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= Aim of the/game

FORMULA D is a car race. The aim is to win a race
(of one lap) and be the first to cross the finishing
line. There are all sorts of risks involved and you
have to anticipate what will happen during the
course of the race. You must decide on your strat-
egy, trust to luck, keep to the rules and always keep
an eye on the technical condition of your car.

In the basic game the cardboard tab is placed
on the plastic dashboard as follows
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The following material is used for the basic game:

@ 1 game board with the round circuit of Monaco

@ 6 dice symbolizing the 6 car gears

@1 black die to determine car damage or other
unpredictable events

@ 1 instruction book containing the basic rules

@ 10 Formula 1 cars in 5 colours symbolizing 5 dif-
ferent racing teams

Marker indicating the wear points



@ 10 dashboards
@10 “gear stick” pieces
@ 10 markers for car wear points (WP)

= Basics

The,gears

The cars have 6 gears, each gear has its own
die. The numbers on the dice tell you how many
spaces to move the car. The higher the gear you
choose, the faster and further the corresponding
die will allow the car to travel (see movement
table below). You are not allowed to skip gears
when accelerating (e.g. changing straight from 1=t
to 3 gear). You are allowed to skip 1, 2 or 3 gears
when braking (e.g. from 6 to 4t or from 4t to 1t
gear); however there is a penalty for doing this
(see page 0).

Gear Die Movement (Number of spaces)

'y 1t02
[ 2104
. 4108
Tt012
. 1110 20
$ 2110 30

@ Note: When the pyramid-shaped die is rolled,
use the number at the top.
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As in real life the car starts in 1t gear. Then you
shift up to 2" gear and so on up to 6™ gear, in
order to move as fast as possible. When it is a
driver's turn he announces which gear he has
chosen, moves the gear stick on his dashboard
accordingly and then rolls the die which cor-
responds to the chosen speed. He then moves
his car forward the number of spaces indicated
on the die. When the move is finished the car
“stops”. This notion is important especially in the
corners (see page 0).
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@ Order of play: In each round the drivers play
according to their car position on the track.

Example: During a round of play car A overtakes
car B which was in It position. When the next
round starts, car A, now in 15t position, will play
before car B.

@ Same position: If two cars on the track are level
with each other, the driver with the highest gear
plays first.

| Car Ais in 3" gear, and car B is in
2 gear. So car A plays before car B.

If both cars are in the same gear, the car nearest the inside
with reference to the next (or current) corner plays first.

B are both in 3¢ gear.
{ Car A plays hef__ore car B.
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The cars drive in the track lanes. Different driving
codes apply to corners and straights. It is gener-
ally not allowed to go over other cars - they must
be driven round. Driving backwards is also not
allowed.

@ Driving code in the corners

To drive through a corner a car must stop a mini-
mum number of times (indicated in the yellow box)
within the limits of the corner. After the requisite
number of stops, the car may proceed and exit the
corner on its next move.

Tomake it easier to drive through the corner, the driver
should consider the indicated number of spaces. The
number in the green box refer to the longest path, the
numbers in the red box refer to the shortest path.

" The red-white n‘furkings show the corners or chicunes.i1
The red lines indicate the beginning and end of §

the red-white markings for the three lanes.

The arrows indicate the only authorized routes

cars may follow, before and in the corners.

@ Driving code on the straights

Straights are the portions of track between cor-
ners. Depending on the length of each straight,
cars may need several rounds before entering the
next corner.

@ Important: The manoeuvre must be completed
using the smallest number of spaces possible.

While driving on a straight, a car
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i inru);?nly change two lane \

Fon AP
Lig-zag" driving on a straight is not allowed. A car

may not change lane and return to the same lane. %
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@w.w_r.pointsl(WP)

They reflect the capability of the car to stay on the
track and survive events during the race. Each car
has 18 WP at the beginning of the race. The players
use these points to survive various incidents and
risky manoeuvres.




= Preparation forplay

The race is held on the Monaco circuit. The two
halves of the game board are spread out on the
table side by side. Each player is given a car, a dash-
board and a gear stick. The scorecards are not used
in the basic game. The selected gear is marked on
the dashboard with a (“gear stick”) piece.

Each player places a marker near the value 18 - this
shows the WP of his car.

The general wear points (WP) and the gear
stick are the only parts of the dashboard that
are used in the game for beginners.
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Marker shows thot

the car has 18 '!'l’F'

@ Important: A car is eliminated from the game
when it has no WP left.

GQSIurtlformuﬁon

Every player rolls the black die in order to deter-
mine the starting position of his car. Whoever rolls
the highest number gains pole position. The other
cars are positioned in decreasing order accord-
ing to the numbers rolled. In the case of a tie, all
involved players re-roll the die.
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Before engaging Ist gear, every player rolls the black
die to see how successfully he can start.

@ Number rolled: 1 - poor start. The player has stalled
the motor of his car. He cannot engage I gear and so
he has to wait till the next round. Then he can start in
It gear without having to roll the black die again.

@ Number rolled: between 2 and 16 - normal
start. The player can start normally. He rolls the die

for 1t gear and moves his car forward according to
the number rolled.

@ Number rolled: between 17 and 20 - great
start! The player makes a fantastic start. He moves
his car forward 4 spaces immediately, although he
is still in 1*t gear. The car can change one or two
lanes to avoid other cars. The driver may shift to
2" gear in the next round.

= Overshooting

If a car passes through a corner at the end of its
turn without making the required number of stops,
it overshoots the corner. The number of spaces the
car overshot the corner by is deducted from the
car's WP as a penalty.

@ Corner with 2 stops: If the car has made no
stops, it is automatically removed from play.

i@ Corner with 3 stops: If the car has made no
stops, or only one stop, it is automatically removed
from play.

When coming out of a corner the car may not change
lane, but must stay in the same lane. If the move
ends in another corner, this stop does not count for
the new corner. If the car is blocked by another car,
he cannot drive round it and has to brake.




A player may use his WP at any time to avoid hav-
ing to advance the full number of spaces shown
on the die. In this way he can control his progress
better, for example when the lanes are blocked by
other cars.

The car must move forward 3 spaces. The driver
decides to move only one space to avoid co|||d|ng
with another car and therefore loses 2 WP.
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= Changing down

A driver can skip one, two or three gears when
changing down, however this wears out his gear-
box. The number of gears skipped equates to the
number of WP his car loses as a result. Note: It is not
possible to skip four gears (from 6th to 1Ist gear).

Whenever a car ends its move on a space next to
or behind one or several cars, there is a risk of col-
lision. A driver in this situation must roll the black
die to see whether there is a collision or not. If he
rolls a number between 1 and 4 his car loses 1 WP.

The driver of car A provokes a collision risk with the cars
B, Cand D. Procedure is as follows: The players of cars B,
Cand D each roll the black die once to see whether they
! collide with car A. Subsequently the driver of car A rolls %
the black die three fimes - once each for the cars B, C 22~
and D - to determine whether he collides with them. }
| DY % b IR G

= Motor dumage

If a player rolls a 20 in 5" gear or a 30 in 6% gear,
this puts a strain on his engine. After his car has fin-
ished moving he must therefore roll the black die
to test whether his engine has withstood the strain.
All players who are driving in 5" or 6" gear at this
moment must also roll the black die. If a number
between 1 and 4 is rolled, the corresponding car
loses 1 WP.

The player whose car passes the finishing line
first has won the race. The race ends when all
cars have crossed the finishing line, in order to
enable ranking.

NOW YOU [0V [{{0USk

TO PLAY YOULR FST GAME




= Two-lap race

For players who have already played several sin-
gle-lap games.

Whoever crosses the finishing line first after two
laps wins the game. Players may make a pit stop
between the first and second laps to regain the WP
points they lost during the first round.

At the end of the first lap a player may decide to
make a pit stop to regain all the WP he has lost.
There is no speed limit in the pit lanes. It is also not
necessary to roll the exact number needed to reach
one’s own pit.

o
@._ Entering, pits s

To enter the pits it is sufficient to roll the minimum
number required or higher using the die correspond-
ing to the selected gear. The car receives all 18 WP
back and awaits his next turn to start from the pits in
4% gear (maximum).

The rules for changing down gear, collision, brak-
ing and engine damage do not apply in the pit lane.
Overtaking is not possible as it is a single lane. Driv-
ers have to be patient and wait until the car ahead of
them moves forward, regardless of selected gear and
with no effect on the WP.

Cars in the pit lane must wait for their turn, until the
cars on the circuit between pit exit and entry have
had their turn.

Pit for .
green car |||

The cars must follow the only lane which leads to the pits. The two
pit entry and exit spaces are marked by two arrows each.
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If you'would like toluse the GT cars and the circuit
for a street race;but have not yet found the time to
read the extended version of the game rules, you
should not hesitate: you can start playing straight
away using the basic rules with only a few adjust-
ments, which are explained below.

=_Drivers and|theirfcurs

In the basic rules for road races, the drivers and cars
only differ in appearance. The values and symbols
on the score cards are not taken into account. How-
ever, a driver may use his nitro fuel injection once
a lap having rolled the gear die. This gives him a
movement bonus equivalent to the gear he is in at
that moment (1 space in It gear, 2 spaces in 2" gear,
etc.). This bonus must be used completely.

The player then places a damage marker on the
designated space on the score card.

The games have some special features. Please
therefore read the following sections.

gig_mre howling ...

The residents find the noise -
of the cars extremely annoy-
ing and complain about
itt. Now and then a hot-
tempered trouble-maker
decides to take pot shots at |
the cars driving past his win- {
dow. The drivers of all cars
which finish up in this zone
after their turn must roll the
black die. If the result is 11 or
more, the car loses 2 WP.

99&19&?.

The danger zone is the area
of the circuit which is in
particularly bad condition
and is therefore dreaded by
all drivers. All black spaces
are treated as spaces with
damage markers. If a car
lands on one of these
spaces, the driver must roll

{11439 FOR ROAD RACES

the black die. If he rolls a number between 1 and
4 he loses 1 WP. It is possible to avoid damage by
changing lane (see “Driving code on the straights”).

ﬂ' Police,station

There is a speed limit
in force in the whole
town, but it is great fun .
tearing past the police [f:
station. Every time [
a driver crosses this
line his speed must
be recorded (e.g. the
number shown by the
gear die, multiplied by
10). When all drivers
have crossed this line,
the fastest driver gets
2 WP (maximum total
points: 18 WP). In the
case of a draw, the first
driver to have passed
the police station
receives the bonus.

The spaces underneath the tunnel are not naviga-
ble. When a car leaves a space with a tunnel sym-
bol it is placed on a space with the same number
on the other side of the tunnel.

¥4 A car on space 2 continues
its move on space 2.

bt

= Checkpoint!

If two laps are to be completed on this circuit, each
car receives 10 WP when it crosses the finishing line
for the first time (maximum total points: 18 WP).
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FORMULA D s a car race. The aim is to win a race
(of twio laps) and be the first to cross the finishing
line. There are all sorts of risks Involved and you
have to anticipate what will happen during the
course of the race. You must decide on your strat-
egy. trust to luck, keep to the rules and always
keep an eye on the technical condition of your car.

The following material is used for the advanced game

# 1 game board with the ciroult of Monaco

# 5 dice symbaolizing the & car gears

# 1 black die to determine car damage or other
unpredictable events

# 1 instruction book containing the complete rules

& 10 Formula | cars in 5 colowrs symbolizing 5 dif-
ferent racing teams

@ 1} dashboards

& 10 “gear stick™ pleces

In ke gome far odvanced ployess fe cordieard 1od
is ploced en fhe plestic deshboard like this
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' 10 scorecards (Formula 1 page face-up)
@ G0 markers for car wear points (WP)
W 20 damage markers

= Basics

The cars have & gears, each gear has Its own die
The numbers on the dice tell you how many spaces
to move the car. The higher the gear you choose,
the faster and further the corresponding die will
allow the car to travel (see movement table below )L
You are not allowed to skip gears when accelerat-
ing (egg changing straight from P to 3™ gear] You
are allowed to skip L 2. or 3 gears when braking
(e.g. from & to 4® or from 4* to P gear} however
there is a penalty for doing this (see page &L

Borkers indimimg wear paints
for enth zoae of the or

e
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oy sfick

WP car body

WP road honding

(or cards
(city race dirwis oa back page)
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# Note: When the pyramid-shaped die is rolled
use the number at the top.

@iﬂl—

As inreal life, the car starts in M gear. Then you shift
up to 2™ gear and so on up to 6™ gear, in order to
mwve as fast as possible. When It s a driver’s turn
he announces which gear he has chosen, moves
the gear sthck on his dashboard accordinghy, and
then rolls the die which corresponds to the chosan
speed. He then moves his car forward the number
of spaces indicated on the die When the move Is
finished, the car “stops’. This concept s important
especially in the comers (see page 51

® Order of play In each round. the drivers play
according to their car's position on the track
Exampie: Dhring a roundof play Car A overtakes Car B
which was in ™ position When the next round starts,
Car A, now In M position, will play before Car B

Cor A & in front of car B

# Same positlon: If bwo cars on the track are level
with each other, the driver with the highest gear
plays first.

If both cars are in the same gear, the car nearest the
inside with reference to the next (or the current)
corner plays first.

o

¥ Cor A s in 3 gear, and car B is in 2%
pear. So cor A plays before oar B

L Wy,

I Car A and B are both in 3¢ geor P
{ Car A phays before cor B. F

I
).

The carsdrive inthe track lanes. Different driving codes
apply to comers and straights. Driving through other
cars Is generally not allowed - they must be driven
around. Driving backwards is also not allowed

@ Driving code In the cormners

To drive through a comer, a car must stop a mini-
i nurmbser of times (indicated in the yellow box)
within the lmits of the cormer. After the requisite
number of stops, the car may proceed and exit the
corner on s next mowve

Tomake iteasier todrive through the corner, the driver
should consider the indicated number of spaces. The
number in the green bax refers to the longest path, the
number in the red box refers to the shortest path




T —
The red-white ‘rFtrIcings show the comers or chicanes.»
The red lines indivate the beginning ond end of |
8 the red-white markings for the thres lones ®

The armows indicose the anly lagol routes cars |

f:' may follow, before and in the comers.®

@ Driving cods en the siralghts

Straights are the portions of track between cor-
ners. Depending on the length of each straight
cars may need several rounds before entering the
next cormer.

While driving om0 shraight,
o car may ondy change two lanes.

M

“Tigzog” driving &5 ellowed when overiaking another cor.
e 7 ST TR L “:"

@ Important: The maneuyre must be completed
using the smallest numbser of spaces possible

(@) Wearpints (WP)

‘Wear Points reflect the ability of the car to stay on
the track and survive events during the race. Each
car has a certain number of WP at the beginning of
the race, which are divided up betwesn six differ-
ent categories. These points are distributed as fol
lows in the game for advanced players:

WP fires:
WP brokes:

b
3.
1
3
]
1

The race is held on the Monaco circuit The two
halves of the game board are spread out on the
table side by side. Each player 5 given a car,
a scorecard a dashboard and a gear stick. The
selected gear is marked on the dashboard with a
[ gear stick™) plece.

Each player places a marker in each car zone - next
tor each part listed in the scorecard

. bl o e paamo
“Tig-7aq” driving om o straight is
met allowed. A car moy net dhange
lome ond retwm to the same [one
i during the some movement.

|




In the ﬁurne for odvanced players, the spedial
wn-:lr pmnh I:'ﬁ'F':I and the geor s |[I|. are the ondy

;‘", : .O WP geu:rhl"l—.'_
| F £y
| o # WP car body :

WP agime b bl & S b

I X‘ WP roed hondling: ¢ '
Gears Gear stick

maation

Every player rolls the black die in order to deter-
mine the starting position of his car. Whoever rolls
the highest number gains pole position. The other
cars are positioned In decreasing order according
to the numbers rolled. (In the case of a tie, all con-
cemed players re-roll the die)

95

Before engaging 1 gear, every player rolks the black
die tosee how successfullky he can start.

@ Number rolled: 1 - poor start. The player has
stalled the motor of his car. He cannot engage 1™
gear and 50 he has to walt till the next round Then
he can start in P* gear without having to roll the
black die again.

# Number rolled between 1 and 19 - normal
start. The player can start normalhe He rolls the die
for 1" gear and moves his car forward according to
the number rolled

Num ber rolled 20 - great startl The player makes
a fantastic start He mowves his car forward 4 spaces
immediately, although he is still in P* gear. The car
can change one or two lanes to avold other cars. The
driver may shift to 2™ gear in the next round

== Overshoofing

If a car passes through a corner at the end of s
tumn without making the required number of stops,
it overshoots the comer. The number of spaces the
car cwershot the comer by Is deducted from the
cars tire WP as a penalty.

' f- ;;/-'/; 'i -.“‘ b Thn care foses 3 E 'ﬁ'lj‘

# Cormer with 2 stops: If the car has made no
stops, it Is automatically removed from play.

# Cormer with 3 stops: If the car has made no
stops, of onby one stop, it s automatically removed
fromm play.

W hen coming out of a corner the car may not change
lanes, but must stay in the same lana IF the mowve
ends in another comer, this stop does not count for
the new comer. If the car is blocked by ancther car,
he cannot drive round it and has to brake

When a car loses his last tire WP by overshooting a
comer, he spins round in a circle. The car s placed
on the space where his move ended, pointing back-
wards. The player must turn his car round again and
drive off in 7 gear when it Is his next turn IF he
overshoots a comer again, he will again spin round
in a circle IF the car overshoots the comer by more
than one space, he Is out of the race

If a car bses more tire WP than It possesses, It B
eliminated from the race.




P > As a result, the car then loses a certain number of
- Bl'ﬂlilllg brake WP, engine WP and gearbax WP. The table
below lists the comesponding wear. Note: It is not
A player may use his brake WP at amy time to avold  possible to skip four gears (from 6th to Ist gear)
having to advance the full number of spaces shown
on the die This can help to prevent losing tire WP Geos shipped  Gearbox WP Eroke WP Engime WP
if he would otherwise overshoot a comer. 1 gear 1 i i}

If a car has mo gearbox WP left the driver can
only change down one gear at a time untll the
game is over.

Whenever a car ends Its move on a space next to
of behind one or several cars, there is a risk of col-
lision A driver in this situaton must roll the black
die to see whether there s a collision or not. If he
ralls a | his car loses 1 car body WE

If a car loses its last car body WE it Is eliminated

The car must move urwurrﬂ rpr-rer The ﬂl‘lr
dedides to mowe only one space so ovoeid overshooting
a difficult comer and therefore loses 2 brake WP

— W AR —

A driver can find himself blocked by one or more
cars which he is unable to overtake. After the
driver has moved his car forward as many spaces
as possible, he counts how many spaces he would
have mowed if he had not been blocked The table
below shows how many brake WP and tire WP the
car loses as a consequence.

$paces remaining Brake WP Tire WP

If a car doesn't have enmough brake WP and tire WF to

& drivar of car & orownkes wzinm rick wi ._5"
stop befive & blockaee, I 1s elimingte from the moe. The driver of car A provokes o collision risk with the oor

B, Cand D. Procedure i os follows: The ployers of cors B,
{ and D each roll the blodk die once to see whether they
collide with car A. Swhsequently the driver of car A rolls
the klock die thres fimes -~ once ench for the cars 8, C

A di R gears when :Inrudi 10 dniTlrue whesher he o ||II'--J'|'|I1|'| them.

changing down, howeyver this wears out his gearbox

= Gearing down

-



= Motor dumagel

If a player rolls a 20 in 5* gear or a 30 in 6% gear, this
puts a strain on his engine After his car has finished
moving, he must therefore roll the black die to test
whether his engine has withstood the strain. All play-
ers who are driving in 5 or & gear at this moment
must also roll the black die If a number between 1 and
4 ks rolled, the comesponding car loses 1 engine WFE

If a car loses lis last engime WF, It is eliminated
from the race.

Each time a car loses a car body WP or an engine
WPF. a damage marker is placed on the space where
the move ended.

The same applies whenever a car 5 eliminated
from the race for whatever reason. These spaces
are judged to be “dangerous” from then on

If a car passes over one of these spaces or lands
on it, the driver must roll the black die. If the result
is between 1 and 4 the car loses one road han-
dling WF. The dangerous spaces can be avolded by
changing lanes.

If a car loses lts last road handling WE It Is elimi-
nated from the race

= Slipstreaming!

If a car drives in the wake of another car, This Is

called slipstreaming.

For the two concerned drivers, slipstreaming Is

possible from the 4th gear on

The car must be driving as fast or faster than the

car in front

If a car wants to profit from slipstreaming affer moy-

ing, it has to stop directly behind another car. From

this position he can then add 3 spaces onto his last

move. He can move forward 3 spaces In the follow-

ing way:

@ change a lane, overtake the car in front and return
to the original lane

@ change a lane and move two spaces in a
straight line

W change two lanes and move one space in a
straight line

The player rmust move a total of three spaces in

any case (However, the driver may use brake WP In

arder to reduce this number of spaces.) If slipstream-

ing brings a car up immediately behind another car,

he can carry on slipstreaming (and so onl

If a car Is carried into a corner by slipstreaming, he
loses a brake WP (without the number of spaces
being reduced]

In a corner, a slipstreaming car must follow normal
driving code (e.g. following the arrows])

Braking in order to take advantage of slipstreaming
in the wake of ancther player's car Is not allowed.
Drivers do not have to slipstreami

At the end of the first lap, a player may decide to
maake a pit stop toregain all the tire WP he has lost
There Is no speed limit in the pit lanes. It is alsonot
necessary to roll the exact number needed toreach
one's own plt

To enter the pits it I5 necessary to roll the mini-
mium numiber required or higher using the die cor-
responding to the selected gear. As soon as the car
enters the pits. it recelves all its tire WP back. The

i Fit for green cor

Entry, et zane
for green mr
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The cars must follow the only lone which
lends to the pits. The two pil entry and el
spaces are marked by two ormows each’




player now rolls the black die, in order to see how
fast his mechanics work.

# Result between 1 and 10: quick pit stop. The
player divides the number shown on the black die
by two (rounding it up If necessary)l The result is
the number of spaces the car Is allowed to move
when the car leaves the pit in 4% gear.

# Result between 11 and 20: slow pit stop. The car
remains in the pit until the next round Then the car
mioves on bn 4® gear (or a lower gear)

The rules for gearing down, collision, braking and
engine damage do not apply in the pit lane Crhyer-
taking is not possible as it Is a single lane. Drivers

have to be patient and walt until the car ahead of
them moves forward regardless of selected gear
and with no effect on the WER

Cars in the pit lane must wait for their turm, until the
cars on the circult betwesan pit exit and entry have
had their turn.

The player whose car passes the finishing line first
fafter two laps) has won the race. The race ends
when all cars have crossed the finishing line, in
order to enable ranking.




All the Fnlll:lwi‘lﬂ rules can be used independenthy
of one ancther.

»- Constructionjoflonesstownlcan

Every player can distribute his 20 WF betwesan the
slx zones of his car at his own discretion However,
the following restrictions must be observed:

between | ond 14.
between | ond 7.
between | ond 1.
between | ond 1.
between | ond 1.
between | ond 7.

All players drive a qualifying lap with stopwatch
consecutively, in order to determine their start
positions. The rules for moves and driving code
remain wnchanged during the qualifier, however
the WP are not taken into account The onby excep-
tlon s If a car overshoots a corner - this s penalk
ized (see below]

\iﬂneplapa'hmadereﬁameandhghrmpﬂpa:a
pen and a stopwatch.

‘.{-:lr A i5 ready fo begin the quulifying session.

i The player whaose tum It is to drive a qualifying
lap places his car in the middle lane in front of
the starting line.

i The referee starts the stopwatch before the
player rolls the die for P gear.

i The referee then adds the number of die throws
the driver needs to finish the lap. The stopwatch
is stopped as soon as the car crosses the finish-
ing line

il The referee notes the exact duration as shown on
the stopwatch and adds one throw of the die for
every full minute the player has taken to coms-
plete the lap.

i In addition, he adds one throw of the die per
space that the car has overshot the comer

Wote: The qualifying lap Is over if the driver does
not stop at all In corners where two or three stops
are required. He then has to start the race at the
back of the fleld from the last start position.

Afrer that the order of starting is determined:

The car which has completed the qualifying lap
using the fewest throws of the die takes first posi-
tion. The other cars follow on in decreasing order
according to the number of throws. If two drivers
have the same number of throws, the stopwatch
time decides; the fastest player gets the better start
position.




Car A needed 18 throws

of the die, he ployed for 4
minutes and 23 seconds ond
avershot the corner by two
spores. He hos pale position.

Cor B needed 17 throws of the
die, ployed for 7 minetes and
overshot the comer by three

spaces. He is on pasifion two.

Car C neaded 19 throws of the
die, ployed for 8 minutes ond 16
seconds and did not overshoot
any corners. He finishes wp after
car B beoause of the wotal time
needed to complete the ciroeit.

r

7
Cor D made no shops in @ oomer where

™o sops were obligatery, so he must
’:h""r definitely start from the lost posision.

P Three-lo

The first car to cross the finkshing line after thres
laps wins the race. Two pit stops are possible dur-
ing the race

There s a weather chart for each “Formula 7 rac-
ing circuit, which is available to all players before
the game so that they can inform themsslves
about weather conditlons during the race and
qualifying laps.

If the weather rules are used, it is strongly recom-
mended that the tire selection rules be used as well

Before the qualifying laps begin, the black die is
rolled and the weather chart consulted:

i Good weather no problems for drivers

i# Changeable: The clouds look ominous, but have
no effect on the qualifying.

@ Raln: The qualifying laps for all players take
place In rain (see belowl

Befora the actual race begins, the black die is rollad
again and the weather chart consulted:
 Good weather no problem
@ Changeable: The sky is overcast at the begin-
ning of the race but is does not rain. Howeyer, this
can change durng the course of the race When-
ever a player in 5 gear throws a 20 or a 30 in 6™
gear, he has to roll the black die and consult the
weather chart:
» IF "good weather” comes up, the weather
conditions are shifted one line upwards.
« If “rain” is the result. the weather conditions
are shifted one line downwards.
« If the result s “changeable”, the weather
stays the same

Wenther Effat on roce
Gord none {Evoriabl)
(hangeahis nore
Enin, chongeoble rain

Knin roin {invarioble)

@ Raln: The entire mce takes place in rain.




The wenther is changeoble ond a player throws a 20 in
5th gear. He rofls the blodk die ond “roin® comes wp. The
weathar conditions mre shifted ome line downwards, so
thot “roin, changeable” now opplies. (it sharts roining.)
During the ourse of the game the weather conditions are
shiifted one line wpwards by another roll of the black die:
the weather tums changenble sgoin ond the roin stops.

|;;h_fﬂgquf,_[_lil

@ Collislon A result of 1 or 2 (instead of just a 1 as
in good weather) means a collision ocours

@ Engine damage: Occurs when result is between
1 and 3 (instead of between 1 and 4, as in good
weather]

@ Road handling: The car loses one road handling
WP for a result between | and 5 (instead of betwesn
1 and 4, & in good weather)

Lﬂ)iiu_ﬁm-_nf tires

The cholce of tires is cruclal not just for qualifying
lap. but For the race ltself. When weather condi-
tlons have been determined sach player can fit his
car with special tires (see below) it Is also pos-
sible to change tires between qualifying lap and
the race

@ Hard tires: They are recommended on a dry
track and inefficient on a wet track.
= The game rules apply unchanged if the
weather is good or changeable
= If it is raining. the car moves three addi-
tiomal spaces, provided at least one space
included in the mowe lies within the limits
of a comer.

i Soft tires: They are recommended on a dry

track and inefficient - if not handicapping - on a

wet track
« If the weather Is changeable or good, the
car can move one additional space during
each move in the qualifying or race laps.
This additicnal move 5 not compulbory. But
if a car cvershoots a comer, the penalty is
doubled (loss of tire WPL If a driver does not
change his tires during a pit stop after the
first lap, he loses the bonus. IF a driver does
not change his tires during a pit stop after the
second lap, the penalties for owvershooting a
corner are trebled.
« IF It Is raining, the car travels three spaces
further every move during qualifying and
the first two race laps provided at least one
space of the move lies within the limits of a
corner. If a driver does not change his tires
during a pit stop before beginning the third
lap. the penalties for overshooting a corner
are treblad.

If the driver decides to use soft tires, one damage
marker is placed on the score card, with the “sun”
side face up

W Raln tires: They are highty recommended iFitis
rabning, but are otherwise very sensitive.
« IF the weather s changeable or good, the
penalties for overshooting a comer are dou-
bled (loss of tire WP) for qualifying and the
first two laps of the race If a driver does not
change his tires before the third race lap, the
penalties are trebled.
« IF It Is raining. the car travels one space
further every move, providing at least one
space of the move lies within the confines
of a comer.

If the driver decides to use rain tires, one damage
marker is placed on the score card, with the “rain’
side face up.

Your pit has 2 WP which can be used during the
race to regain lost WP (with the exception of tire

WPL Every time a driver makes a pit stop he can
choose between two options

@ Tire plt stop: As in the rules for advanced play-
ers, except that the driver may change the type of
tire wheneyver he changes tires.

& Technical pit stop: The driver can change his
tires (see above) and in addition regain up o two




WP In one or two zones (except the tires) This "res-
eryoir” of 2 WP applies for the entire duration of the
race, even If it lasts for more than two laps In the
next round, the car may not start higher than 4*
gear. A car with soft tires does not profit from the
bonus of an additional space when leaving the pits.

et race
b

A game using these rules s appropriate for a large
group with an even number of players. The players
formteams each with two players, each colour cor-
responds to a racing team Apart from the follow-
ing two exceptions, the rules apply unchanged:

@ Plt stop: Each team has 4 WP to repair the cars
Both players must decide together how they want
to use these polnts

i Winner by polnts; A team race Is not necessar-
iy won by the first car to cross the finishing line
Each car recelves a certain number of winning
points. The team with the highest number of total
points wins the race

Ho. of points

£ — 3 ket e bn S 20




One of the innovathons of this new edition of For-
mula [ is the option of using the second racing
circuit jon the back of "Maonaco™) for exciting road
races. The complete version of game rules should
be used for this game option, however with several
minor changes which are explained below. We also
recommend applying the optional weather condi-
tlons. Otheraise Julien Marcellin and his car should
not take part In the race

The following material Is required for the road races:

# 1 road race game board

& & dice with colours symbolizing the & car gears

# 1 black die to determine mechanical damage to
car of other unpredictable events

# 1 instruction book containing the complete rules

& 10 GT cars

& 10 dashboards

& 10 “gear stick™ pleces

& 10 score cands (GT page)

& &0 markers for car wear points (WF)

& 20 damage markers

In the romd races wilk ciy dnowiss the candboosd fab is
ploced on the plostic dosh baoed s Fallews.

Ten special drivers compete in the road races. Play-
ers get a score card corresponding to the car they
have chosen The score card contalns information
on the car features and speclal characteristics
which they can take advantage of during the race.

Marker indicoing w2or pints
Far earh zome of the r

WP beakes .‘.\A’HO

W zngine

.;_."

WP mad hosdiing

(o cards
[Formula 1 dinouits on the frant poge)




Each driver has a personal car with special features
The cars drive on hard tires (see "Optional Rules™)
There are nefther soft tires nor wets.

All cars have a nitro fuel Injection which alloas
instant acceleration. Players can use their nitro
once a lap after rolling the comesponding gear
die They receive a movement bomus according to
the gear they are using at that moment (I space n
Pt gear, 2 spaces in 2™ gear, etc.) This bonus must
be uwsed completeby.

The player then places a damage marker on the
designated space on the score cand.

= (ircuit

There are pits on the circult; howeyer they are not
wsed during the road races They are only used
when classic Formula 1 cars are driven on the clrcuit
= atyour own risk, of course. The circuit s designed

with special detall which influence the course of
the race

The aim of the game is naturally to be the first to
cross the finishing line, as in the original version!

= The enginesforelhowlingpe®

The residents find the nolse of the cars extremely
annoying and complain about it. Now and then a
hot-termmpered trouble-maker decides to take pot
shots at the cars driving past his window. The driv-
ers of all cars ending thelr mowves here must roll the
black die and then consult the following table

Block die Result
115 Too lote: the shat goes wide.
16-18 Grazing shot: the cor loses 1 tire WP
1] Not bod: the cor loses | cor body W

Diress kat: the cor beses 1 engine WFE.



= Dangerzone

The danger zone Is the part of the circuitwhichis In
particularty bad condition and is therefore dreaded
by the drivers. All red spaces are treated as spaces
with damage markers (see extended version of the
game rules, page 7).

= Police station

There is a speed limit In force in the whole town
but it i great fun tearing past the police station
Every time a driver crosses this line his speed must
be recorded (e.g. the number shown by the gear die,
muultiplied by 101 When all drivers have crossed this
line, the fastest driver gets £ WP which he can dis-
tribute between the six different categories of his
car howeyer he likes (however the original number
of polnts may not be excesded.) In the case of a
draw, the first driver to have passed the police sta-
tlon recelyes the bonus.

The spaces undermneath the tunnel are not naviga-
ble When a car leaves a space with a tunnel sym-
bol it 5 placed on a space with the same numiber
on the other side of the tunnel

A or on spade 7 confinues
iifs mowe an spogs 7.

Ifthe race conslsts of several laps. each carrecelyes
its complete number of tire WF on crossing the fin-
Ish line, and an additional 2 WP to be distributed
between the other categores at his discretion
(Howewer, the original number of points may not be
excesded In any category)
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