
  

Critèrium de Figueres 
A game by Oriol Comas and Anki Toner for 3 to 5 players aged 9 or more. 
 
A cycling criterium is a short bicycle race often run on closed-off city centre streets. Criteriums are 
traditionally associated with village fairs,  when a bike race is another attraction. In Critèrium de Figueres  
the players race to be the first to complete one lap around the worldwide famous Rambla de Figueres. The 
fastest rider will be he who gets more help from the other players, but of course he will have been helping 
them in exchange. 
 
Game material 
 

6 cyclists  
53 cards: 

6 decks of 7 cards numbered 0-6, in colors matching the riders’. 
1 deck of  9 black “water bottle” cards, numbered 1-3 (three cards of each number) 

1 game board 
 
Rules for 4 players 
 
Preparation: Each player chooses a colour and takes the matching deck of cards. The two remaining 
riders (for instance, grey and orange) will be “neutral” and their decks will be shuffled separately and placed 
face down on the center of the board. The six riders are placed at random on the starting square (Museu De 
la Joguina de Figueres). “Water bottle” cards are shuffled and placed face down near square 15. 
 
Game turn: In each turn, players show simultaneously one card. At the same time, the topmost card of 
the neutral riders ( grey and orange) is also shown. Three things can happen: 
 
a) All cyclists (including neutrals) play a card with a different number. Each cyclist advances the number 
shown on his card. 
b) Two or more cyclists (including neutrals) play a card with the same number (this number not being 0). 
These cyclists advance the number shown on the card plus one additional square for each card showing that 
number, including his own card. (Example, if three cyclist play card 4, each of them advances 7 squares). 
c) Two or more cyclists (including neutrals) play card with number 0. Nobody moves in this turn. 
 
In a given turn, cyclists advance starting by the head of the race. If there are two or more riders in one 
square, the leftmost moves first. Cyclists arriving into a square place themselves as far left as possible.. 
 
Played cards are left in front of the players, face up, so everybody can see all cards that have been played. 
 
Special squares:  
 
Refreshment (Square 15): Once in the game, cyclists take an extra card from the “water bottle” deck. This 
happens when cyclists reach or go past square 15. This card is added to their hand and can be played at 
any moment. When a neutral cyclist reaches or goes past square 15, the water bottle card is added to his 
face down deck (and the deck is resshuffled) 
 
Sprint Bonus (square 21) After the turn in which the first cyclist(s) reach or go further than square 21, the 
cyclist(s) leading the race advance one extra square . 

 
End of the race: The race ends as soon as one cyclist reaches the finishing line (after square 32). The first 
cyclist to go past the line wins the race . If after eight turns (seven cars in the initial deck plus one 
refreshment card) not one cyclist has reached the finisging line, the race is won by the most advanced cyclist 
(or, in case of a tie, by the leftmost rider between the most advanced). 
 
Rules for 3 players 
Only 5 cyclists take part in the race. Two of them are neutral.  
 
Rules for 5 players 
Only one cyclist is neutral. 


