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- Your car is destroyed if either the 
Structure or the H

eat counter reaches 
the skull.
- There are no pit stops. Steering, 
B

rake, Turbo and Structure points w
ill 

not be refreshed during the race; H
eat 

can only be reduced slightly.
- The w

inner is the first car to cross the 
finish line. (Turn order m

atters.)

Setup
- D

esign a course: norm
al length is 8-

10 tiles, or 4-5 w
ith tw

o laps. 6-8 
(open, or closed w

ith one lap) w
ill 

provide a short gam
e.

- Each player takes a car (large card) 
and a driver (sm

all card), ideally from
 

the sam
e Team

 (colour) though it 
doesnt really m

atter, and nine clear 
m

arkers (placed at the top of the 

Steering, B
rake and Turbo tracks; on 

the four dark (“disarm
ed”) boxes on 

the D
river card; on full Structure (top) 

and zero H
eat (right side). A

lso place a 
gearstick paw

n on the zero spot in your 
gear m

atrix. If your car’s equipm
ent 

includes a M
inelayer, also take four red 

m
arkers.

R
ound

- Establish an order for this round, 
front to back. If tw

o cars are equally 
far forw

ard, the one that arrived first is 
“ahead”.
- Each player takes their turn.

Turn
- First, decide how

 to m
ove your 

gearstick paw
n: accelerate (one step up 

or right-and-up along a w
hite line), 

brake (one step dow
n or dow

n-and-left 
along a w

hite line), or shift (as m
any 

spaces as you like left or right along a 
dashed line). O

r keep it w
here it is. You 

m
ay not deliberately decelerate to 

speed 0.
- Then spend as m

any of your Turbo 
points (to accelerate as above) or B

rake 
points (to brake as above) as you like.
- R

oll red dice based on your current 
colour zone (blue, yellow

, orange, red) 
and w

hite dice based on your current 
speed (look horizontally right from

 the 
gearstick paw

n).
- A

ny 1-2 on red dice gives you a heat 
point. (+1 to the range for each Turbo 
you used this turn; using tw

o Turbos 
m

akes each heat die give you heat on 
1-4.)

- Your w
hite dice roll is the num

ber of 
lane changes you have available this 
turn. Speed 5- unlim

ited; speed 6-10, 
highest single die; speed 11-16, low

est 
single die; speed 18, 0.
- You m

ust m
ove your full speed (your 

m
ovem

ent allow
ance). You m

ay use 
few

er lane changes than you rolled. 
Each Steering point you spend gives 
you a bonus lane change.
- A

 m
ove into the square directly ahead 

of you uses one of your m
ovem

ent 
allow

ance. A
 m

ove diagonally forw
ard 

uses one m
ovem

ent allow
ance and one 

lane change.
- A

t any point before, during or after 
m

ovem
ent you m

ay use Equipm
ent. 

You have tw
o A

ctivations per turn: you 
can use each of these either to A

rm
 a 

piece of equipm
ent (m

ove counter to 
the right) or to U

se it, w
hich disarm

s it (m
ov

e 
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un
te

r t
o 

th
e 

le
ft)

. Y
ou

 c
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