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  DANGEROUS AREA
The two outer lanes of the track 

are dangerous starting on space 
#23 and continuing through 

space #29. The left lane is 
close to the dangerous 

mountain and is strewn 
with rocks. The right lane 
is next to the edge of the 
precipice and is littered 
with cracks. 

BASIC RULES (See the Footnote (1) at the bottom of 
the page for the reminder pertaining to the wear 
points (WP) outlined in the base game - basic rules).

If a car stops or if its 
path requires him to 
go on one of the spac-
es of the left lane or 
the right, the owner 
will roll the black die 
to determine if he has 
lost a wear point (WP). 
If he rolls a number be-
tween 1 and 5, the car 
loses a WP.

ADVANCED RULES (See Footnote [2] at the bottom 
of the next page - reminder pertaining to the wear 
points outlined in the base game - advanced rules).

If a car stops or if its path forces it to pass over one 
of the spaces of the left lane, its owner will have 
to roll the black die to determine if its body gets 
damaged. If a number between 1 and 5 is rolled, 
their car loses one body WP. Also, if a car stops or 
if its path forces it to pass over one of the spaces of 
the right lane, its owner will have to roll the black 
die to determine if their road handling is damaged. 
If a number between 1 and 5 is rolled, their car loses 
one WP from its road handling. 

  COLORADO JUMP
The track has collapsed, drop-

ping spaces #10, 11, 12, and 13 of 
all three lanes into the Colora-

do River. The position of the 
lost spaces is indicated by 

dotted lines. To cross this 
obstacle, the cars have no 
other choice but to jump 
over the river to land on 
space #14 of the track. If 

at the end of a turn 
a car “falls” on one 
of the spaces in the 
dotted area, on its 
next game turn it 
will have to start in 
a gear no higher than 
third. It will then 
have to take one 
of the two clearing 
lanes to the left or 
the right of the track 
to resume the race. 

  HAPPY CROWD
A crowd of jubilant people has 

spilled over the two outer lanes 
of the track starting on space #9 

and continuing through space 
#12 to encourage the drivers 

on the track. If, at the end 
of their movement, a car 
ends on one of the four 
spaces of these two lanes, 
on its next turn, it will 

start in a gear no 
higher than third. 
If the path of a car 
forces it to pass 
over one of these 
four spaces in these 
two lanes, it will 
have to continue 
in the chosen lane 
and stop in the 

(1) Basic Rules - Reminder regarding the wear points (WP): They 
determine the ability of your car to stay on the track based on events 
that it will face during the race. Each car starts the game with 18 wear 
points (WP). Players use these points to monitor their various strategies 
and anticipating their risk taking.



  
CASINO STOP

  
MUDDY TRACK

last available space between #9 and #12, but not 
beyond space #12. On its next game turn, it will 
also continue in third gear at most.

  MUDDY TRACK
The track in this area is in real-

ly bad shape. A puddle of mud 
is on space #8 of the center 

lane and rocks are on spac-
es #7 and #9 of the left and 

right lane respectively. 
A car can freely cross 
one of these three spac-
es while taking into ac-
count the following: 

BASIC RULES (See Foot-
note (1) at the bottom of 
the previous page - re-
minder pertaining to the 
wear points outlined in the 
base game - basic rules).  

A - The #8 mud space will 
slow the car down. It has 
a value of five movement 
spaces. 

There are two possible scenarios: 
i) If the car crosses this space during its move, it 
will count 5 spaces before continuing its move-
ment in the middle lane. If the car cannot account 
for all 5 of these spaces, it will remain on the mud 
space and will count the missing spaces during the 
next move while staying in the middle lane. 

ii) If the car ends its movement on the box # 8, it 
will count the 5 space during the next turn or turns, 
while staying in the middle lane.

B - If the car crosses or stops its movement on the 
#7 or #9 rock spaces of the exterior lanes, the own-
er of the car will roll a black die to determine if it 
has lost a WP. If a number between 1 and 5 is rolled, 
the car loses one WP.

ADVANCED RULES (See Footnote (2) at the bot-
tom of the page - reminder pertaining to the wear 
points outlined in the base game - advanced rules). 
The #8 mud space takes into account the afore-
mentioned Muddy Track Basic Rules, item A.
If the car crosses or stops its movement on the #7 
rock spaces, the owner of the car will roll a black 
die for the body to determine if it has lost a WP. If a 
number between 1 and 5 is rolled, the car loses one 
body WP. If the car crosses or stops its movement 

on the #9 rock spaces, the player will roll a black 
die for tires. If a number between 1 and 5 is rolled, 
the player’s car loses one WP from its tires. 

  CASINO STOP
A player can perform a pit stop in 

the Casino in the hope of being 
able to regenerate with the black 

die roll all of their lost WPs. 
This includes those from the 

tires, brakes, body, fuel, en-
gine, and road handling in 
the Advanced Rules. 

To do this, a player must 
drive their car in the lane 
leading to the Casino 
and in which there is no 
speed limit. Once the car 
stops on one of the three 
starred spaces of the Ca-
sino, the player immedi-
ately rolls the black die. 

Two things can happen: 

A - If a number be-
tween 1 and 6 is rolled, 
the player’s car then 
recovers all of its lost 
WPs and immediate-
ly leaves the Casino. 
It moves a number of 
spaces corresponding to 
half of the value of the 
number rolled (round-
ed up, if necessary). For 
this movement, the car 
is considered to be in 
fourth gear. On the next 

game turn, it will be able 
to shift to a higher or lower gear as normal. 

B - If a number between 7 and 20 on the black die 
is rolled, the player’s car regenerates no WPs and 
must remain in the Casino. On the next game turn, 
the car will leave the Casino in a gear no higher 
than fourth. Players cannot stay in the Casino for 
more than one turn.
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(2) Advanced Rules – Reminder regarding the wear points (WP): They determine the ability of your car to stay on the track based on events that it 
will face during the race. Each car starts the game with a number of wear points (WP) based on the 6 following categories: Tires WP = 6, Brake WP = 3, 
Transmission WP = 3, Body WP = 3, Engine WP = 3, Road Handling WP = 2.


