
CARDS AND RACE LOG
WHAT IS IN THE SET
20 different race cars with no special abilities

20 fixed POSITION cards (1st–20th)

56 OVERTAKE / OVERTAKEN action cards

1 two-sided STARTING GRID / START / FINISH card

RACE DECK

Each move appears equally often in both directions: −1 / +1: 9 cards each; −2 /
+2: 7 each; −3 / +3: 6 each; −4 / +4: 4 each; −5 / +5: 2 each. For a Short Race,
remove all ±4 and ±5 cards.

RACE LOG

Each player may record their calculations on a separate sheet. First check the
car’s actual position, write down the number on the card, work out the new
position, and only then move the car. If another player moves your car between
turns, start your next calculation from its current position on the track.

The Race Log is optional. The cars beneath the fixed POSITION cards always
show the actual order.
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VM RACING
CHALLENGE
Race · Calculate · Overtake
2–4 players · ages 6–8

GOAL

Each player drives a different car. Overtaking moves you toward 1st place;
losing places moves you backward. The race ends when all action cards have
been used. The player whose car is closest to the front wins.

ONE TURN

8 − 2 = 6
You passed two cars: from 8th to 6th place.

CHOOSE YOUR RACE

SHORT RACE 10 cars      1–10      44 cards

GRAND PRIX 20 cars      1–20      56 cards

All cars have equal strength. Children choose by appearance while practicing addition,
subtraction, and ordinal positions.
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GETTING STARTED
1  CHOOSE A RACE AND CARS

For a Short Race, lay out 10 different cars and POSITION cards 1–10. Use action
cards ±1 to ±3 (44 cards). For a Grand Prix, use all 20 cars, POSITION cards
1–20, and the full deck (56 cards).

Each player chooses a different car. The other cars are rivals on the track, but
no one controls them. Shuffle all cars, including the chosen ones, and place
them randomly behind START.

2  SET UP THE STARTING GRID

Arrange the cars from 1st to last place. STARTING GRID shows the layout: 10
cars in one row, or 20 cars in two staggered rows. Put the matching POSITION
card above each car.

POSITION cards stay in place throughout the race. Move only the cars so
children can see which position each car moved from and to.

3  PREPARE THE ACTION CARDS

Shuffle the action cards and put them face down in a shared deck. Use each
card once. Discarded cards do not return to the deck.

WHO GOES FIRST

The player whose car starts closest to 1st place goes first. Players then take
turns clockwise. Each player draws one action card on their turn.
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THE RACE
4  DRAW, CALCULATE, MOVE

On your turn, draw one action card. Green OVERTAKE (−) means you pass cars;
red OVERTAKEN (+) means cars pass you. The event on the card adds to the
race story. Say the calculation aloud and move your car.

Example: You are 8th and draw −2. Calculate 8 − 2 = 6. Put your car in 6th
place; the former 6th and 7th cars move to 7th and 8th. If you draw +3 while
6th, calculate 6 + 3 = 9.

TRACK LIMITS

You cannot move ahead of 1st or behind the last car (10th or 20th). Move only
as far as the available places allow, and say the calculation for your actual
move.

For example, from 2nd place with a −4 card, you can pass only one car: 2 − 1 =
1. If you draw another negative card while 1st, you stay there: 1 − 0 = 1.

WHEN OTHER CARS CHANGE PLACES

Move your car to its new POSITION card. Shift each car you pass by one place.
The POSITION cards above the track never move, even when the cars beneath
them change.

5  FINISH THE RACE

The race ends when the action deck is empty. Discard used cards; do not reshuffle
them. The player’s car in the best position wins. Two cars cannot occupy the same
place.
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