
 ♦ 100 Cards (92 Action Cards, 8 Weather Cards)

 ♦ 12 Wooden Planes

 ♦ 1 game board composed of 4 pieces of Runway

 ♦ 4 Hangar Cards (player markers)

 ♦ Illustrated Rules

The first player to have their 3 planes takeoff 
wins the game.

Object of the game:

Set-up:

Components:

 ♦ Assemble the game board and place it in the center of the table.
 ♦ Shuffle the pile of Weather Cards and place them facedown, next to the game board.
 ♦ Shuffle the Action Cards and place them facedown in the box, within reach of the 
players. 

 ♦ Each player then takes the following set of components:

 ○ One Hangar Card
 ○ 3 planes (of the same color,           
1 small, 1 medium, and 1 large) 
which are placed on top of the 
player’s Hangar.

 ○ 6 Action Cards drawn from the 
top of the deck 

The youngest player takes the first 
turn, and the game proceeds 
in a clockwise direction.

Set up for a 4 player game

Discard area
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 ♦ When the player plays 1, 2, or 3 identical cards he shows them, advances his plane on the runway (based 
on the letter on the cards he played), and then discards those cards. 

 ♦ If he played a D card (or cards), then he must draw the top card from the Weather Cards deck to determine 
if he can advance his plane on his turn (see WEATHER).

 ♦ The Lucky Captain Cards are treated as Wild Cards that can replace any of the A, B, C or D cards. 

On his turn, the active player must either Discard Cards (1, 2 or 3 cards from his hand) OR Take an Action 
(explained below). He then draws enough cards to refill his hand back to six. Then it is the next player’s turn.

Take an Action:
The player takes ONE of the following actions:

 Ó ADVANCE - he navigates one of his planes, using between 
1 and 3 of the following cards: A, B, C, D, Lucky Captain. 

 ♦ The planes always move in the following order: from the 
Hangar to A, then B, then C, then D (1 letter at a time).

 ♦ In order to advance his plane down the runway, the player 
must play enough identical cards based on the size of the 
plane he wishes to move:

 ○ Small plane: 1 Card
 ○ Medium plane: 2 Cards
 ○ Large plane: 3 Cards

Playing the game:
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 Ó DELAY - he delays one of his opponent’s plane using one Delay Card:
 ♦ The player can play a Delay Card only on a plane that is currently on the B or C sections 
of the runway.

 ♦ When a player plays a Delay Card, he chooses one of his opponent’s planes that 
he wishes to affect. His opponent then has the option to immediately play a Lucky 
Captain Card which will cancel the effect of the Delay Card. If he does this, the Lucky 
Captain and Delay Cards are discarded with no effect. If not, then the chosen plane is 
moved back one space (B->A - C->B). 
Note : The player who played the Lucky Captain Card does not draw back up to 6 cards 
until the end of his next turn.

After the active player takes his action (or discards his cards), he then draws enough cards to refill his hand to 
6 cards and passes the turn to the next player.

WEATHER:
Weather determines whether a plane will be clear for takeoff, based on the weather card drawn and the size 
of the plane trying to takeoff.

 Ó CLEAR SKIES: All planes are clear for takeoff.
 Ó CROSSWIND: A small plane is NOT clear for takeoff.
 Ó FOG: A medium plane is NOT clear for takeoff.
 Ó SNOW: A large plane is NOT clear for takeoff.

When a player attempts to have one of his planes takeoff, he must first verify that the weather will permit his 
plane to do so. He reveals the top card of the Weather and then follows the rules of the revealed card.
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 ○ If the plane is NOT clear for takeoff: the player discards the D card(s) he played with no effect and 
ends his turn.

 ○ If the plane IS clear for takeoff: he plays his D card(s) and his plane takes off 
(he places it out of play). If it was his last plane, then he immediately wins 
the game.

A player wins the game immediately when his last plane has been cleared for takeoff.

 ♦ Florida (Beginner): The Weather Cards are no longer used. (Planes 
are always clear for takeoff when a player plays enough D cards).

 ♦ Grand Airport (2 players): Both players play with 6 planes (each 
picking 2 colors) as though they were all one color. The first player to 
have all 6 planes takeoff wins the game.

 ♦ Ranking (3-4 players): The game does not end immediately when a 
player has his third plane take off. The game continues until all players 
have made their planes takeoff. The other players continue to play to 
establish a ranking among all players of the best airlines in the sky.

Variations:

End of the game:
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NOTE: If either deck ever runs out of cards, then shuffle the discard pile to form a new deck.


