TURBO
The player who is first to reach the three goals, Het Museum-The Museum, Het Strand-The Beach 
and Rondje Ijsselmeer-Round trip IJsselmeer are winner. 
The museum is 12 km for this you collect 4 cards of 3 km. 
The beach is  20 km and you collect 4 cards of 5 km. 
The Round trip IJsselmeer is 300 km and you collect 6 cards of 50 km. 

There are Bicycle cards (TURBO ..., ACCU LEEG (EMPTY BATTERY)  and ACCU OPGELADEN (BATTERY CHARGED), 
Stage cards to reach the target (3 km, 5 km and 50 km), 
Obstacle cards (OVERNACHTEN-stay over, FLITS-FLASH, LEKKE BAND-Flat tire) with which you can frustrate your opponent and 
Recovery cards (DIGITAAL BETALEN-DIGITAL PAYMENT, BANDEN PLAKKEN-FIX TIRES) with which you solve the problem of an Obstacle card. 
The cards are shuffled well and each player receives 5 cards. The remaining cards go into the pot. In turn, a player takes a card from the pot and places 1 of his 6 cards face up on the table. You have 3 options: 
1. one of your own stacks 
2. another players stack 
3. in the discard pile next to the pot. 
After each turn you have 5 cards in your hands again.

You must have a "TURBO" and a "BATTERY Empty" or "BATTERY Charged" card before you can play a Stage card. You may only play the "50 km" Stage card if you have a "CHARGED" card. With an 'BATTERY EMPTY' card you can cycle 3 or 5 km but not 50 km. 

To bully an opponent, place an obstacle card on a 'TURBO' card, on an obstacle card the opponent must place an appropriate recovery card and another 'TURBO' card before he can play a Trip card. You can also bully your opponent by placing an 'empty battery' card on a 'charged battery' card. 

During the game, each player keeps track of his own situation by eventually placing the cards in 5 piles open in front of him on the table: 
1 'TURBO', Obstacle and Recovery cards,       
2 'BATTERY EMPTY' and 'BATTERY CHARGED', 
3 Museum stage cards, 
4 Beach stage cards, 
5 Stage cards Round IJsselmeer.

The pot is refilled with cards that are discarded and with the cards that are placed under the top card of piles 1 and 2, shuffle well!

