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Quedula
 Querdurchsland (Overland)
Game instructions
Number of players: 2-6

Age:  From 7 years

The aim of the game is to go through a course by throwing a marker from one checkpoint to the other to finish first.
Playing the game:
First, the players all agree on the distance to cover, including the start, checkpoints and finish line. Take the yellow line and stick it in the ground (or just lay it down) to set up the starting line.  

Place the yellow course markers at whatever distances you like and thereby determine the direction the players are to go: 

If the yellow topped side is pointing right, you have to pass it on the right, if it is pointing to the left, you have to pass it on the left.

By doing so, you can set up a straight, curvy or even a wild zigzag course.

Now set up the red Finish marker, it's the last one that has to be thrown and hit to win the game!

The total distance can be 10 meters or even 1,000 meters, it's entirely up to the players.
How to play:
Each player receives two throwing sticks and a colored marker of the same color.

The first thrower now takes the red throwing mark and throws it as far as he wants in the direction he wants to go, sets it up and must now directly

try to hit it with both of his throwing sticks. 
At this point there are the following possibilities:

The first throw is a hit, the player puts his colored marker on the spot where the red

tip is pointing. From that point the player can make a second throw and move his colored marker there if he gets another hit. Now it's the second player's turn. (See player 1 drawing).
If the first throw misses, then the player immediately makes another throw, and if he gets a hit, he then moves his own colored marker to that particular spot, just as the previous player did with his throws. If the second throw is also a miss, the player stays at the starting line and it's the next player's turn.
There are always only two throws each turn, and by throwing the red throwing mark a player decides for himself whether to try to take bigger or smaller, safer steps in moving toward the finish line.
When the first player is finished, he takes the next red throwing mark and throws it like the first one. 

Each players own colored marker always marks the new point to throw from.
If a player has now reached the final course marker (A), he or she must now decide whether try to hit the red Finish marker (C) directly, or to keep getting closer with the throwing mark (B). Whatever the choice, the Finish marker must fall in order to win.

If a player has hit the Finish marker, of course all those who are still after him get a turn just as well to try their last throw to win the game.
Game tips:

Before beginning the game, decide whether the throwing mark (B) must be knocked down (for pros), or whether it's enough to just touch it.
When setting up the course, make sure that the next course marker (A) is visible. It's best to set it up where it's possible to go around the corner.
The route can be set up in every imaginable way. Trees, hedges, chairs, benches...even cars (!) needn't be obstacles. Through the forest, the city park, the playground, on the beach...it's all good!

Whatever the course, the important thing is knocking down that last red Finish line marker.
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