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PREPARE CIRCUIT
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Tyre Degradation

0 16 Laps

—_

Tyre degredation

® Place a Circuit Card on the game board.

© Piace the Finish Token on the Lap Track with the proper side up (A or B)

on the lap number indicated on the Circuit Card.

' @ Finish

Side A

F‘H,p\v

ST &
60 laps
to go

~ = 54
Side B A

Place the Box-Box tokens above the Tyre Degradation Bar at the numbers
indicated on the Circuit Card.

®-

Randomly pick the number of Rain Cards as indicated on the circuit card.
Remove the other Rain Cards from the game. Add all Sun Cards to the
selected Rain Cards. Shuffle this stack of Weather Cards and place the
stack face-down next to the board.

Chance of rain
®ieee

Shuffle the Race Situation | and Il Cards and make 2 stacks next to the

Weather Cards, face-down.

+  Draw the first 2 cards from each deck face-down (but keep them in
the game). Draw the 3rd card face-up.
If the Weather Card shows dry weather, 4 Sun-Tokens are placed on
the weather forecast on the board. If the card shows rainy weather,
the Sun and Rain-Tokens are placed as displayed on the card.
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PREPARE PLAYER BOARDS

RACE TEAM: The player who most recently drove a car, is the first to
select one of the 8 available Team player boards (left part of steering
wheel). Rotate clockwise until everyone has a Racing Team.

DRIVER: The last player to select a Team, is the first player to selecta
Driver (right part of steering wheel). This player also receives the Start
Player Card. Slide the Team and Driver parts together to form a steering
wheel. Take all tokens of your driver (see light grey square on left page).
Rotate counter clockwise until everyone has a Team and Driver.

Place 6 Driver Tokens ™' on the white base positions of the six bars on
your steering wheel.

Count your base RP (standard 1, plus possible bonus from PU, AER and
SKI). Place your Race Pace (RP) Marker 2 on that RP number at the top
of your steering wheel. Example: Orange Motors with Dutch Speed starts
with 3 RP: 1 base RP + 0 RP @)+ 1 RP @ + 1 RP 60

Determine starting grid. The grid position is determined by the sum of the

Team number @ and the Driver number @ on the steering wheel. The

player with the highest sum starts on Pole Position. In case of a tie, the

player with the highest driver number is ahead.

»  Place your Car on the corresponding position on the starting grid of
the Lap Track.

*+  Place your Leaderboard Token & SPE on the Leaderboard.

SELECT TYRE COMPOUND
All players select a tyre to start the race with
Place the selected Tyre Token |3 in the “Current tyre” field.

Place a Tyre Degradatlon (TD) Marker 7 on the Tyre Degradation
Bar @ on field “0”.

Check the weather forecast in combination with your tyres. The
selected tyre might result in a change in RP based on the weather. If
needed adjust the RP marker on your steering wheel. For example:
with dry weather, the base RP of Dutch Speed increases by 1RP if
he starts on




IMPROVE YOUR PACE AND WIN THE RACE

In the highest racing championship, the drivers stand in the spotlight. They have
to be skilled, fearless and experienced. But racing is mostly a true team sport.
Each race, hundreds of engineers, designers and mechanics are all working
together to find the optimal Race Pace in every race. The person responsible to
lead the team to victory is the Team Manager, and that is you!

During the race, situations will occur that change the course of the race. From
your position at the pitwall, it is your job to anticipate or to react to these
situations: select the right tyres, improve the car mode, instruct the driver to
enter the pit or to stay out, to use the Boost system, etcetera. With each lap
your car and driver will improve, increasing the Race Pace. But so does the
competition. Do you have the best strategy to win the race?

The Race Pace (hereafter: RP) is the number of laps that your driver can
make in a game round. Your RP is based on a standard RP of 1, plus RP from
your power unit, aerodynamics, driver skill, from tyre compounds, race situation
cards, actions you select and penalties you incur. Check the Reference Card to
see where you can gain RP or what limits your RP.

The gameplay is simple: select an action for your driver in each game round
and thereby gradually improve your RP. Count the RP (number of laps that your
driver can make this game round) and move your car across the track with that
RP. The first who crosses the finish, wins!

GAME ROUND OVERVIEW

Board radio
How to play each round

|-||‘ o ]‘“m ]

tep 1 Step 2
Turn cards Select action

] ;I

Step 3a
Execute action

Step 3b
Move tyre & car

Step 1 - Turn the top Weather card and Race Situation | and Il cards

Step 2 - Select 1 of the 11 actions on the game board. The player with the Start
Player Card starts. Rotate clockwise until every player selected an action.

Step 3a - Apply your action and adjust your RP marker ”P on your Player
Board for changes in your car setup, driver setup, effects from actions, race
situati;ns, changes in tyres, weather conditions, use of driver’s special skills or
RP tokens.

Step 3b - In turn, based on the positions on the Leaderboard, move yo
Tyre Degradation Marker o2 on the Tyre Degradation Bar and your car
on the circuit forward with your RP.

-0Xx
Current Round Round Round
1 +2 43

Weather forecast =K

Current Round Round ~Round
TOUNd_ m—" +3

=R
Current Round Round Round
+1 +2 +3

Current  Round Round Ruund
round  #1




Power Unit
®0) 1 level up
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Mechanics
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DEFEND

OVERTRKERS -2RP TOKEN, Y0U +(RP TOKEN

Defend

Drivers that overtake
you, get a penalty token
of -2 RP. You receive a
RP token of +1 RP. All
tokens must be
resolved in the next
game round

Use EBS

Gain extra RP from
your EBS level in this
game round. Thereafter,
your EBS level is
reduced by 2 levels

Charge EBS

&3 1 level up and no
tyre degradation this
round.

All action buttons have a number and 7 smaller lights above themh:
) OLOICIOF RO BQ]SCO)
Bot

Team Play Safety
Action Car

Tyre
compound

BOT ACTION - The number is only relevant when you add Bots to the game,
and corresponds with the applicable BOT ACTION indicated on the Situation
Cards.

TYRE COMPOUND - The first 4 lights above the buttons indicate the TYRE
COMPOUND that your car needs to have in order to be able to select this
action: , MEDIUM, HARD, . If the indicator is black (light is out), the
action cannot be performed with that tyre compound.

| o <
11 12 13 14 15 16 17 18 19 20 21 22 23 24 25:

8-

you may take the Start

Aerodynamics Driver Skill Drlver Experience
#ER 1 level up 1 level up X 1 level up

Y Aeer & 0 %

=

1.0888 8.0 8 %
RIVER SKILL DRIVER EXPERIENCE
5m LEVEL UP XP: LEVEL UP
D o 0 roe0oxe B L 00 Aok
START

BOX BOX...
BOX BOX...

+| RP NOU AND START PLAYER NEXT ROUMD S5 COPY ACTION OF ANY DRIVER RHERD OF YOUR\

Box Box

Make a pit stop. This
field can be selected
by multiple olayers.
Check the #€¢ bar on
your Steermg wheel for
RP penalty or boost

Start
RP +1 this round and

React

After everyone selected
an action, you may
Player Token. You copy 1 action of any
cannot select this action M driver that is in front of
if you already has the you on the Leaderboard
Start Player Token

TEAM PLAY - The first 2 lights on the right side of the action buttons are only
relevant for the TEAM PLAY game variant. In Team Play, you must choose an |
action for one driver where the “A” light is green and for the other driver an
action where the “B” light is green.

SAFETY CAR - The most-right light above the action button next to the letters
“SC” indicates whether or not the action can be performed during SAFETY
CAR situation (hereafter: SC situation). If the indicator is black (light is out),
the action cannot be performed during a SC situation.

Please note:

*  Anaction button cannot be selected by more than one player in the
same game round. Exceptions are the Box Box button or when playing
the Team Play game variant.

The Defend action does not work against Jests
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The STEERING WHEEL consists of 2 parts: a RACING TEAM part (left) and a
DRIVER part (right). Slid together, they form 1 steering wheel, showing:

Team name, team number and team logo (left handle)
Driver name, driver number and driver photo (right handle).

The status of your Team and Driver on the 6 bars, which you will monitor
wnth your 6 Driver Tokens.
The starting status of the 6 bars on the selected Team wheel and
Driver wheel are indicated a white colour (see GAME SET UP).
You can level up your team/driver to level E by choosing the
related action. Apply your action by moving the token upwards, or
downwards if your are affected by Race Situation Cards.

The Race Pace (RP) of your car (the 11 numbered circles at the top).
Your RP consists of 1 base RP, plus RP from @), &8 en &, plus/
minus RP from your tyres, and if applicable plus/mmus RP from
situation cards, pit stops, EBS and penalties.

+  Check the RP Reference Card to see where you can gain RP
or what limits your RP.

+  Example: Team Orange Motors with Driver Dutch Speed has

1 base RP

+ORP @ +1RP@+1RP®
= 3 RP (place your RP marker @ on 3)

Please note:
@ The team and driver numbers combined determine the starting grid

(highest sum first, lowest sum last. Tie-breaker: the highest driver number)
Every driver has a special skill. The skill is explained in text and image

on the Driver's Special Skill Token. This special skill can be used by the
driver each game round.

RACING TEAM AND DRIVER STATUS:
GREEN BUTTONS: additional RP applicable in each game round:

() PU (power unit): the higher the power output of your engine, the faster

your RP. If your PU is at level C, you get 1 additional RP per game round.
At the highest level it’s 2RP.

e’ AER (aerodynamics): the better the car’s aerodynamics are tuned, the
faster your RP. If your aerodynamics is at level C, you get 1 additional RP
per game round. At the highest level it's 2RP.

(8 SKI (driver skill): the higher the skill level of your driver, the faster your RP.
If your driver’s skill is at level C, you get 1 additional RP per game round.
At the highest level it's 2RP.

BLUE BUTTONS: level determines RP bonus/penalty from Situation Cards
x»  XP (experience): depending on the XP of your driver, Race Situations give
you penalties or bonus RP. XP A'is the lowest, E is the highest.

RED BUTTONS: the status only applies when selecting the related action

wee - MEC (mechanics): the MEC bar shows how much RP penalty a pit stop
costs, when you select the Box Box action. Starting with -3 RP penalty,
but as you increase your MEC, it can be reduced to -2 RP and even allow
EBS use when selecting the Box Box action.

| Bastian can make a free pit stop (with Box Box) if a Rain Card
J was drawn this game round

EBS: EBS stands for Energy Boost System. When you select the “Use
EBS” action, you get the extra RP according to your EBS status in this
game round. If your EBS charge is at level C, you get 1 extra RP and at
level D or higher even 2 RP. However, after using the EBS action, your
EBS charge will decrease by 10%.

Please note:

+  ltis important to adjust your =P every game round to match the
current RP of your car. Adjust your RP Marker as soon as a race
situation occurs or when an action is performed.

Your RP can be limited by:
+  Rain: no movement if you driving on or MEDIUM tyres.

+  Box-Box Tokens: you can't drive any further on your current
tyres, when your TD Marker @@ reaches the Box-Box Token of
the same tyre compund on the lyre Degradation Bar.

SC situations: see explanation on game board.

1 6 .I.I.I.I.I.I.I.I.I.I.I.I.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.l.I.I.I.I.I.I.I.I.I




CIRCUIT INFORMATION

In the top-left of the game board you place the Circuit Card. You can choose
from 14 circuits, each with its own specifics such as number of laps, weather
conditions, expected tyre degradation of Softs and Mediums. Each Circuit Card
also shows the expected duration in minutes and the difficulty.

Circuit Laps 0 Lap number  Duration Difficulty

Finish Token in minutes
56 - side A 60 *

11 - side B *
53 -side A *
6 - side B =
53 - side A

57 - side A

11 - side B

52 - side A

60 - side A

12 - side B 105

10 - side B 120

11 - side B 105

44 - side A 90

18 - side B 120

USA - Austin 56
Mexico Al
Italy 53
Spain 66
Japan 53
USA - Miami 57
Austria 71
Great Britain 52
Singapore 61
Netherlands 72
Canada 70
Brazil 7
Belgium 44
Monaco 78

Please note: place the FINISH TOKEN @) on the Lap Track with the correct
side (A or B) on the lap number as indicated on the Circuit Card. The A-side of
the Finish Token is the real finish line. When the Finish Token is placed on the
B-side, you flip it after all race cars have crossed it for the first time.
— S - S
® Finish 60 laps
e to go

aaaaaaaa

LEADERBOARD

The Leaderboard shows the race positions of the drivers. The race position is
important, because each game round the race cars are moved forward in the
order of the Leaderboard, starting with the Driver in 1st place.

CIRCUIT
Starting grid

- i

All drivers line up their cars on the starting grid at the start of the race. The
whole start grid consists of 4 parts. Please note that if you start on grid position
3 10 8, you need to drive 1 to 3 more laps to finish the race.

Free Energy Boost laps (FEB laps

1) The board contains several laps with
yellow outlines: FEB laps. When your
car starts a game round in one of
these laps, you can get a free EBS RP
without depleting your EBS bar,
provided that your EBS is charged
enough (at least level C). The FEB works with all tyre compounds, except on

. This means that with HARD compound tyres you cannot select the “Use
EBS” action, but you can use your EBS speed in a FEB-lap.

50 Eddy always receives 1 RP extra when his turn
, /) startsina FEB lap.

Underlined lap numbers indicate a corner lap.

' Kimi gets an extra +1 RP when his turn starts in
/ acorner lap.
Backmarkers

The Tyre Degradation Bar shows the degradation level of the tyre compounds.
There are 2 variable Box-Box Tokens ( { ] ) and 2 fixed Box-Box Tokens (j/11)
at the top fo indicate the number of laps that can be raced per tyre compouna.

Your TD Marker 72 indicates the number of laps already raced with the current
tyre compound. You cannot move your car any further when your & reaches
the Box Box token representing your current Tyre Token )

L)

After every pit stop, you move our Tyre Degradation Marker back to field 0.

17 o

Backmarkers. The first 3 cars to enter these laps incur
respectively -3, -2 and -1 penalty RP as they are slowed down
by fictive race cars (to be lapped). Place the penalty tokens in
the designated areas at the start of the game.

ﬁ There are 3 fields with a blue flag and a fictive race car:

-j | Bjorn gets 2 penalties less at every backmarker.
EL Ny




TYRES AND PIT STOPS

Every car must use at least two different tyre compounds during the race. The
only way to change tyres / make a pitstop is to select the Box Box action.

You must change tyres when making a pit stop, but you are allowed to select
the same tyre compound. After changing your tyres, the used MEDIUM or
Tyre Tokens go to the Used Tyre Field. Your new Tyre Token is placed on your
driver in the “Current Tyre* field and your TD Marker goes to field 0 on the Tyre
Degradation Bar.

5 OH
Example:  E%

The tyre that you use to calculate your race pace in this game round, is
the tyre on your car after the pit stop.

The Tyre Information part of the game board show the general effects of tyre
compounds on the race pace in dry and rainy weather conditions. There are 4
tyre compounds for your selection:

Race pace bonus Race pace bonus

Available sets dry weather rainy weather

Compound

+1

+0

Can be

re-used gt

Can be

re-used 2

Tyre life Other

Low No movement in rainy weather

No movement in rainy weather,

Medium  gxcept by Dutch (with penalty of -1)

Long, Actions “Use EBS” and “Defend”
max 37 laps  cannot be selected

Long, Actions “Use EBS” and “Defend”
max 37 laps  cannot be selected

1 Dutch can drive in the rain on MEDIUM tyres as if they are HARD
/ tyres.

RACE POSITIONS AND OVERTAKING

Re-arrange the race positions on the Leaderboard immediately if someone
overtakes another. For cars in the same lap, the order is determined by which
car entered that lap the first. If a car enters the lap with the “EBS” action, that
car will rank higher.

N
& ) Valentino gets 1 additional RP immediately after his turn if he has
9 n * ) overtaken at least one driver during the current game round.

ENERGY BOOST SYSTEM (EBS)

Charge
During the race you can charge and thereby upgrade your EBS with the

“Charge EBS” action. As an extra, you will not suffer from tyre degradation this
game round (TD Marker is not moved on the Tyre Degradation Bar).

Use

When you select the “Use EBS” action, you get a one-time RP bonus
corresponding with your EBS level on the Steering Wheel: 1RP at EBS level C
and 2RP as of EBS level D. After using your EBS through this action button, the
EBS charge will be reduced by 2 levels.

Notes:

*  You cannot combine EBS bonuses. EBS can only be used once per game
round. So, you can't combine a free EBS from a FEB-lap with another free
EBS from your mechanics-bar or from the EBS action button.
Being able to use the bonus RP depends on the tyre life: you can’'t move

~ your TD Marker past the Box Box tokens.

' ’\ Celine gets an immediate free boost of +2RP if her turn ends in a lap
/ with an empty space between her and the car in front of her.

SAFETY CAR SITUATIONS

Safety Car (SC) situations may occur if the conditions for a SC situation as
described on the Race Situation Cards are met: somewhere on the board there
are 3 cars in one lap, or 2 cars in one lap with drivers with insufficient XP.

There are special rules in a SC situation (also mentioned on the game board):
+  The RP of the car on the first position is limited to max 3 RP

Driver(s) that caused the Safety Car are limited to max 2 RP

Other cars can go as fast as they can and are allowed to overtake

The leader cannot be overtaken, except if he makes a pit stop

Certain action buttons are not active in Safety Car situations

EBS cannot be used during Safety Car situations

Pit stops during a Safety Car Situation are free!

There are no negative effects from Backmarkers

RACE PACE TOKENS

o \ Race Pace (RP) tokens are always resolved in the next round,
-1RP  positive or negative. If you were unable to (completely) “pay” the
penalty token in the next game round, you can discard it.

18 e e e e e e e e



SINGLE PLAYER MODE OR COMPLETE THE FIELD WITH BOTS

- Bot

ﬂ Mode

In Bot mode, you can race against a grid of built-in bots (automated opponents).
The game is designed in a way that you can play with any driver against up to 7
other Bot-drivers. This makes the track a bit more crowded and the game a lot
more fun.

Before the start of the game, player(s) decide whether to add a number of Bot-
drivers to the game. Also, players appoint someone to keep track of each Bot's
Race Pace. The game is basically the same, but there are a couple of changes:

Out of order: REACT
The REACT action button is out of order in the Bot mode. Place
| the token on this action field.

5000 .0.0.6

Bot Actions

Bot Actions are shown in the Start Lights at the bottom of the Race Situation
cards. The colour of the lights corresponds with the colour of the driver. The
number in the lights corresponds with the action number on the Board Radio
Action Buttons.

RS1- Communication Error X

5.8.0.0]

Bot rules
Just like in the regular game, turns are per driver starting with the start
player, even if this is a Bot. Then rotate clockwise. Mark the selected Bot
action with the Action token of that driver.
Bots always take the action shown on the Race Situation Card, even if a
Bot cannot further upgrade that aspect of its car/driver.
Bots always get their action, even If it is taken by another driver.
= The only exception is the Start action. The Bot that chose it first gets
Start Player Card. Both Bots get +1RP though.
Bots always drive with a RP +0 from tyres. You don't need to use Tyre
Tokens or Tyre Degradation Markers for Bots
Bots never make a pit stop
Bots don't use their driver’s special skill, but you can!
Bots EBS charge will not be reduced after use
Bots never receive RP penalty tokens
Bots RP can be affected by the Race Situation cards
Bots are also subject to the Safety Car conditions

19

TEAM PLAY MODE - MANAGE 2 DRIVERS OR TEAM UP WITH A FRIEND

Team
Play

In the Team Play mode, each player manages one team with two drivers, or two
players can team up with two different drivers for the same team. The game is
basically the same, but there are a couple of important changes:

Setup
+  Players take two Team player boards of the same team (left halfs of the
Steering wheel).

When selecting the drivers, the player who picked the last racing team, is
the first to select his/her first Driver player board (right half). Also, the Start
Player Card is placed at the steering wheel of this driver.
Counterclockwise, every player selects their first driver.

The last player to select his/her first driver, is the first to select
the second driver. Clockwise, every player selects his/her
second driver

Special rules
»  Turns are per driver and not per team. The start player is the start driver.
Actions are selected clockwise, just like in the regular game.

For team mates you must select an action from the “A” and “B” action
buttons. In the same game round, you cannot select an “A” action button
for both drivers or a “B” action button for both drivers. However: drivers
from the same team are allowed to select the same action!

1 0eee® ©® O.®

< ¥

If for both team mates the Box Box action has been selected,

the team mate in the highest race position on the Leaderboard suffers a
penalty of -1 RP. The mechanics weren't ready for two cars making a pit
stop in the same game round and accidentally failed your best driver.

Team mates are not affected by each others Defend action.

Winning in Team Mode
The game ends when the last car has finished. The team who scores the most
points wins. Points per finishing positions are:

1 = 25 points
2 = 18 points
3 =15 points
4 =12 points
5 =10 points
6 = 6 points
7 =2 points
8 =0 points




DRIVER ACADEMY MODE - FAMILY FRIENDLY AND EASY TO LEARN

Driver
WA cademy

Driver Academy Mode allows everyone to experience Race Pace in an easier
game mode. The game is basically the same, but there is one major difference:
you play without Race Situation | and Il cards.

Out of order: DRIVER EXPERIENCE
2000 © 9 @] Driver XP is not relevant in the Driver Academy Mode, since no
Race Situation cards will be drawn. Place the
token on this action field.

CAMPAIGN MODE - BE THE CHAMPION OF A WHOLE SEASON

Play a campaign by driving a complete championship of 14 races (or a selection

of your choice). At the start of every race, you will loose all your upgrades and

start on the base positions. YWhat you do take with you to the next race is:

+  The starting position: the number one in the championship starts last in the
next race; the lowest ranked player starts from pole position.

+  Therace points scored in all previous races of this championship.

Fastest Lap Card and Token

The player who moved his car the most number of laps in one game round gets

the Fastest Lap Card. The Fastest Lap Card is worth 1 point (and lots of praise)

at the end of a game.

+  Example: the player who is able to move his car 4 laps in one game round,
receives the Fastest Lap Card and places the Fastest Lap Token on
square 4. If another player is able to move his car 5 laps or more in one
game round, that player receives the Fastest Lap Card and moves the
Token to the square corresponding with his RP. Etcetera.

The game ends at the end of the game round in whlch tﬁe fn'si d
the finish line.
+  [fmultiple drivers have crossed the finish lin

finish line the furthest is the winner. In ca:

EBS to cross the finish line wins. If there is sil, ;

highest RP this game round wins.

This is a work of fiction. Names, characters, business, events and
incidents are the products of the author’s disturbed imagination. Any
resemblance to actual persons and events is purely coincidental.

When creating the drivers, we have fried to take race and gender diversity
into consideration, with no intention of excluding or portraying groups of
people more prominently. We asked all drivers to keep their helmet on in
order to make them appear neutral.

The game contains small parts. Keep away from children. They'll be a
disturbance anyway.

The gameplay may cause your opponents to cheat...or miscalculate. Do
you frust your neighbour to the right?

If the game takes longer than the duration indicated on the box, you
should have made quicker decisions. It's only a game, there’s no
champagne at the finish here (but wouldn’t that be great!).

Special thanks go out to our friend Robertjan Rijneveen, who inspired us to
create this game.

We also want to thank Olaf Rietzschel and Maaike Aarssen for their support in
making the first edition of this game. Without them, this game would never have
been realized.

In addition we want to thank to Andrea Falcone for his suggestions on the bot/
single player mode. He gave us the last push we needed to get the single player
mode working.

Questions about certain game elements or are you looking for a digital version
of the Race Regulations or a different language? Check our website using the
QR code below for FAQs, Manuals and more.

GET IN TOUCH

£) (@) (in)(a;

@ www.badrulegames.com
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Bad Ruls Games.
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’/ Caroline ten Hout BR info@badrulegames.com
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