points?

04 - Is the revealed card a

Blue Beetle? Yes!
You lose all points for that 
match immediately. 

NEXT

Rules :

Example of the first round with 5 players. Players decide which 
card to go with their blue beetle.

01 - Starting with the first player, everyone must place their blue
beetle meeple in front of or on top of one of the 4 cards from the first 

set.
note: You can follow other players, but look at the details when 

revealing cards.

01 Pt. 02 Pt. 03 Pt. 04 Pt. 05 Pt. 06 Pt. 07 Pt. 08 Pt. 09 Pt. 10 Pt.

2 E 4

3

5

1

ATTENTION!! If a player has
found a blue beetle card and has 
players following him, that 
player gains 1 point for each 
player behind him.
If there are no players following, 
the round score is zero.



next

Rules :

Players 2 and 4 they met the Blue Beetle, both are left out of the next 
round and only return in the next match.

Player 2 he gains 1 point, as there is a player following him (player 4). 
Player 4, he gets 0 points, as there is no other player following him.

PLayers 1, 3 e 5 they decide to keep 1 point or move on to get more 
points in that match.

Example of solving the first
round with 5 players.

01 Pt. 02 Pt. 03 Pt. 04 Pt. 05 Pt. 06 Pt. 07 Pt. 08 Pt. 09 Pt. 10 Pt.

5 - Once the first round is over,
the driver's card goes to the 
next available player on the 
left and a new round begins, 
now worth 2 points. The match 
score corresponds to the points 
in the column in which the 
player decides to stop. 

Remembering that if the player 
has found a blue beetle card and 
has players following that 
player, he gains 1 point for each 
player on the same card that is 
following him, if there are no 
players following him, the score is 
zero.

2 E 4

3

5

1



nexT

Rules :
Let's follow this example from 
the 1st game until the end, so the 
score is as follows:

- player 2 ( 1 POINT): Returns in
the 2nd and 3rd match
- PLAYER 4 (0 points): Returns in
the 2nd and 3rd matches
- plAYERS 1, 3 AND 5: They
decide whether they want to
get 1 point or risk getting 2
points.

SECOND
ROUND :

The second round continues in the 
same way as the first, but now the 
round starts from the second 
column. Additionally, players can 
decide to keep 1 point and leave the 
match or risk gaining 2 points by 
choosing a new card and remaining 
in the match.

01 Pt. 02 Pt. 03 Pt. 04 Pt. 05 Pt. 06 Pt. 07 Pt. 08 Pt. 09 Pt. 10 Pt.

5

1

Example from the beginning of round 2. So at this point players 2 and 4 are 
already out of the match, player 3 decided not to try for any more points 

and to withdraw from the round and the match with 1 point. 

- PLAYER 2 (1 point): Returns in
the 2nd and 3rd match. Found 
blue beetle in the first round 
with a follower
- PLAYER 4 (0 points): Returns in
the 2nd and 3rd matches. Found 
blue beetle in the first round 
with no followers

- PLAYER 3 (1 point): Returns in the
2nd and 3rd matches. He decided to 
secure 1 point and withdraw from 
the match. Didn't find the BLUE 
BEETLE
- PLAYERS 1 AND 5:
They decide to stay in the match 
and risk winning 2 points

LET'S UPDATE THE SCORE:



next

RULES:

Now player 1 decides to start 
more rounds to risk gaining more 
points or losing all points when 
encountering a blue beetle.

Remembering that whoever has 
the most points at the end of 3 
matches wins!

In this moment of tension, player 1 
will then decide on a more 
conservative strategy and keep 
his 2 points.

Game one ends at this point and we 
update the game score:
- player 2 (1 point):         Returns                         in                            t  he
2nd                                   and                                            3rd                                match.es

01 Pt. 02 Pt. 03 Pt. 04 Pt. 05 Pt. 06 Pt. 07 Pt. 08 Pt. 09 Pt. 10 Pt.

1

5

Example of round 2 resolution. At this point, players 2 and 4 are already 
out of the match, player 3 decided not to try for more points and 

withdraws from the round with 1 point. Player 5 found the BLUE BEETLE and 
immediately loses all points from that match. Player 1 must decide 

between keeping 2 points or taking a risk and trying for 3 points.

Found the blue beetle in the first 
round with a follower

- player 4 (0 points):
Returns in the 2nd and 3rd game.

Found Blue Beetle in the first round 
with no followers

- player 3 (1 point):
Returns in the 2nd and 3rd 
matches. He decided to secure 1 
point and withdraw from the 
match. Didn't find the blue beetle
- player 1 (2 points):
He decided to secure 2 points and 
withdraw from the match. Didn't 
find the blue beetle
- player 5 (0 points): Found blue
beetle in the second round with no 
followers.



Rules :
End of the first macth!
The game continues, the winner
is decided at the end of 3 
matches.

All players start match 2 with 
the score from match 1.

In the same way, match 3 will 
start with the sum of matches 1 
and 2.

match 1
Player 1: 2 points
Player 2: 1 point
Player 3: 1 point
Player 4: 0 points
Player 5: 0 points

match 2
(sum of match 1 + result of 
match 2)
Player 1: (2 + 2) = 4 points
Player 2: (1 + 2) = 3 points

Example of final score. At the end of 3 matches, player 4 is the 
big winner, adding up the scores from matches 1, 2 and 3!

Now the first player is the last to 
leave the previous match.
If there is more than one player in 
this situation, the one with the 
driver's card goes.

After finishing the 3 matches, let's 
move on to the final score.

Player 3: (1 + 2) = 3 points
Player 4: (0 + 1) = 1 point
Player 5: (0 + 5) = 5 points

final match 3
(sum of matches 1 and 2 + 
result of match 3)
Player 1: (4+1) = 5 points
Player 2: (3+2) = 5 points
Player 3: (3 +4) = 7 points
Player 4: (1+8) = 9 points 
Player 5: (5+3) = 8 points

see game 03watch video tutorial

Return to index

https://www.youtube.com/watch?v=3wz9feLd59Y


Let's Play with 
Colorful Fucas!

The game continues in the same way, when a player finds the Blue Beetle 
they must take it to the mechanic. However, if you find a Colorful 
Beetle, don't be sad! In addition to continuing in the game, Colorful 
Beetle releases powers! 

black beetle
When    activated, it    allows      the    player    to     look     at     a     card    on   the    clue 
before       the      pick     phase     and    the     card      reveal       phase!     Thus, the      player     
on       his turn      can       look     at     a     card       before     moving     with    it     your   blue 
beetle      meeple    (Shout punch   BUGGY    BLACK!!! Before activating the power). 
you    can    only     use    this   power      once    IN THE MATCH).    After    using    Black 
Beetle      or    at    the    end     of     the      match,    place      the     black     beetle     meeple    
next    to    its     corresponding    card.  The    match   continues     with     the     next      
player.

green beetle
When activated, it allows the player to go back in time. When the 
player finds a blue beetle, they can go back in time and choose 
another place on the track (by shouting punch BUGGY GREEN!). Note: If 
there are other players on the same blue beetle card and you decide 
to travel through time, all players travel with you! Opening a 

temporal vortex has its costs lol.



(You can only use this power once IN THE MATCH). After using the green 
beetle or at the end of the game, place the green beetle meeple next to 
its corresponding set. The game continues with the next player.

yellow beetle
The yellow beetle allows you to drive two beetles around the track 
until the end of the match! From the next round onwards you use the 
meeples of your blue beetle and yellow beetle. When you pick up 
Yellow, the power is already activated. The match continues with the 
next player. (You can use both Beetles until the end of the game or until 

they are eliminated!)

red beetle!
When activated, it allows the player to skip a set of cards and only play 
on the next round! Shout punch buggy red to activate the power, at that 
time the player's blue beetle moves directly to the next set and waits 
for the next round.  (You can use this power once IN THE GAME, on your 
turn before choosing a card to ride on the punch BUGGY RED track!) After 
using RED BEETLE or at the end of the game, place the RED BEETLE meeple 
next to yours. corresponding set. The game continues with the next 
player.



WHITE BEETLE!
The player who owns the WHITE BEETLE continues to cause chaos at the 
table! After deciding where to walk on the track and before the card 
reveal phase, the player activates the WHITE BEETlE. 

When the white beetle is activated, all beetle must follow the blue 
beetle of the Player who activated the white beetle's power REGARDLESS 
OF THE TURN ORDER. (You can only use this power once IN THE MATCH). After 
using the white beetle or at the end of the game, place the white beetle's 
meeple next to its corresponding set. After the white beetle is activated, 
the card reveal phase automatically begins. Note: If the player who has 
the power of the white beetle in the round finds the blue beetle card, he 
wins the point of everyone who is following him according to the base 
game rule.

Suggestion:
When playing a game between children and adults, use the base game 
setup for rules 1 and 2 without the colorful beetles cards and meeples. 
After preparing the base game, separate the cards/meeples from the 
colorfu beetle and distribute them among the children, so the children 
start the game with powers. The rules for powers remain the same!



   goal :
In the Beetle racing race Your objective is to 

make your Blue Beetle cross the finish line or 
go further than your opponents' Beetles!

GAME 03: Beetle Racing!

2-5

return to index

setup



01 - Set aside 10 cards of the same car (with the same
symbol), except Blue Beetle with this symbol 

02 - Now shuffle these 10 cards from the same car and
distribute them on the table.

03 - Place the players' meeples in front of the first card.
Example:

proceed to rules

    setup :

3
2
1

This sequence of cards from the same car will serve as a race 
track during the match and to determine the SUPER TRUMP from 

the second round onwards.
NOTE: Blue Beetle will never be Super Trump!

04 - With the remaining cards,
distribute 10 cards to each player 
and the first player card (Driver). 
The first player is the one who 
won the last game or caught the 
highest number of meeple after 
drawing.

Let's go!
In the first round we only have 
the trump card, which are the 

Blue Beetle cards with this 
symbol      , until the end of 
the game these cards will be a 
trump card and whenever the 
Blue Beetle card is played you 
must swap two cards on the 
track. 

Whoever has the card with 
the highest value wins the 
round:
Blue Beetle trump > 10 > 9 > 8> 7 > 6 > 
5 > 4 > 3 > 2 > 1 



01 - The winner of the round always advances one card on the track. 
02 - If there are more players tied with

the card with the highest value, everyone advances one card.

03 - Players must place their cards
in the following way:

Rules :

Example of the first round with 3 players.
In this round no trumps were played, so the player with the 
highest card wins, in this case it was player 3.
The cards remain on the table and only player 3's car 
advances

From that moment on, the first round ends, player 3 is winning the 
race. The first player card is passed from left to right.

let's go to the 
second round!

player 1 card 

player 2 card 

player 3 card

3
2
1

player 1 card  

player 2 card 

player 3 card

3

2
1

NEXT



From the second round onwards 
we have another action that can 
move the car on the track, in 
addition we will have the SUPER 
TRUmp!

The other action that allows your 
car to move on the track is to 
combine a card from your hand 
with a card already played in the 

previous round. 

These cards must be from 
the same car (represented 
with the same symbol).

Rules :

Example of trump cards at the beginning of the second round. At 
this moment, the SUPER TRUMP are all cards numbered 3, followed by 

the Blue Beetle cards and all other cards of higher value:
3 is a super trump > Blue Beetle trump > i0 > 9 > 8 > 7 > 6 > 5 > 4 > 2 > 1

player 1 card  

player 2 card 

player 3 card

3

2
1

next

From this round onwards, the 
SUPER TRUmp are all cards with 
the same number occupied by 
the meeple that is in 1st place 
on the track. Soon 
afterwards the Blue Beetle 
and then all cards of higher 
value.

NOTE: Blue Beetle will never be 
Super Trump! From the second 
round onwards, cards can be 
placed next to any car.

Now that we know the trump values before the second 
round, we can start with the player who has the driver's 
card



Whenever you combine identical 
cars (equal symbols) you 
immediately advance on the 
track. The resolution of the 
round and the definition of the 
winner only happens when all 
players place their cards on the 
table, always next to any card 
available from the previous 
round. When playing the Blue 
Beetle card, the player must 

change two cards on the track.

RegRas:

Example of round 2 resolution. In this round, player 2 started by 
combining two cars with the same suits, so he immediately advanced 
one card on the track.
Next, player 3 played SUPER TRUMP 3, and was winning the round until 
player 1 placed the Blue Beetle card, when player 1 placed the Blue 
Beetle card, he changed the SUPER TRUMP place and changed the order 
card values:

from: super trump 3 > Blue Beetle trump > i0 > 9 > 8 > 7 > 6 > 5 > 4 > 2 > 1 
to: super trump 5 > Blue Beetle trump > i0 > 9 > 8 > 7 > 6 > 4 > 3 > 2 > 1

With this change, the SUPER TRUMP changes and player 1 wins this 
round and advances one card on the track.

To recap: 

player 2 card  

player 3 card 

player 1 card

3
2

1

next

In the example above, when 
playing the Blue Beetle card, 
player 1 decided to swap cards 5 
and 3 on the track. And finally, 
SUPER TRUMP is always defined by 
the position of the Blue Beetle 
meeple that is first on the track.



rules :
Now let's move on to the beginning of the third round, remembering that 

the SUPER TRUMP can change at any time with the leader advancing his Blue 
Beetle to a new card or with a Blue Beetle card played in the round, thus 

allowing the cards to be exchanged in the round. track.

Example of
round 3 resolution.

player 1 card  
player 3 card 
player 2 card

32 1

Finally, player 2 ends the round, 
as he did not combine the cars, he 
does not advance. After everyone 
plays their cards we will resolve 
the trump cards and round 3.
The race leaders were on card 
number 1, so the trump card was 
changed:

from: SUPER TRUmp 5 > Blue Beetle trump > 10 > 9 > 8 > 7 > 6 >  4 > 3 > 2 > 1 
to: SUPER TRUmp 1 >  Blue Beetle trump  > 10 > 9 > 8 > 7 > 6 > 5 > 4 > 3 > 2

In this round, player 3 
started the round by 
combining two cars with the 
same suits, so he immediately 
advanced one card on the 
track, going to card 1.
Next, player 1 combined a 
card and advanced one card 
on the track immediately, 
also going to card 1.

Therefore, at the end of the round, player 3 is the winner and 
advances one more card, going to card 10, at that moment when he 

advances, as he is the leader, the SUPER TRUMP already moves 
immediately to the next round.

from: SUPER TRUmp 1 >  Blue Beetle trump  > 10 > 9 > 8 > 7 > 6 > 5 > 4 > 3 > 2) 
to: SUPER TRUmp 10 >  Blue Beetle trump  9 > 8 > 7 > 6 > 5 > 4 > 3 > 2 > 1 )



The game continues until one 
player advances far enough to 
leave the track or until all 
players have run out of cards.

Therefore, the great Beetle 
Racing champion is the first 
player to leave the track at 
the end of any round or the 
player who advances the 
furthest on the track until the 
cards run out.

In case of ties, the grand 
champion is the first player to 
the left of the first player 
card (or the victory can be 
shared by the players who 
reached the furthest).

Were you not satisfied with the 
tiebreaker criteria? Start game 
1, go through game 2 and finish 
in game 3 again. The player who 
has the most wins in all games 
is the winner lol. 

next

2 players
variant

Beetle racing rules apply with 
the following changes:

01 - You play with another
player “The pilot”. The pilot sits 
at the table like
a third player. So he is like a 
“real” person who takes turns 
with you.

02 - When preparing the game
for “The Pilot”, shuffle all 10 
cards and form a draw pile, 
with all cards face down. 

03 - On the driver's turn, take
a card from the top of your pile 
and position the card as close 
to the track as possible (on the 
bottom row).

04 - Like you “The driver” 
walks around the track 
with his Blue Beetle and 
advances in the same way, 
combining suits and winning 
the round.

rules :
Finishing



05 - The only difference to “The Pilot” is when playing the Blue
Beetle. When the Driver plays the Blue Beetle trump card, he plays 
the game normally with the Blue Beetle trump card. However, no 
card is moved on the track to change the Super Trump card. 

rules :

six players       
variant

01 - For 6 players, do the same preparation, the only 
difference is in the distribution of cards.

02 - Each player receives 8 cards and two are left out 
of the game.

COLORFUL beetles
The beetle racing rules remain the same, the only difference now is 
that we will color our race with Colorful Beetles! Furthermore, the 
cards will be used to mark the place where each player places their 
card on the table. 

How it works:
Each player chooses their meeple according to their favorite 
color, we have Colorful Beetles for everyone including Blue 
Beetle and their road partners Colorful Fucas! (Black beetle, 
green beetle, yellow beetle, red beetle and white beetle). 
After all players choose their favorite color and position 
their meeples at the start of the race, everyone takes the 
Beetle card corresponding to the color of their Beetle (With 
the exception of Blue Beetle, in this case Blue Beetle can use 
a Blue Beetle meeple instead of the card) 
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With the cards in hand and the Beetles Positioned, the game 
starts normally. In the first round, when allocating his first 
card in the trick, the player will place the Colored Beetle 
card corresponding to his color or the Blue Beetle meeple 
next to it. At the end of the trick, we can identify through the 
Colored beetles cards the result of the trick and which 
beetles are walking around the track. In the same way, 
players continue on to the next round, always identifying 
which card was allocated with the Colored Beetle card 
corresponding to their color or the Blue Beetle meeple. If 
players find it easy to identify the result of the trick, they 
can only use colored meeples and continue with the base 
game rules.

Follow the official videos with the rules/gameplay in the links 
below and be sure to get in touch with the sport at the table,

We answer your questions with online monitoring:

https://www.youtube.com/watch?v=3wz9feLd59Y
https://www.tiktok.com/@esportenamesa?is_from_webapp=1&sender_device=pc
https://www.instagram.com/esportenamesa?utm_source=ig_web_button_share_sheet&igsh=ZDNlZDc0MzIxNw==
http://esportenamesa.com/
https://linktr.ee/planetafantasmaestudio



