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IT'S A BOARD GAME If1 WHICH THREE TO SIX PLAYERS COMPETE Orl A CIRCUIT MADE UP
OF BLOCKS. SUCCESS DEPENDS rNoT OriLY Or DICE ROLLS BUT ALSO Or1 THE CHOOSET
VEHICLE | FURTHERMORE. PLAYERS CAM INTERACT WITH EACH ANOTHER AD WITH
THE CIRCUIT ITSELF USIMNG “"EQUIP CARDS.”
THROUGH A COMBIMNATION OF SPEED AND STRATELGY, WOU'LL HAVE EVERYTHIMNG YOU MEED TO Wirt!

CAME GEARS CAME SETUP

BOARD: 1 TRACK SET UP THE TRACK AMND CHOOSE HOW MAMY LAPS.
. ' DRAW WOUR 5 EQUIP CARDS AMD 2 VEHICLE CARDS.

VEHICLE DECK: 12 CARDS ROLL A DIE TO DETERMIME THE STARTING ORDER.

EQUIP DECK: 60 CARDS EACH PLAWER CHOOSES THE VEHICLE TO RACE

PAWNMS: 12 VEHICLES WITH AMND PLACES THEIR PAWM OM THE "START"

DICE: 6X DS, 12X D6 USE DS FOR MOVEMENT ROLLS, BLOCK.

D6 AS COUMNTERS FOR LIFE AMD BALAMCE. TIME TA START YOUR ErGIFES!

TOKENS OR TRACKBOARD:

32 NUMBERED TOKENS, & 20 ILLUSTRATED TOKENS OR
1 TRACKBOARD FOR EACH PLAWYER + 10 TOKENS

TURM PHASES

(ONE PLAWYER CALLS THE PHASES, EVERYOMME ACTS

CREEN Arp BLUE EQUIPS a7 THE same Time)

FIRST TURCM:
INSTAMT OR PERMANENT LOU ADVAMCE WITH THE DIE ROLL OrLL
CARDS THAT BOOST WOUR (MO NATURAL SPEED, N0 DRAWING OR PLAWING EQUIP CARDS).
- VEHICLE'SSTATS OR
@\ CRANT ABILITIES. FOLLOWING TURMNS:
e\ B\ (MAax 1PERMANENT YO mMAY REPLACE WOUR VEHICLE AT THE START
— FOR EACH COLOR) OF THE ROUMD. PLACIMG IT 1 BLOCKBACK.

LYOU MAY PURCHASE A VEHICLE BY DISCARDING
3 EQUIPMENT CARDS.

STARTIAGC WTHTHE PLAYER IN THELAST
POSITION ON THE TRACK, EVERWYOMNE DRAWS 1
CARD AMND PLAYS THEIR EQUIP CARDS ACCORDING
TO THE TRAFFIC LIGHT COLOR SEQUEMNCE:

EQUIPS

INSTAMAT CARDS
YOoU USE TO AVOID
THE LArNoING BLOCK.
THEY TRIGGER THE
TRAPS BEFORE

THE WHEEL TOUCHES
THE GROUMND.

(MAX 1 EACH ROUND)

GREEM LIGHT: ONE GREEM OR BLUE CARD.

DIE ROLL AND MOVEMENT:
D8 DIE + NMATURAL SPEED + BOMNMUSES/PEMNALTIES.

LELLOW LIGHT: ONE WELLOW CARD

RED LIGHT: OMNE RED CARD
(TRAPS/WEARPONS).

RED EQUIPS IF WOU HAVE MORE THAM 5 EQUIP CARDSIM WOUR HAMDS,
DISCARD THE EXCESS.

INSTAMAT OR PERMANENT COMPLETIAG A LAP Bl PASSIMG THE START BLOCK

CHARDS WOU USE TO ATTACK GRANTS A PIT STOP: WOU MAY CWCLE WOUR HAMND

THE OTHER PILOTS IM THE RACE, (DISCARD AMND REDRAW AN EQUAL MUMBER OF CARDS)

DIRECTLY OR INDIRECTLL. AMND PLAY OMNE ADDITIONAL GREEMN EQUIP CARD.

(PLAY MAX 1EACH ROUMND BUT
PLAYERS CAM PILE UP Or FIELD)

SPEED = E [=]=]8=g ==
TRACK DETAILS, THE SUM OF TS THEAMOUAT  IT'S THE FALL RESISTAMCE:
FLIP THE SHEET. THIS STATISTIC OF DAMAGE WOUR WHEM IT DROP TO ZERC
AMND THEDS8 ROLL VEHICLE CAM LOU LOSE A TURM THEN
EQUALS THE SUSTAIN BEFORE REFRESH THIS STATISTIC.

MOVEMENT SPEED BEING DESTROWYED (D6 COUMNTER DIE)
(D8 LAUMCH DIE) (D6 COUNTER DIE).
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SPECIAL BLACKS
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THIS DOUBLE BLOCK MARKS

THESTART AMD END OF EVERY LAP.
CROSS THE FIMNISH LIMNE TO CLAIM VICTORY

BAOST LP:
WHEM A VEHICLE STOPS
Or THIS BLOCK,
ITGETSAPLUS TOITS
MAATURAL SPEED
oOrn THE NEXT TURIM.

SLEWDeulR:
WHEM A VEHICLE STOPS
Orn THIS BLOCK,
ITGETS AMINUS TOITS
MNAATURAL SPEED
On THE NEXT TURM.

DAMAGED ROAD:
WHEMN A VEHICLE STOPS
0N THIS BLOCK.

IT SUFFERS PERMAMNENT
DAMAGE TO ITS HIT POINTS
(LIFE)

RAEM:
WHEN A VEHICLE STOPS
0Or THIS BLOCK,
IT ADVAMCES X BLOCKS.
THE VEHICLE'S BALAMNCE (BAL)
wiLL BE AFFECTED.

EROSSROAD:
WHEN A VEHICLE PASS Orl

FOR IFIT'S ODD PASS On

CARDS DETAILS, THE "B" SIDE OF
FLIP THE SHEET THE TRACK

FROM THE FIRST DIE ROLL TO THE LAST,

THIS BLOCK CHECK OUT YOUR DIE:
IFIT'S EVEl USE THE MAIN TRACK.

STOPS Orn THIS BLOCK,
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STARSHIP RIDERS TRACK IS MADE OF 25 BLOCKS, DESIGMNED FOR RACES OF 5 TO 10 LAPS.
EACH PLAYER STARTS FROM THE START SPACE,
YOU MUST PASS THE START SPACE TO COMPLETE A LAP.

FIRST TURI: 8 FACES DIE OriLLY.
REST OF THE RACE: DIE+ VEHICLE'S NMATURAL SPEED + EXTRA PLUS/MINUS SPEED.

BROKENM DOWM (BALAMCE TO O):

PAWNM IS FLIPPED OVER. SKIP A TURM, THE
RE-EMNTER WITH BAL RESTORED.IT CAMNMNOT BE
REPLACED WHILE BROKEN DOWrl.

DOES MNOT LOSE RIDER OR UPGRADES.

DESTROWED(LIFE TO O):

THE VEHICLE IS DISCARDED ALOMNG WITH ALL
ATTACHED CARDS (RIDER INCLUDED).RE-EMTER
WwITH A NEW VEHICLE FROM YOUR HAMD,

2 BLOCKS BACK.

REPLACEMENT:

AT THESTART OF YOUR TURM, BEFORE DRAWING,
THE MEW VEHICLE EMNTERS 15SPACE BACK AMND
TRIGGERS THE EFFECTS OF ITS STARTIMNG BLOCK
(THE EFFECTS OF THE OLD BLOCK DO MNOT APPLLW).
THE RETIRED VEHICLE RESTORES ITS ORIGIMNAL
VALUES: THE GREENMN CARDS ATTACHED TO

IT ARE DISCARDED, NOT THE BLUE Orie.

PIT STOP.

WHEN YOU PASS THE START BLOCK

YOU MAY CYCLE KWOUR HAMD (DISCARD AMND
REDRAW AN EQUAL MUMBER OF CARDS)

ArND PLAY OMNeE ADDITIONAL GREEM EQUIP CARD.

PURCHASE:

AFTER COMPLETING THE FIRST LAP YOU mMAY BUY
A VEHICLE CARD BY GIVING UP 3 EQUIP CARDS.
mMAX 3 VEHICLES OWNED.

OVERTARKING:

IF TWO PLAYERS ErND THEIR MOVEMEMNT 0N THE
SAME BLOCK, BOTH ROLL A DIE. THE HIGHER ROLL
ADVAMCES 1 BLOCK(WHOEVER STAWS OM THAT
BLOCK SUFFERS AL SPECIAL EFFECTS/TRAPS).

OVERTAKIMNG A BROKENM DOWNM VEHICLE:
A BROKEM-DOWM VEHICLE CAMNMAOT ROLL THE DIE;
ornLyY THE PLAYER STILL RACING ROLLS. Or Arl
EVEN ROLL YOU OVERTAKE BWY 1,

OMN AN ODD ROLL YOU STOP JUST BEFORE.

WARP:
WHEM A VEHICLE

IT GOES BACK
X BLOCKS. S

X EQUALS OME

SPEED DIE.



