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Use These Rufes for Your First Game

BASE RULES

A Road Race Game for 3-5 Drivers
by Carla A, Rossi

“When in douwbt, faf owl,” — Colin McRae

in Road Raly USA,™ you and your fellow
drivars are racing from stage to stage ina
carafully tirmed rally race, You try to be in the lead
when a stage is completed. However, you only
score If a stage & trigoered. Each driver controls

COMPONENTS

® 12 Race Tiles (1 start, 1 finish, 10 standard)

@ 6 Checkpoint Tiles m
@ & Turn Order Thes

(1105 &L" for Last) e"'a
& 21 Stage Ties

tnumbered from 1 fo 21) 1 |.u- 2 |

® 73 VP files @ w @'

4 of the 21 slages, but can frigger only 2 of them.
The finésh ling izelf iz also a rigger. Can you be
n the right placa at the right time to win’?

Baing firet ai the end of the race helps, but
placing first at the stages you can irigger is
aven more important. Since this i a road rally,
you alsg scone points for ending a round on a
checkpoini fke and for being on a siage Gke when
it Is triggered.

Seams simple—grab 1st place and keep
it. However, it iz difficult to maintain the lead
fhrpughaui fhe race. You have your own draw
dack and hand, Each round, you can play
multiple cards of the same color from your hand
lo move your car, Howewer, the furiher you move,
ihe fewer cands you draw to replenish your hand.

Each round, you play 1 or more movement
cands of the same color, Then you move Wour car
the number of spaces prascribed on thosa cards
Finally, you draw (-2 cards.

® 21 Staga Cards
(A dack 1-10. B deck 11-21}

o

® 5 Draw Decks (1 for each player)
—aach has 21 movernent cards:
© 9 green cards {values 1and 2
© T yelow cards (values 2 and 3) |
© §rad cards [values 3 and 4) '
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8 1 rules shest with base and standard rules

® 5 Cars




wk I1=-Wr

Race Course — Build a road rally coursa using

the race tiles as shown below:,
Note: Each race (e has 8 nimber of SUam Spaces
cannecied by & road, One adye of each space
where Ma road exis a race e Iz markad wilh
fefter, To et vp he couvse, fust pace the flas 50
thar the 2 'A" sdges are sdjacent, the 2 ‘B adges are
aoiacent, afc.

Playing Pieces - Flace these files and iokens

=S on the race course as shown below:

Stage Thes: | 1) Place each of the
slaga tiles {1-21) on an orange “Diner.”
Nole: Tha "1 slage le goes an Fe Divar clasest i

e sfaming e, Tha 2' i goss an fe psxt Diner
akony the road, and 5o on,

©]

Checkpoini Tiies. | Weapm) Place  Toom
gach of the & checkpoinifiles ona ==
rediblue flagged site.

Car Tokens: Placa the cars on the start tile (€Y).

Starting Playar = The oldest player is the
starting player.
Colors = Beginning with the starting player and
proceeding clockwiss, chooss a color,
Your Race Team — You star with
these companents that correspand
with your colar,
Car: Your car is on the siart fils,
ready o race.
Display: Place ywour display m
front of yourself.

Draw Deck: Shuffle vour draw
deckandplace ———

it i friond of |§|

yourself, so that

You have room

for a discard pile nexd fo i
Slarting Hand: Draw 5 movement
cards from your draw deck to

form your starting hand.
Slage Cards: Shuffe the A and B

stage decks togsther ==ot

and Er;:\u-iuca%; You
can ook at themn, but
don't show them to the

other drivers.

SEQUENCE
OF PLAY

Road Rally UEA iz played ina
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car crosses the finish line.

1] Deterrmime furn order—The car
in 1sf place fakes the 15 fum
order e, the carin 2nd (skes
five “2nd”, ale.

2] Each player takes a lum i
five order delemmined Dy they
position, lsf goes first, 2nd
QODBS 58c0nd, el

3| Seore ar hypass stages.

4] Remowe all siage ties nat ware
reached this fum,
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During your turn, you must play at lesst 1 card may score @ stage that has been
from your hand. You may play additional cands reached by playmg the -:u:nrre&p_um:hng ;Iagg
freen your hand, but they must be the same color  ©and. Each player then takes victory point tiles or
as the first card you played. draws cards as indicated below:
You move your car farward a number of spaces 181 Place Car 5 points”
agjual to the sum of tha values on all of the cands 2nd Place Car 4 points®
you played this wm. Afler maving, discard the 3rd Placs Car 3 paints®
cards you ui;t,eﬂ and draw from your draw deck: Ath Place Car 2 points” OR 2 cards
§, & 2cards, if you played green cards Sth Place Car 1 point® OR 2 cards
B 1 cand, if you played yellow cands E
P . * Important: [f you played the slage card thal
® 0 cards, if you played red cards fpgered sconng, your points for that sfage
Mote: Playing higher valued cards moves you are deubled!

further along the courss, but you ans fikedy fo .
: } Important: If your car is on the same space
draw fewer cards fo replanish your hand, a5 & figgered stage e AND 1o ofher cars ara

Resolving Stages shead of you in fhaf space, lake the stage file.
B 9 It is worth 2 pofnts & the and of the gaime,
Afier all thie players hiave moved har cars, Yol o

must aither score or bypass aach stages ik that Bypassing a Stage

wag reached this round. A lile & reached if at P ;
least 1 car passes it of stops on It Ifno one plays the stage card commesponding
. to & stage that has been reached, the slage is
Start with the lowast stage number reached bypassed and does not score,
and proceed o the ned lowest until each

W affected stage has been resalved

Example: in a tight 4 car race, the fum stars Ba (green) would also like fo move fo the

|l|||i| Ifha racare in fhaos nnedinno- rhorbriné bod ha Arson't seant b mle hr
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Mowament Stage d-red card (and draw no cards). So, he plays
Player Place Cards Cards bwo 3=yellowr cards, and moves o the space
Dominic (Red) 18t 1,3 12,18 with the T-stage file. He draws 1 cand

Bo(Green) 2nd 1,2,5,23.4 811,19 Carnie (bhue) has lots of cards, bul cannot
Carie(Bue] 3u 2223333 6iat  MOvEMIE t“ﬁg E;,f'.f F'|E'1!I'E h:!r ?Shﬁ’e"”“;
- 5 . cands i move 5 and draw 1 card, She ends on

Malfelow) 4th 124433 TIGITA  wo checkpoint tworth 2 points) and takes i, Mia

Dominic {red) goes 15t He used most of his is cumently in last place, 5o she immedistely
haind |ast furn to grab the lead and score a draws 2 cards (she gefs 1, 1).
stage card. He would like fo move 3 spaces
1o grab tha chackpaint tile, but ha cannod play
both a green card and a vellow card. So, he
piays his T-green card and moves to the space
with the &-stage tile. He drews 2 cards.

Iz (vellow) has been hanging back stock
piling eards. She plays all 4 of har red cards
and moves 14 spaces and inlo a big lead.
However, she draws 0 cards (confnues on p. £).




Three stage files wara reached this fum: &,
7, and 8. They must be resolved starting with
stage 6. Carrie has the 6-stage card. Since
she is limited to scoring 2 stage cards for the
game and she & currently in 3rd place she de-
cides nol to play it. The 6-siage fle is removed,
but Carie holds onto her card 50 fhat the other
players do not know that she has it

ThEﬂa are 4 nimber of spacial cases that can arse

HiFing Py

Occupied Spaces
If your ¢card moves to an occupied space,

place your car slightly

behind the car|s)

already there. The othe

zars are ahead of you

far the purposes of

determining tum order

next round. Position

within & space also

delermines who gats

1o fake a slage marker

from that space ifit

is scored.

Example: The biue
Caramues m a
gnace that s slregy

Twmmy

occuped by two cars 5o # is placed slightly
behind the (ast (., the green carl. Mext fum,
red will move first, then green and then biue.

fdia is in 181 place and has the 7-slage card
and plays it. Mia scores 10 victory points (5 for
12t doubled becausa she played the card), Bo
scores 4 \Ps for 2nd and Carrie scores 3 VPs
for 3rd. Dorminic draws 2 cards Instead of tak-
ing 2 VPs. Sinca Bo is on the T-slage space, he
takes the 7-stage tile {worth 2 VPs).

Bo has the B-stape card and plays . Mia
soores 5 \Ps for 1st, Bo scores 8 VPs {4 for
2nd doubled), Carrie scomas 3 again, and
Dominic again draws 2 cards.

Empty Hand
I you have no cards in your hand at the skart of
your tum:

@ You do not move this turn.

8 Shuffie your draw deck and descards
to fiorm a new dieck.

& Draw & cards,

Out of Gasl!

If your draw deck iz exhausted, you are out
of gas! You can confinue to play cards, buk you
may not draw cards undil vou reshuffle your draw
deck. There are only two ways to reshuffle your
discards inbg your draw deck:

@ |f you tart your turn with no cards in your
hand [See Emply Hand above).
@ If you begin your turn on a Gas space.
Two Scores Per Player
Diuring tha gamea, you may only score 2 of your
stage cards. Onoe you have scored 2 slages

ratum your gther stage cards to the box without
revealing tham.
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These are a number of spaces (hat have effscts
on play, but only if your car gkars or ends its
mowvemant on that space.

Checkpoint = [ your car
ends iz movemant on
fhiz space, take the
checkpoint tile if it is
slill thera. It iz worth 2
wiciory poinis. The piayer in iasi piace draws
2 cards.
Gas - |f your car ends
its movement an this
space, shurfie your
draw deck and your
discard pile to form a
new dreny deck.

Shortcut - If your car ends
its movement exactly
on the space at the
beginning of a shortcut,
you may immediately
mave to the space at
end of the shortut.

General Store = Instead of
playing ome type of card
on your tum, you may
play up to 5 cards in any
combination of colors. At
the and of the tum you
draw 1 card (even if pou
piay aff green cards)

Mechanic = If your car ands
itz movement on this
space, take the fop 5
cards on your draw deck
[or ail the: remaining
ones if thera ane less
than &), Look at them,
reorder them as you
wizh, and raturn ham
to the top of the deck (think of it &g fine-
funing your car). Then you draw the cards
according to the color af the cards you
played this um.

a
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FINAL TILE &
END OF THE GAME

The finish file has 4 road spaces and a large,
*final space” (see below). Place the first car to
finish {i.e., reach the final space) on to the *1°
symbol. Place the 2nd car (if any) on to the "2,"
fhe 3rd on to the "3, etc.

Two things happen at the end of the round
during which a car finishes:

1 - Score a final stage using the order in which
the cars finished. No points are doubled,
Cars that did not finish score ( for the finish.,

2 = The game ends, Total yvour vickory painis
from: VP liles, stage tles (2 VPs each),
and chackpoirt tles (2 VPs sach).

The player with the mosd
WPs wins. If tied, the tied
player whose car is shead of

the other fied players wins.

Exampla: Mia (yelow)

raaches e finish firs! and

lakes the 15t poslion. Bo

fred)] finshes 2nd, whie

Darinic and Carme do rmof

ragch the finish ag the game

a'rr.fa- 5.1::-. .ﬁ ffhe fmal :Jage

soonng, s pets 3 points, —

Eo gels 4 pomis, and Dommic & Ca.n?eger no
aacfiona poinfs.
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Excepl where notad, all base rules are in effect.

SET-UP

These sat-up guidelines provide for 3 variable
race course and componeants based upon the

rii i af mlasimen
LRI s =

IEN \sariable Race Course

These variable race course (board) set-up
guidelines allow each race lo present 3 different
noute 1o vickory,

Each coursa tile has 2 open edges, The start
and finesh liles each have 1 open edge. When
two Bles connect, each has an open edge in
common with the odhar

Using all of the raca tiles, build the road rally
course without ovarizpping tiles:

i@ Place the starf file and connect a course
file 1o

i@ Place the other course ties one at 2 time,
50 each connects to the previous tie,

@ Aftar all course tiles have been placed
cannect the fimizh file to the kst course tia.

Initial Stage Cards

The nurmber of stage cards you draw is based
on the murmber of players:

3 plavers . ......6cands
4 players ... ....0cands
b players .......4 cands

Separate the stage cards into two decks: the
1-10 cards in deck A, 11-21 in deck B. Shuffle
each deck,

Draw half of your stages from deck A and haif
fram deck B

In a & player game, each player draws 2 cands
from deck Aand 2 from deck B. Then shuffie the
2 dacks together and each player draws a 5th

card,

YOUR TURN

When playing the standard game, all of the
rules of the base game apply except for the
following addiions and changes: !

Gas Station

When you arrive al 2 gas station, you may
draw your cards for thal lum bafore or afler you
shuffle your discards inlo your draw deck.

Empty Hand

If you &0 not have amy cards in your hand at
the start of your turn, you may reshuffle your
descands inta your deck if you wish. You ang not

el ilemed B Am o
requng sd Ul g,

Stage Scoring

Stage scoring has two additional rules.

i If there are 3 or 4 players, you may scone
3 of your stage cards during the game

@ In any given round, only a total of 2 stages
may be scored, Once a 2nd stage has
bean frigoered, any ofher stage files to be
rasoned in the cument round are discarded
without being sconed.

Stage Scoring

When a stage tile is scored, you scome points or
draw cards based wpon the number of players

3 Players: Usa base game scorlng.

4 Players:
18] Piace Car
2nd Place Car
3rd Place Car
dih Place Car

4 points®

3 points®

2 points® OR 2 cards
1 point* OR 2 cards

3 Players:
15t Placa Car 5 points®
2nd Placa Car 3 points®
3rd Placa Car 1 point* OR 2 cards

Matinnal Envintd Pana Bulas
FELIDTE SPIiNL malsE mUIeS

For a quicker game, use 5 coursa files plus the
starl and finigh iles (7 files in ofal), Place stage
markars 11-21 on the course, Draw 2 cands fram
the B-dack for your stages, and score only 1 of
fhem for the race, All oiher rules apply normalhy.

replacement pisces at:

custserEEmanTargames. com. i

WWW.MAYFAIRGAMES.COM

fou have purchased a gamea
of the highesd qualify. Howenver,

f you find any compaonents
migsing, pleasa contact us for
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