Multi-Player Game Rules
2-4 Players
(expandable up to 6)

30-60 Minutes
Car Racing, Dice Rolling, Resource Management
Special Actions (optional)
NOTE: Solo-play rules for this game are available from

www.mwgames.com

Overview

Expansion Pack

Team racing on the open road! Use Fuel and Control tokens to
move your 2-car racing team down the randomized, curving rally
course, and then roll dice to gain more tokens for your next turn.

This base game box comes with enough components to play
with up to 4 players.

Score more points than your opponents by getting your cars
through the checkpoints before theirs.

Components

There is also a “5 & 6-player” expansion pack available (sold
separately) that adds:
▪ 2 Yellow Cars and matching Player Reference
▪ 2 Red Cars and matching Player Reference
▪ 16 Control tokens
▪ 16 Fuel tokens
▪ 8 Skill cards
▪ 8 Track cards (including 3 new styles)
With the expansion pack included, it is possible to play with up
to 6 players using these same rules.

Objective
You control a 2-car racing team on a track with 3 Checkpoints.
As you move each of your cars across the Checkpoints, you
collect scoring cards. The cards’ point values are based on how
many of your opponents’ cars have already passed the same
Checkpoint.
Your objective is to have the most points when all cars have
passed the final Checkpoint.

Setup

Prepare the Skills Cards

To set up for a new game, do the following …

(Note: Using Skills cards is optional and may be skipped when playing with less
experienced players.)

Prepare the Players
Have each player select a color and
take the 2 cars and Player Reference
in their color.

Separate the Skills cards into sets of 4 cards, with each set
containing 1 Turbo, 1 Best Line, 1 Stunt Driver, and 1 All In.

Separate the Control and Fuel tokens and place
them in piles within reach of the players.
Pick a starting player, and distribute tokens:
● Starting player – 3 Control & 3 Fuel
● Next player to their left – 4 Control & 3 Fuel
● All other players – 4 Control & 4 Fuel
Insert the “Current Driver” flag into the green card
stand and place it in front of the starting player.
Place all 10 dice in front of the starting player. (Note: The box
cover can serve as an optional dice container.)

Give 1 set of cards to each player.
Advanced Variant: When playing with experienced players, you
may instead shuffle all of the Skills cards face down and deal 4
to each player.
Remove unused Skill cards from the game.

Prepare the Track

3.

Do the following with the Track cards:
1.

Use the double-sided Start and double-sided 3-lane
cards to start the track. Place near one edge of the
play area, aiming toward the middle of the play area.

Build the race deck from the bottom up by stacking the
following cards face-down, in order, to form a single
deck:
● 1 Checkpoint, then 2 random track cards
● 1 Jump, then 1 random track card
● 1 Checkpoint, then 2 random track cards
● 1 Jump, then 1 random track card
● 1 Checkpoint, then 3 random track cards

(Note: If using the extra Track cards from the expansion pack, you may add up
to 2 more random track cards to each of the first four “random track cards” in the
list. Remove any unused track cards from the game.)

4.

2.

Place the race deck near the start of the track. Turn
over the first 3 cards and add them to the track.

Temporarily set the 2 Jump cards and 3 Checkpoint
cards to the side, and then shuffle the rest of the track
cards face-down to use as “random track cards” in the
next step.

(Note: Until the race deck is empty, make sure there are always at least 3 empty
track cards in front of the lead car by flipping the next card from the top of the
race deck and adding it to the track as needed. Notice the yellow arrows in the
bottom corners of the cards to help point the cards in the right direction.)

Prepare the Scoring Cards
Separate the scoring cards by color and form them into stacks:
● Sort the blue “Lead Car” scoring cards into 3 ordered
stacks, with each stack having a “1” card on the
bottom and a “5” card on the top.
● Sort the green “Trail Car”
scoring cards into 3 ordered
stacks, with each stack having
a “1” card on the bottom and a
“9” card on the top.
Place these stacks near the tokens.
Whenever a Checkpoint card is added to the track, place 1 blue
stack and 1 green stack next to the Checkpoint.

Playing the Game
The game is played in turns.
On your turn, you will:
1. Move your cars
2. Roll dice to gain new tokens
As soon as you have the “Current
Driver” flag, you may move your cars.
(car-moving details start on the next page)

When you have finished moving your
cars and you have the dice, pass the
“Current Driver” flag to the player to your
left. (Note: Do not pass the “Current Driver” flag
before you have the dice. If the previous player is
still rolling the dice, wait for them to complete and
pass the dice to you before you pass the flag.)

Begin rolling dice for tokens while the player to your left moves
their cars. (dice-rolling details start on page 13)
When you have finished rolling dice to gain new tokens, pass
the dice to the player to your left.

Moving Cars
On your first turn, place each of your
cars in their own space on the “Start”
track card. On all other turns, your cars
will continue from where they were
when you ended your previous turn.
You may make as many moves as you
want with one or both of your cars as
long as you have tokens to pay for it.
Using Fuel Tokens
Discard a Fuel token ( ) to move one of your cars up to 3
spaces forward or sideways.

Using Control Tokens
Some spaces are separated by yellow,
orange, or red “Gate” lines with a
number next to them in a matching
colored circle. The number in the circle
is the Gate cost.
For your car to pass through the Gate,
you must discard a number of Control
tokens ( ) equal to the Gate cost.
(Note: The spending of Fuel moves the car
forward. The Control token simply unlocks the
Gate for the car to pass through it.)

For example, on the track card shown, if your car was moving in
the inside lane, you would discard 2 Control tokens to allow your
car to pass through the orange Gate.
Ghosting
When you discard a Fuel token to move a car, you may also
discard 1 Control token in order to ignore all other cars on the
track. This is called “ghosting.”

●
●
●
●

You may not move sideways through a solid white line.
You may not move your car diagonally, except when indicated by an
arrow on the track.
You may not move your car into a space already occupied by
another car, except when “ghosting” (see next page).
You do not need to move the car the full 3 spaces. However, any
unused movement is forfeit.

You may not end your turn with one of your cars sharing a space
with another car. If the car’s last move leaves the car sharing a
space with another car, you must spend another Fuel token to
continue moving the car. You would also need to spend another
Control token if you want to continue ghosting with that car.

Jumps
Jumps are special track cards that allow the player an option.
When you move your car onto the jump:
● If there is an opponent’s car ahead of you on the
track, you may move your car to the first open space
behind that closest opponent.
● Or, move your car to the first open space on the track.
Examples:

Checkpoints
Checkpoints are special track cards that reward you with points
when your car crosses the Checkpoint line.
When your first car
passes over the
Checkpoint line, take
the top card from the
“Lead Car” scoring
card stack. When
your second car
passes over the Checkpoint line, take the top card from the
“Trail Car” scoring card stack.
(Note: In a 6-player game, the last Lead Car and last Trail Car through a
Checkpoint will not receive a scoring card.)

When You are Done Moving Your Cars
When you have completed moving your cars, any tokens that
you spent are returned to their piles in the middle of the play
areas. Keep any unspent tokens for your next turn.

In the left example, the green car has the choice of the space directly behind the
closest yellow car, or either of the first two spaces. In the right example, the
green car has the choice of the space in front of the yellow car or the space in
front of the other green car.

When you have finished moving your cars and you have the
dice, pass the “Current Driver” flag to the player to your left.
(Note: Do not pass the “Current Driver” flag before you have the dice. If the
previous player is still rolling the dice, wait for them to complete and pass the
dice to you before you pass the flag.)

Rolling Dice
You will roll from 6 to 10 dice, with the option to reroll up to
twice, in order to form 2 groups of “Combos”.
A Combo can be any of the following:
● A single die
● 2 or more same-numbered dice
● 2 or more dice in sequence
To determine the number of dice you are allowed to roll:
1. Start with 6 Dice
2. Add “Team Racing” Bonus: +2 Dice if your trail car
could reach your lead car in 4 moves (ignore Gates and
other cars)

3.

Add “Drafting” Bonus: +1 Die for each of your cars that
is in the space directly behind any other car

In the above example, Green would get the “Team Racing” bonus because the 2
green cars are within 4 spaces of each other. Plus, the trail car would get a
“Drafting” bonus, giving Green 9 dice to roll.

When you have rolled the number of dice you are allowed, you
have the option to reroll up to twice. When rerolling, you may
roll any number of the dice, but must roll them as a group.
Once you have completed rolling, form the dice into 2 Combos.
Any dice that do not fit into either Combo are forfeit.
With one Combo, take 1 Fuel token for each die in the Combo.
With the other Combo, take 1 Control token for each die in that
Combo. You may not keep more than 8 Fuel tokens and 8
Control tokens.

In the above example, Green would not get the “Team Racing” bonus because
the 2 green cars are more than 4 spaces apart. The trail car would get a
“Drafting” bonus, giving Green 7 dice to roll.

Once you have completed rolling dice and taking your tokens,
pass the dice to the player to your left.

Using Skill Cards
You may use one or more Skill Cards during your turn. To use a
card, show it to the other players, explain what it allows you to
do, and then remove the card from the game.
●
●

Turbo - Play this card before moving your cars. Each
Fuel token that you play on this turn allows you to
make up to 4 moves with a single car.
Best Line - Play this card before moving your cars.
The cost for each Gate that you pass through on this
turn is reduced by 1. (This means “1” Gates do not require any
Control tokens to pass.)

●
●

Stunt Driver - Play this card before using a Jump.
When using a Jump on this turn, you may jump to the
first open space in front of your closest opponent.
All In - Play this card before rolling dice. Roll all 10
dice. You also have the option to reroll a third time.

Game End & Scoring
When the last car has passed through the final Checkpoint, all
players total up the values of the scoring cards they collected
throughout the race.
The player with the most total points is the winner. In the
case of a tie, the tied player whose lead car crossed the final
Checkpoint first is the winner.

