


Welcome to the world of underground racing.
Your goal? To become the Street King using your
cars, crew, upgrades and skills. You'll start at the

bottom just like the others, using your D class cars
to win races, and earn credits. With these credits,
you'll be able to buy parts, hire crew members, or
advance to the next class. Another way to gain
credits is to show off your car at car shows.
Be the first to win enough gold trophies and you'll
be crowned the undisputed Street King!

Components: Game Board ,6 Player boards ,6 Car Pawns
Upgrades Deck, Locations deck ,Car decks AB CD
54 Wooden Cubes ,5 Car Show cards, Finish line Token
First player Token, Tracker Tire and Tracker Arrow.

SETUP

Place the board in the middle of the table.
Separate and shuffle each deck.

For each class deck (A,B and C) reveal cards equal to
the number of player plus 1. This creates the Dealership
where you can buy cars. Remove the rest of those
class cards from the game.

Example, for a 2-player game,
reveal 3 cars from class A, B, and C.
For a 3-player game, reveal 4 cars and so on.

Deal out two D class car cards face up to each player.
If you have two D cars with identical stats,
discard one and draw another.

Remove the rest of the D class cars from the game.
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Give each player a player board with the matching
car pawn and wooden cubes. Each player places a cube
on the 2 of their credit track, 1 cube on each of the four

stats icon on their player board, and 1 cube on each of
their trophy icons on the main bo
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Deal 3 location cards to each player
(these cards are hidden from other players).
Place the locations deck on its designated spot on the board.



Place the Upgrade Deck on the board and reveal cards
equal to the number of players plus 1. This creates the
Store where you can buy upgrades for your cars
or hire crew members.
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For example, reveal 3 cards in a 2player game, 4 cards ina
3-player game, 5 cards in a 4-player game and so on.

Place a number of Car Show cards on the
board equal to the number of players minus 1.
The rest of the Car Show cards are removed from
the game.

For example, in a 4-player game, place 3 car show cards.

Place the Finish Line marker under the D class of the track.

Place the tire marker on its spot on the board.
Place the Green Arrow pointing at lane 1 on the racetrack.
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Choose a first player and give him the first player token.
Rev your engines... You're ready to race!
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ROUND SUMMARY

The game is played in rounds of 4 phases each.
Each round, players will do the following
phases in this order:

1. The first player will choose the race class
2. Actions are taken by all players until everyone qualifies
for the race or passes.

3. Race the event class chosen on the 2 locations placed there.

4. Clean up

PHASE 1: CHOOSE A RACING CLASS

The first player chooses a class for the race of this round.
This determines where the finish line token is placed on the
track. You must own a car (in your playing area) of that class.
This means that for the first round, the race willbea D

class event. Place the finish Line Marker on the track under
the determined class letter.

The class chosen determines the class of the car a player can
use during the race of this round. For example, if class B was
chosen, you can only use class B cars during the racing phase
of this round.

PHASE 2: PLAYERS TAKE ACTIONS

Starting with the first player, each player in clockwise order
will take an action on his or her turn. Keep doing this until all
players have taken the Qualify action or said Pass,

which will end this phase.

You can only take one of these actions during your turn.
(You will have multiple turns during this phase and you can
take an action you already took on your previous turn, if
that action is available.)

List of actions you can take during Phase 2:

- Go to the Shop
- Go to the Car Show
- Go to the Dealership
- Choose a Racing Location
- Qualify for the Race
or PASS

GO TO THE SHOP:

The shop has newly available items to buy every round.
When you take this action, you can buy an upgrade.

The value of the upgrade is the number in the green box at
the top left corner of the card. You can only buy 1 upgrade
during this action. When you buy an upgrade, place it under
one of your cars, so that the stats (and stars) are visible.

All cars have 4 stats in this order: Top Speed, Acceleration,
Handling, and Braking. Each upgrade will modify a specific
stat. Each car can only have one upgrade of the same
color/type attached to it. You cannot upgrade a car that is
at a car show. Once an upgrade has been attached, it cannot
be moved to another car.

Cost to buy Beauty Value
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Color/Type
Stat
Value

Top Speed - Acceleration- Handling - Braking

Crew members are not “color-coded”, nor are they
assigned to a specific car when hired. They are kept face up
in front of you until you take the Qualify action.

When you buy an upgrade, do not reveal another card
from the deck (The shop needs time to replenish its stock).



NOS: it does not add to the Beauty value of the

car and it is a one time use upgrade. After you moved your
car pawn, you may use and discard attached NOS to

move 3 extra spaces.
You may only have 1
NOS attached to a
car.

CREW MEMBERS are not color coded, so you can have more
than one assigned to a car before a race. However, you can
never own two crew members with the same artwork.

You can hire the same crew member when taking the

Shop action, but you must then immediately discard one

of them. Remember, crew members are only assigned to

a car when you take the Qualify action.

This is what a car looks like when it has brakes and tires
attached to it. The upgrades are placed under the car:

ELITE CREW MEMBERS cards give you two options; the left
or the right side. Attach them to the side of the car instead
of to the bottom. They will add 2 stars to a stat but will
reduce 1 star from another.

They are a Mini expansion and may be removed from the
game should you choose to.

This is what a car looks like when it also has NOS
and an Elite Crew Member attached to it:




GO TO THE CAR SHOW ACTION:

You can only take this action if there are Car Show cards on
the board. When you take this action, place a Car Show card
from the board onto one of your available cars. When you
place a Car Show card on your car, you immediately gain
credits equal to the beauty value of the car plus its upgrades
(the number in the yellow box at the top right corner of the
cards). But choose wisely, that car remains there for the
whole round, which means you won't be able to race with it
or upgrade it. You cannot place a Car Show card on the car
you qualified with during this round. You may have several
of your cars in different car shows during a round.

Move the cube on your credit track according to the amount
gained (the beauty value of the car) at the car show.

Gain credits
equal to the
total Beauty
value of that car.
In this case, you
would gain 6000
credits.

Keep track of
your total credits
on your player
board.

GO TO THE DEALERSHIP ACTION:

When you take this action, you can BUY and/or SELL cars at
the dealership. The value of a car is the number in the green
box on the top left corner of the card. You can only buy a car
that is one class above any car you own. (So if you own a D
class car, you can only buy a C class car. To buy an A class car,
you need to own a B class car). Of course, you can always buy
cars of a lower class should you need to. When you buy a car,
place it face up in your playing area.

At the dealership, you can also sell a car (along with all the
upgrades). Add the value of the car and all the upgrades
attached to it, and gain half that amount of credits
(rounded down). The car you sell goes back into the
dealership along with all the upgraded parts attached to it.
A player may choose to buy that car by paying its total cost.
You can both sell and buy in one dealership action.

You can only buy one car and only sell one car.

Cars and upgrades cannot be sold separately.
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Don’t forget to increase or decrease your total credit on
your player board if you buy or sell a car. You must buy or
sell a car if you take this action.



CHOOSE A RACING LOCATION ACTION:

Choose the track in which the race will take place. You can only
take this action if there is an empty location spot on the board.
When you take this action, draw a location card from the deck.
You MUST then place one of your locations cards from your
hand face down on any available location spot on the board.
There are two spots you can place a location card. If the deck is
empty, shuffle the discard pile and make a new deck.

(The strategy here is to choose a location that your qualifying
car will perform well in. For example, if your car has good
handling, place a location card that has the handling icon OR if
you think you might lose this race, place a Police card in the
number 2 location spot).

Note: The Police location cards are a mini expansion and you
may choose to remove them from the game.

3-) Place that card, face down, on any available location spot.

1-) Draw a card from the location deck on the board.

QUALIFY FOR THE RACE ACTION:

Qualifying for the race will allow you to place your car pawn at
the start line. When you take this action, you place your car
pawn on the starting grid of the top most available lane of the
track (1-6). The number on the starting grid is the order in
which the cars will move during a race (the car on the #1 lane
will move first, then the car on the #2 lane, and so on).

When you qualify, you must choose a car you own of the same
class as the race. You may then assign crew members to that

car.

Place your car:

Assign your Crew Members:
3
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QUALIFY FOR THE RACE ACTION continued:
Finally, adjust the cubes on your player board to match the
total stars of the cars stats. For each of the 4 stat types,

add up the stars and move the cubes to the total of each
stat. The Elite mechanic will make you lose some stars
(while making you gain others) so choose wisely if you want
to use them or not this
race.

This car has 3 in Top Speed,
Zero acceleration, 3 in Handling

add to any stat, but after moving,
this player can discard it to move
an extra 3 spaces.
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Placing your pawn on the starting grid does not remove you
from the action phase. You can still take an action at your
next turn. If you do not have a car to race with, you cannot
qualify and must choose another action or Pass.

When you say “Pass’”’ you’re taken out of the action phase.

Important:

When all players have taken the Qualify action or Passed, the
action phase ends immediately, no further actions can be
taken, and you move on to phase 3... RACING!

and 6 in Braking! The Nos does not

PHASE 3: RACING!

Before starting the race, if there are empty location spots,
fill them with cards from the top of the Location deck, face
down, from left to right.

The Location card will have 2 stats on it. Each player will

now move their car pawn a number of spaces equal to the
number listed on their player board following the stat order
of the Location card. Move the cars in order from lanes 1 to 6.
Do so for the 1st stat on the Location card, then the 2nd.

Example: the location card has Brakes first and then Top speed.
The red player in the #1 lane will move up on the track

the amount listed on their player board for the Brakes stat.
Then the yellow player in lane #2 will do the same and so on.
When all players have moved according to their brakes

stats, repeat from lane #1 using the Top Speed stat.
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PHASE 3: RACING! continued

Once both stats on the first location card are done, flip over
the second Location card. Now move the cars again using the
stats on the second location card.

Example: This track started with brakes, then top speed,
then acceleration, and finally handling.

Only the second card is used in giving prizes to the players.
(4000 credits for 1st, 3000 for second, 2000 for third, 1000
for fourth.)

GIVING OUT PRIZES:

When all cars have reached the finish line, it’s time to give
out the trophies. Go from left to right, starting with the
last car. The 5th & 6th place receive no credits but still

get ared ribbon prize. 4th gets a ribbon and credits,

3rd gets bronze and credits, 2nd gets silver and credits .
Finally, the winner gets gold and credits.

Place the player cubes on the corresponding Trophy Track
on the board to keep track of trophies.

When a car lands on the finish line, place the car pawn above
the corresponding prize; so the winning car above the Gold
trophy, the runner up above Silver and so on. If a car does
not reach the finish line when all 4 location stats have been
completed, continue using the first location card

(as though you're doing laps.)

A
You can pause the game during a race. Use the Tire Marker
for the current stat and the Arrow marker for the current
lane, to keep track of where you stopped.

If a player reaches 2 trophies of the same type, they must
immediately trade those two for one of the next level trophy.
(For example: if you get your second Bronze trophy, lose

both of them and gain a Silver. If this gives you a

second Silver, lose both Silver trophies to gain a Gold trophy.)
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Important: You cannot gain a 7th Gold Trophy by “trading up” .
It must be won in a race. Simply keep the excess
silver trophies; they may be used in tiebreakers at the end
of the game.

45000, — The red X on the second location card means that
A the winner of this race will have to discard
“ the corresponding upgrade attached to the

winning car. If the car does not have that upgrade, nothing
happens.

£4000
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If it’s a police card, the winner must choose
—— between discarding any one upgrade of his
' choice OR paying a 2000 credit fine.

Crew Members can never be discarded this way.
Players take back their car pawn after receiving his or her prize.



PHASE 4: THE CLEAN UP PHASE:

- Return the Car Show Cards back to the board.

- Remove the location cards from the board and discard them
in the Location discard pile next to the Location deck.

- The First Player marker moves to the player to the left.

- Discard ALL cards from the Shop and reveal new upgrades
according to the number of players plus 1.

START A NEW ROUND!

GAME END /| CHAMPIONSHIP ROUND!
When a player gets his 7th gold trophy by winning it, there is
ONE more special round, the Championship!

Important Rule:

You cannot trade up to get your 7th Gold trophy.

It must be won by winning a race.

However, you can trade up for your other Gold trophies.

This round differs in some ways from the other rounds.
Play this final round with these rule changes:

- The finish line marker is set to the class A.
The first player cannot choose the class of the race.

~ Place the top two Locations cards from the top of the
location deck, face down on the locations spots, creating a
random track. Players cannot play locations cards this round.

At the end of the championship round, the player with the
most Gold trophies is the Street King/Queen.
(your city's name)

In the case of a tie, the player with the most silver trophies wins.
If the tie persists continue to bronze and then finally ribbons.
If it still persists, the player with the most cars breaks the tie.
The final tiebreaker is the amount of credits.

VARIANT RULES:

- 2 Player Game: For a 2-player game, each player will
control a team of 2 characters. Setup the game as if playing
a 4-player game. Alternate between players the First Player
marker and Action turns. Each player still only has a hand of
3 Location cards, not 6.

- Shorter Game (Recommended when playing 5-6 players):
During setup, each player starts with one D class and one
C class car. Each player also gets one random upgrade
(excluding crew) to each of those cars. End the game when
a player has 5 gold trophies instead of 7.

- Gone in 60 Seconds:
Sold cars go back to the box, not the dealership.

- The Word Tour:
During setup, each player gets 1 random car from each
class and 1 random upgrade from each of those cars
(excluding crew). The first player does not choose the class
anymore for this game. The class will change every round to
the next class and loop around. So, the first round will be
class D, second round is class C, third round is class B, fourth
round class A, fifth round class D and so on....

- Betting / Pink Slips:
Before flipping the first location card, players can bet credits,
cars, and even trophies on who will finish in first place.

- Under the Hood: Hide upgrades under the cars until they are
revealed when you qualify.

- SuperParts Store: When a player takes the shop action they
can discard the shops items and reveal the same amount
from the deck before buying.

- House Rules: Feel free to make house rules, different winning
conditions or even remove cards like Nos or Crew members.
No championship round, etc... Be creative and have fun!



BOARD SETUP EXAMPLE:

Create the dealership for each class of car, reveal a number
of cars equal to the number of players plus 1 (A, B, and C):

The cone icon on the cards represents a
Promo card. You can thank the Kickstarter
backers for these extra cards. They are the
ones that helped unlock these promos!

The first race will be a D class race, |
place the finish line there:

<
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Place Car show Cards Each player will

R to equal the number place a cube on the
of players minus 1. trophy icons of

Flip over their trophy tracker.

Upgrades to

equal the number

of players plus 1. The spots on the board with the

trashcan icon are for discarded cards.
(Upgrades, Locations, and Cars.)
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Giancarlo Caltabiano
James Simionato
Johnny Palumbo
Marco Piovesan
Shaun Ventura
Nick Delnero
Simon Elias
Joe Amato

DESIGNED BY:
LUCA VINCE CALTABIANO

PUBLISHED BY:
BOARD TO DEATH VIDEO REVIEWS

www.Boardtodeath.TV




MEET THE AWESOME ARTISTS:

COVER BY:
Tibor Szentkuti -Brian Spilner

CARS:

Diki Ahmad Sidik - DASHMODE

Robert Kovacs - ROOBI

Pedro Guerreiro - TYPERULEZ

Mehmet Kirat - Mkirat Design / MK Design
Grab - XGrabX

Etkin Dogan - Active Design

Emre Coskun - EmreFast

Gianluca Atzeni - WHITE DOGG

Alex - AlexEbMz

Tarik Rizvanovic - TARIK91

Urops - Tuninger - Shahinproject

Robert Prispilovic - RibaDesign

Zoltan Jenei - ROKIEJENO RookieTuning.Blogspot.com

LOCATIONS:

Thiago Klafke - Thiagoklafke

Lticio Tamino - Tamino

Brandon Stricker - BrandonStricker

Michael Vincent Manalo - The Flickerees
Jeff Yu- Liberiko Game

Jambioo - www.Alex-Langletz.de

Eun-Sun - Ha-Neul

Pierre -Yves Kreh -www.pierreyveskreh.com

PARTS/CREW

Ramon Miranda - TheShock

Alexey Afanasyev - Scifipsychoboy
Terry Lane: Elite Mechanic

Jack Davies - Jackdarton

Luke Morgan - WormDog1

Ularn Yamborisut - Dinnyforst
Cameron Lai - Im2Skeptical
Athanase Georgellis - NasG85
lordan Cristian - Overdozecreatives

Most of the Artists were found on Deviantart.com

@

)

OTHER TALENTED ARTISTS:

Characters by: Jean-Pascal Leclerc Kegle
(Facebook.com/jeanpascal.leclerckegle)

B
DASHMODE | Modifications by: Jessica Elias Caltabiano Ho B‘%tmg

Prototype Art/ Promo Art [ Supporting Art:
Steve Vitello - SharpPhotoStudio

Arpan Jyoti Mahanta - Hellboy1991

Ciprian - Cipprik Design

Daniel - X-Raited

Ritchelle De Jesus - RDJDesign

Galantai Gergely -Galantaigeri

Martin Duris -DURClo2

Pablo Pontes - Ponto

Aykut Filiz - Aykutfiliz

Szabolcs - Szaba18

Daniel Kemnitz - RazorDzign

Artem - LocoAtomo

Jay Lall - Jays5204

Todor Kolev /-TKtuning

ViperDash-GFX - Viperdash-gfx

Laszl6 Zoltan - Pacee

Dan Buzdugan - Danyutz

Yigit - Apple-yigit-jack

Zoltan Laszl6 - Paceeo8@gmail.com
Theodoridis Konstantinos "guss67" - Guss67.com
Gustavo Rintzel Thomé - Gustavothome.blogspot.com
GorillaGoesBananas [ David Bradley
Sandra Bauser - Sandrabauser

Uncle Sickey - UncleSickey

Mark Gregory Hosmer - Markhosmer

Raul Jacobo Bermudez - Elementot1
Giuseppe Troiano - Flockenpracht

Wenjun Mao - Mrainboww;j

Albulena Panduri - blue-a

Toro Balazs [-Torobala

Artur Rosa - Arthurblue.deviantart.com
Brandon Stricker - Brandonstricker.artstation.com
Dér Rezsé: Caution sign Logo

R O O K | E Srdjan Srdic / srcky95@yahoo.com

Marius Negru on Facebook
Olli Teittinen - Ollite20
PAGETI




BLOGS & WEBSITES TO GO CHECK OUT!
The Undead Viking: Youtube - UndeadVikingVideos
Testeur Alpha - Youtube - Testeur Alpha
Brian Everett Coggaming: Coggaming.net
NVS Videos: Youtube - icurnvss

Board Game Brawl: Youtube - boardgamebrawl

AWESOME FRIENDLY GAMING STORES:
o

CHEZ GEEKS
www.Chezgeeks.com

Playing Board Games: Youtube - PlayingBoardGames (&
Top Shelf Boardgames: Youtube
Hugo Oliveira: Addboardgames.blogspot.ca

ARRMERS VAT

Gamer’s Vault
www.Gamersvault.ca

Gone Wacko: Gonewacko.org ”"”B”’, ) —

Pedion Battlefields: Pedionterrain.com
Nurd Radio: Nurdradio.com =
Greg Frank: Youtube - Gfripper = "~ o | -

) WoodForSheep Hobbies Ltd.
www.woodforsheep.ca

v
wood~sheerg

p SISy

D6 Sports: Saguisag.com/tts/

Angry Joe Show: Angryjoeshow.com

Game Nite Magazine: Gamenitemagazine.com
Wombat Games: Wombatgames.tumblr.com

of 64
S %, Isle of Games
w
www.isleofgamesaz.com

-

GameThyme: Gamethyme.com ) _
Pepion

Ludold: Ludold.com
La Recreation: Larecreation.ca MODULAR BAVFLEFLELDS
Zero Bad Ideas: Zerobadideas.tumblir.com

XPRESS Games
www.xpg.co.uk

' X' G

Buy - PLAY - TRADSE

THE
COMPLEAT
STRATEGIST

The Compleat Strategist
www.thecompleatstrategist.com

How to be a Nerd: H2bn.com
The Dreaded Geek: Youtube [GOHCW&CkO] :

D?O"’?
g% (01 te\

Medievalords: Medievalords.com
TWYR AMPY 0N

FreePik: Freepik.com & Pixbay: Pixabay.com

Board Game Giveaway
www.boardgamegiveaway.com

Cortex-Hugim: Cortex-hugim.com
=
]
»

IconArchives: Iconarchive.com
)

UN DEAD

The Games Hunter
g www.TheGamesHunter.co.uk

e
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VIKING -

VIiD

PLAYING

Mission: Fun & Games
facebook.com/missionfunandgames

BOARD
GAMES

Dragon’s Lair: Comics & Fantasy
www.dlair.net/austin/

\9

Board Games oo

BGK Thailand Boardgame
facebook.com/bgkthailandboardgameshop



THE AWESOME BACKERS!

Uwe Eickert - Scott "Aldie" Alden - Peter " Nitrous " Shirey -
Battlefields - Black Flag Armada - Brian Suhre - Conrad Hamel -
Hans Plattner - Alexander Festini - Mitch Schroeder - Leon Phelps-
Martin Goudreault - Atheris Games - Levi Bushue - Bruno Gosselin-
Joe Amato - George Gibbs - Mathieu Vespa - Ralf Grasser -
Mangaworld Pescara - Jean-Francois Dubois - Christopher Brown-
James Simionato - Steven Barham-nokes - Steven Mack - Ben
Duerksen - Ryan Neral - Frucot Jean-Vincent - Jason Wysocki -
John Kline - Mike Brandl - Nathanael, Daniel and Karsten McLean -
Gregory Frank - Tomas Hammar - Matteo Boldreghini - JonnyPac -
Jason Frehner - Andrew Corbett - Brian Robinson -Mark Gutfriend
Blair Reamy - Nicholas Merlino - Dave Perkovich - Devon Mackie -
Rea Maurizio - Jordan T Brown - Jocelyn Brisebois - Richard Taylor
Brett Wright - William Klose - Dominik Weiss - Andrew Bremner -
Michael Wade - Davy Wagnarok - Pedion Modular - Hubba Willie -
Rodney Crain - Jim Eichhorn - Rylan Balkham-Smith - The Warble's
Chris "Pepsiman" Saguisag - Jesse Bergman - Louis Sylvester -
Eric R. Martin - Alex Smith - Jonathon DeWaard - "Angry" Joe
Vargas - Lisa Weiche - Scott Freedlun - Marc Sabino - Chris Eden -
Mark Ruiz - Martin Gagnon - William Braun - Hector Velasco -

Brian Dean Hamilton - Darryl Jam - Steve Ettridge - Costa
Petroutsas - Michael C Brown - Thomas Loschy - Purple Stuart -
Simon Graveline - Ulisce Desmarais Gregoire -Geoffroi Lamoureux-
Jeremiah Perry - Ryan Hicks - Martin Draeger - Kym P. Scott -
Dennis Rose -Lorna Ervin - Daniela Harris-Carl Metz- Mike Holyoak-
Jonathan Brown - Trent Styrcula - Ruben van der Zee - Maxfield

F Stewart - Norris Auyeung - Juan F. Leiva - CarSlayer - Jonathan
Testa - Martin E Stein - Mike De Groote - Luis aguilera Sanz -
Jerome "Bandini" Cormier - Kris Dalman - Don "Quixote" Eisele -
Daniel. J. Goodrum - Connie Guzzo-McParland - Shawn Baichoo -
Johanne Vallee-Her - David Villalta - Justin Orton - Shaun Ventura -
Maksym Pylypchuk - Alexander - Kerwan Le Visage Gagnon -

lan Cooper - Tovarich Pizann - Lars Hoffmann - Ken Wickle - Daniel
Tennison - Alex Haley - Cory Dawson - No_Way301 - Mikael
Pettersson - Angus Smith - Patricio Garcia - Eric & Steph Franklin -
Diff Edge - Stephane "46" Heed - Bob R Heath Jr - R Little - Kuehl
Friedemann - Nicole Heisel - Johan Andersson - D. Cody Gaines -
Dirk Wilking - UIf Géransson - Ross Graham - VRK's dad - Mark
Haskins - Steve Lord - Lutz Philipp Hartel - Dennis Triezenberg -
Paolo Antonio Fenu - Mathieu Ménard - Darren Birt - Jeffid Rebelo+
Jonathan Guertin - Mark Fadden - Alex Srouji - Jerry K Parsons -
Tom Leuse - Jake Waltier - JC Hay - Albert Hoffman - J Aaron Farr -
La Récréation - Michael Heinek - Stefano Tartaglia - Gabriel

Velasquez - Maxime Belisle - Christopher Henschel - Donkeybandit
Tim "MinscFan" Moore - Julien Grenier - Eric Loader -

Christophe Hohlweg - Alessandro "Talpa" Alberghini - Aron
Gabellini - Timothy S Wright - Jason MacFarlane - Brandon
Tinney - Philippe Mirabel - Joel Hoomans - Anthony Crider -
Jeff Richards - Miguel Ayala - lliyan Svetoslavov lliev - Willeke
Reihs and Vincent Philippi - Michael Gonzales - Luis Freddy
Segovia - James R. Smith - Rick Teverbaugh - Ron Wood -

Ed Kowalczewski - Markos Evlogimenos - Simon Hoare -André
"JoeBubber" Sigurdsson - Phillip Pontious - Serge Rodier -
The Dreaded Geek - Sebastian Alexander Ernst Peter Bottger -
Kyle Madsen - Ryan Recalis - Tony Tiet - Mr. Mike Sneed -
Yann Debesson - Paul Lenkic - Leonard Raaymakers - Ben M
Hamilton - Javier de la Maza - Derick Poh - Martin Teikmans -
Kai Bauer - Ki Mansell - Giovanni Palumbo - Medieval Lords -
Michael Woodcock - Russell J. Alphey - Paul Sydney Bell -
GEEX Gaming Club - Rathapat Srifah - Claudio Andres Reichel
Fuentes - Joe Garque - Koko Nurdian Syah - Adam Kibble -
Pierre Bayart - Eduardo - Emerson NazcaGames - Ryan Funk -
Jodi Sweetman - Michel Cinque - Adam Reid - Erika Lavigne -
Adamo & Luisa Montuori - Richard & Dorothy Sutton - Martin
Vanasse - Roger Mayer - Sean Epperson - Derek Allgire -
Orhan Ertughrul - Jonathan Hobson - Sarah Brennick - Rino
Montuori - Tania Montuori - Anthony Montuori - Jessica Elias.

A VERY SPECIAL THANK YOU TO:

Jessica Elias Caltabiano - Giancarlo Caltabiano - Wes Smith
Maria Montuori - Vincenzo Montuori - Olga “Nonna "’ Montuori
Adamo Montuori - James Simionato - Marco Piovesan -
Johnny Palumbo - Joe Amato - Simon Elias -Neskins Aujours
Nick Delnero - Eli Hachem - Leila Gorguis - James Mathes
Jamey Stegmaier - Christopher Dickinson - Davy Wagnarok
Timothy Cassavetes - Milan Tasevski - Travis R. Chance
Eduardo Baraf - Val Teixeira - Larry Cruz - Scott Alden
Uwe Eickert - Thomas Covert - Andrew Russell Birkett
Alexandre Lachance-Clermont - Stephan Cloutier
Jordi Gomez Acosta - Alphonse Hamel - Lance Myxter
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SPONSORSHIP MINI EXPANSION

The Sponsorship expansion adds a 10-card deck to the game.

To play with this expansion shuffle the deck of cards and

place is next to the board. Reveal 3 cards face up.

When a player completes a Sponsorship card, he will get

the reward listed at the bottom of the card. The card is removed
from the game and a new one is flipped over.

There should always be 3 sponsorship cards available.

IMPORTANT:
A player may only complete 1 Sponsor card per round.
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When a player has 3 different basic mechanics
in his playing area, he completes this Goal and
receives 2000 credits.
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When a player has a car with all 4 different
types of upgrades, they complete this Goal
and receive 2000 credits.
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If a player did not enter a race in a round,
he completes this Goal and receives

3000 credits. If two or more players are not
in the race, the first player to have Passed
completes this Goal.

When a player trades two trophies of the

same type for one of a higher level, they

[ %z complete one of these Goals and receive

m the rewards listed at the bottom of the
o m () card (Credits).
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When a player has cars in two car shows
at the same time, he completes this Goal
and receive 2000 credits.

When a player buys a car of the next class,
he completes this Goal and receives
2000 credits.

When a payer qualifies for a race and his
cars stats are all above 3, he completes this
Goal and receives 3000 credits.
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When a player loses an upgrade due to a race,
that player may choose another player to also
lose a part of his choice.

An eye for an eye!
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ROUNDIS UMMANAR Y4

CHOOSE A CLASS

The first player chooses the class for the round. (D,C.BorA)

TAKE ACTIONS

Starting with the first player, players will perform any one of
these actions: (Keep going around the table until all players have placed
their car on the grid and have taken the Qualify action or passed)

- SEND ONE CAR TO THE CAR SHOW (Eam credits)

- GO TO THE DEALERSHIP (Buy/Sell one car)

- GO TO THE SHOP (Buy/Sell an upgrade)

- CHOOSE A RACING LOCATION (Place a track card face down on-an empty-spot)

- QUALIFY FOR THE RACE (Place you car pawn on an empty spot of the grid)
(You can now add crew members to.the carfor this race and adjust your stats)

START THE RACE

- Flip over the first Location card

- Using the stats of each car, move the car pawns on the racetrack
- Flip over the second Location card

- Using the stats of each car, move the car pawns on the racetrack
- When all cars have passed the finish line, give out the prizes.
- Trade up trophies

CLEANUP

- Take back you car pawn.

- Return Car Show cards back to the board.

- Remove assigned Crew members from your car. (Keep them for next round)
- Discard the location cards used for the race.

- Discard the shop cards and reveal new ones.

- Pass the First Player token. : e

- A new round begins.




