- Your car is destroyed if either the
Structure or the Heat counter reaches
the skull.

- There are no pit stops. Steering,
Brake, Turbo and Structure points will
not be refreshed during the race; Heat
can only be reduced slightly.

- The winner is the first car to cross the
finish line. (Turn order matters.)

Setup

- Design a course: normal length is 8-
10 tiles, or 4-5 with two laps. 6-8
(open, or closed with one lap) will
provide a short game.

- Each player takes a car (large card)
and a driver (small card), ideally from
the same Team (colour) though it
doesnt really matter, and nine clear
markers (placed at the top of the
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Steering, Brake and Turbo tracks; on
the four dark (“disarmed”) boxes on
the Driver card; on full Structure (top)
and zero Heat (right side). Also place a
gearstick pawn on the zero spot in your
gear matrix. If your car’s equipment
includes a Minelayer, also take four red
markers.

Round

- Establish an order for this round,
front to back. If two cars are equally
far forward, the one that arrived first is
“ahead”.

- Each player takes their turn.

Turn

- First, decide how to move your
gearstick pawn: accelerate (one step up
or right-and-up along a white line),
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brake (one step down or down-and-left
along a white line), or shift (as many
spaces as you like left or right along a
dashed line). Or keep it where it is. You
may not deliberately decelerate to
speed 0.

- Then spend as many of your Turbo
points (to accelerate as above) or Brake
points (to brake as above) as you like.

- Roll red dice based on your current
colour zone (blue, yellow, orange, red)
and white dice based on your current
speed (look horizontally right from the
gearstick pawn).

- Any 1-2 on red dice gives you a heat
point. (+1 to the range for each Turbo
you used this turn; using two Turbos
makes each heat die give you heat on
1-4.)

-1) 1109 "€-T a8uel je (SurAmd sJ1
JT U9AD ‘QUE[ JNOA UM ‘9°T) PIEMIO]
A[30311p SaIT} UND) SUIYIRIA YT, -
"9U0 s9ye) 1981e) 9} AJuo (1aduing
1eqUIOY) SARY NOA JI H-€) € e uo Juiod
3INIONAS B 33B) SI[IIYRA [10q ‘7-T Uyoes
104 ‘buluipwal aoubMO]D JUIWIAOWL JO
utod yoDa .10} 1P e [[OI PUE SAOUWI .NOA
pud " 4sni) U, ysmy,, e st sy} ‘puiyaq
wolj AT1D911p 19081 I9YIoue 1Y NoA JJ -
"UoTIN[0SaI Wey IpIS
A wouj ajeredas A[a191dwod st SIY T,
‘9-1 B U0 1981e1 IN0A 03 Jutod aInidnng
9UO Op :31P pal e [[01 OS[e ‘MBS Ie[NdIID)
[e191e7] 3S() pue wey IpIS nok Jf -
¢+l 1 L A AYo[q
LI 1 A A P

9 S 14 € [4 1
:jutod a1ONLS € Iye)
(€) Lured parp Jo/pue (1) 1931eL, (A)

- Your white dice roll is the number of
lane changes you have available this
turn. Speed 5- unlimited; speed 6-10,
highest single die; speed 11-16, lowest
single die; speed 18, 0.

- You must move your full speed (your
movement allowance). You may use
fewer lane changes than you rolled.
Each Steering point you spend gives
you a bonus lane change.

- A move into the square directly ahead
of you uses one of your movement
allowance. A move diagonally forward
uses one movement allowance and one
lane change.

- At any point before, during or after
movement you may use Equipment.
You have two Activations per turn: you
can use each of these either to Arm a
piece of equipment (move counter to
the right) or to Use it, which disarms it
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