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Cranium, roll and move Mito the fsst track. .I- 

if your roll would otherwise take you past it ;$ winnertak~ one bonus roll and moves. If you're on the fsst track and you roll pwple, - .' 
Then ttm whose turn it was when If yaur tear doesu't win the aH-play 
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can still try to get on the fasttrack on your 
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nfiv TO' 
Enter Cranium Central. On your next turn, the other teams collectively choose 
the card box for your final activity. 

If you are unsuccessful, you can try again on your next turn. 

If your team is the first to successfully complete an activity in Cranium Central 
(all-play cards count, too), congratulations! You've won Cranium! 

FOR EVERYTWNC 
CRANIUM. 


