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INnTRODUCTION

Montez dans votre voiture et foncez !
Méme s'il est toujours bon d'étre le leader,
le plus important est pour vous d’étre en
téte A certains points spécifiques du rallye.
Votre course intelligente vous placera-t-elle
parmi les vainqueurs a la fin de la course ?

Bur pu JEu

Les joueurs scorent lors des « Points Rallye ».
Vous commencez le jeu avec quatre cartes de
Rallye et vous ne pouvez en marquer qu'une
partie pendant le jeu. Lorsqu'un Point Rallye
est marqué, vous gagnez plus de points en
devancant les autres joueurs ; doublez vos
points nouvellement gagnés si vous avez
déclenché le score. Vous marquez également
des points en terminant exactement sur les
Points Rallye, en franchissant en téte les
Checkpoints et en terminant devant les
autres joueurs a la fin de la course. Le joueur
avec le plus de points gagne !

InstaLLAaTIon DEMo

() Disposez les plateaux de course,
en commengant par la planche
« Départ » et en ajoutant des
planches a votre guise jusqu'a
ajouter la tuile « Arrivée » a la fin.

(® Placez les 21 jetons de Points
Rallye sur les emplacements
prévus, dans |'ordre, en commen-
cant par la ligne de départ.

@ Placez les tuiles Checkpoint sur
les emplacements prévus sur les
plateaux.

(® Chaque joueur prend une voi-
ture et le jeu de cartes correspon-
dant a sa couleur. Mélangez vos
cartes et piochez-en 5 comme
main de départ.

(3 Mélangez ensemble les paquets
de Points Rallye A et B et don-
nez-en 4 a chaque joueur. Rangez
les autres cartes sans les regarder.

(@ Placez aléatoirement les voitures
en ligne sur la tuile Départ. Ce
sera |'ordre de jeu pour le premier
tour.

TOURNEZ CETTE
FEUILLE ET JOUEZ !



DEROULEMENT

Lors d’un cours d'un tour, tous les joueurs
déplacent leur voiture une fois. A votre tour,
vous jouez des cartes pour déplacer votre
voiture. A la fin du tour, si un ou plusieurs
Points Rallye ont été atteints, un décompte
peut avoir lieu. Les joueurs jouent dans
I'ordre des voitures de la premiere a la der-
ni¢re place a chaque tour.

Si vous n'avez aucune carte dans votre main
au début de votre tour, mélangez ensemble
votre défausse et votre pioche pour créer une
nouvelle pioche, puis piochez deux cartes.
Clest tout ce que vous ferez a ce tour !

Sinon, si vous avez au moins une carte en
main, vous devez jouer une ou plusieurs
cartes a votre tour. Toutes les cartes que vous

. . A A

jouez doivent étre de la méme couleur. Excep-
tion : si vous commencez votre déplacement

Apres avoir déplacé votre voiture, vous pio-
chez des cartes en fonction de la couleur de
carte que vous avez jouée (peu importe com-
bien vous en avez jouées) :

e Cartes vertes : 2 cartes
* Cartes jaunes : 1 carton
* Cartes rouges : aucun

* Coup « Magasin Général » : 1 carte (ignorez
les couleurs des cartes jouées, méme si
celles-ci sont identiques).

EFFETS DES CASES

Magasin Général : Sur cette case,

piochez 1 carte.

Station service : mélangez votre
défausse avec votre pioche (le cas

piste opposée.

jouez jusqu'a 5 cartes de n'importe
quelles couleurs pour avancer. Puis

échéant) avant ou apres avoir pioché.

Raccourci : Si vous arrivez devant un
raccourci, vous pouvez immédiatement
traverser ce raccourci vers la case de

cartes restantes s'il y en a moins de 5) et
remettez-les dans |'ordre que vous sou-
haitez (cela représente le réglage fin de
votre voiture). Ensuite, vous piochez un
nombre de cartes selon la couleur des
cartes que vous avez jouées a ce tour.

PoInTs DE CONTROLE

Ala fin d'un tour, si un ou plusieurs
Points Rallye ont été dépassés, un score
de Point Rallye PEUT avoir lieu. En
partant de la voiture a la derniére place et
en remontant jusqu'a la voiture de la téte,
identifiez chaque Point Rallye qui a été
franchi lors de ce tour. Si un joueur veut
marquer ce Point Rallye, il révele la carte
Rallye de sa main avec le méme nombre.
Si vous choisissez de NE PAS marquer le
Point Rallye, ne révélez PAS la carte. Vous
pouvez marquer jusqu'a 3 des 4 cartes
Rallye de votre main pendant la partie.

Si un Point Rallye est marqué, chaque
pilote marque des points ou prend des
cartes :

1% place : 5 points
2tme place : 4 points
3¢ place : 3 points

4™ place : 2 points ou piocher 2 cartes

Une fois que les deux premiers Points Rallye
ont été résolus, aucun autre Point Rallye ne
peut étre marqué durant ce tour. Retirez tous
les disques qui auraient pu étre marqués mais
ne l'ont pas été. La voiture en téte commence
la nouvelle manche.

VOTRE mAINn

Les emplacements des stations-service sont
importants, car ils sont le seul moyen de
remettre les cartes jouées dans votre

pioche.

Si vous n'avez aucune carte dans votre
main au début de votre tour, mélangez
ensemble votre défausse et votre pioche
pour former une nouvelle pioche, puis
piochez deux cartes. C’est tout ce que vous
ferez a ce tour.

LIGNE DARRIVEE

La premiére voiture a franchir la ligne
d'arrivée déclenche la fin de la partie. Le
tour en cours est le dernier tour du jeu ;
toutes les voitures franchissant la ligne
d'arrivée marquent comme s'il s'agissait
d'un Point Rallye. Les voitures qui ne
franchissent pas la ligne d'arrivée lors de ce
dernier tour ne marquent pas.

SCORE FINAL

sur une case « Magasin Général », vous

pouvez jouer jusqu'a 5 cartes de votre choix,
en utilisant autant de couleurs que vous le
souhaitez.

Checkpoint : Si vous étes le premier

‘I
:

5t place : 1 point ou piocher 2 cartes Additionnez les jetons de score que vous

conducteur a franchir une de ces

Si vous avez déclenché le score, vos avez collectés pendant le jeu, en ajoutant 2

points gagnés sont doublés.

tuiles, prenez la tuile et placez-la
devant vous. Elle rapportera 2 points en fin

points pour chaque tuile Checkpoint et

Déplacez votre voiture d'autant de cases que de partie. Simultanément, le pilote en chaque jeton de Point Rallye que vous avez

la somme des cartes que vous avez jouées.
Selon ce sur quoi vous passez ou atterrissez, il
peut y avoir d'autres effets apres votre dépla-
cement. S'il y a déja une autre voiture dans la
case, placez votre voiture légerement derriere
elle sur la case (la premiére voiture arrivée se
déplacera en premier au tour suivant).

Si un joueur est sur la case (ou est arrivé

derniére position sur le parcours pioche recus. Le joueur avec le plus de points est

le premier sur la case) avec un Point

deux cartes. le gagnant. Si des joueurs sont a égalité,

Rallye marqué, ce joueur prend le jeton
de Point Rallye. Il rapportera 2 points en
fin de partie. Si le Point Rallye n'a pas été
déclenché, retirez la puce du jeu.

l'ordre final des voitures les départage.

Mécanicien : Des que votre voiture

1 A o e .
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4 of the 21 stages, but can trigger only 2 of them.
The finish line itself is also a trigger. Can you be
in the right place at the right time to win?

Being first at the end of the race helps, but
placing first at the stages you can trigger is
even more important. Since this is a road rally,
you also score points for ending a round on a
checkpoint tile and for being on a stage tile when
it is triggered.

Seems simple—grab 1st place and keep
BAS E RU L Es it. However, it is difficult to maintain the lead
A RoadiRace Game for.3-5 Diivers throughout the race. You have your own draw
: deck and hand. Each round, you can play
by Carlo A. Rossi )

multiple cards of the same color from your hand

“When in doubt, flat out.”— Colin McRae to move your car. However, the further you move,
the fewer cards you draw to replenish your hand.

In Road Rally USA,™ you and your fellow Each round, you play 1 or more movement
drivers are racing from stage to stage in a cards of the same color. Then you move your car
carefully timed rally race. You try to be in the lead  the number of spaces prescribed on those cards.
when a stage is completed. However, you only Finally, you draw 0-2 cards.
score if a stage is triggered. Each driver controls

COMPONENTS 21 Stage Cards
12 Race Tiles (1 start, 1 finish, 10 standard) (A deciipRiiBideck 12

5 Draw Decks (1 for each player)
—each has 21 movement cards:

© 9 green cards (values 1 and 2)
0 7 yellow cards (values 2 and 3) |
© 5 red cards (values 3 and 4)

5

6 Turn Order Tiles
(1t05 & “L” for Last)

21 Stage Tiles
(numbered from 1 to 21)

® 78 VP tiles %




SET-UP

Race Course — Build a road rally course using
the race tiles as shown below.

Note: Each race tile has a number of square spaces
connected by a road. One edge of each space
where the road exits a race tile is marked with a
letter. To set up the course, just place the tiles so
that the 2 ‘A’ edges are adjacent, the 2 ‘B’ edges are
adjacent, etc.

Playing Pieces - Place these tiles and tokens
on the race course as shown below:

Stage Tiles: ( {1}) Place each of the
stage tiles (1-21) on an orange “Diner.”

Note: The ‘1’ stage tile goes on the Diner closest to
the starting tile. The ‘2’ tile goes on the next Diner
along the road, and so on. 61

Checkpoint Tiles: ( ###%) Place
each of the 6 checkpointtilesona =
red/blue flagged site.

Car Tokens: Place the cars on the start tile ().

Starting Player - The oldest player is the
starting player.

Colors - Beginning with the starting player and
proceeding clockwise, choose a color.

Your Race Team - You start with
these components that correspond
with your color.

Car: Your car is on the start tile,
ready to race.

Display: Place your display in
front of yourself.

Draw Deck: Shuffle your draw
deck and place

it in front of

yourself, so that

you have room ‘e

for a discard pile next to it.

Starting Hand: Draw 5 movement
cards from your draw deck to
form your starting hand.

Stage Cards: Shuffle the Aand B
stage decks together

and draw 4 cards. You

can look at them, but

don’t show them to the

other drivers.

SEQUENCE
OF PLAY

Road Rally USA is played in a
series of rounds that ends when a
car crosses the finish line.

1) Determine turn order—The car
in 1st place takes the “1st’turn
order tile, the car in 2nd takes
the 2nd’, etc.

2) Each player takes a turn in
the order determined by their
position.-Ist goes first, 2nd
goes second, efc.

3) Score or bypass stages.

4) Remove all stage tiles that were
reached this turn.




YOUR TURN

During your turn, you must play at least 1 card
from your hand. You may play additional cards
from your hand, but they must be the same color
as the first card you played.

You move your car forward a number of spaces
equal to the sum of the values on all of the cards
you played this turn. After moving, discard the
cards you used and draw from your draw deck:

2 cards, if you played green cards

) © 1 card, if you played yellow cards

® 0 cards, if you played red cards

Note: Playing higher valued cards moves you
further along the course, but you are likely to
draw fewer cards to replenish your hand.

Resolving Stages

After all the players have moved their cars, you
must either score or bypass each stage tile that
was reached this round. Aftile is reached if at
least 1 car passes it or stops on it.

Start with the lowest stage number reached
and proceed to the next lowest until each
¥/ affected stage has been resolved.

Example: In a tight 4 car race, the tumn starts
with the racers in these positions:
Movement Stage
Player Place Cards Cards
Dominic (Red) 1st 1,2 12,18
Bo(Green) 2nd 1,2,8,2 3,4 8,11,19
Carrie (Blue) 3rd 2,2,2,3,2,3,3 6,13,14
Mia (Yellow) 4th 8,2, 4,4,8,8 7,16,17,20

Dominic (red) goes 1st. He used most of his
hand last turn to grab the lead and score a
stage card. He would like to move 3 spaces
to grab the checkpoint tile, but he cannot play
both a green card and a yellow card. So, he
plays his 1-green card and moves to the space
with the 6-stage tile. He draws 2 cards.

Scoring a Stage

A player may score a stage that has been
reached by playing the corresponding stage
card. Each player then takes victory point tiles or
draws cards as indicated below:

1st Place Car 5 points*

2nd Place Car 4 points*

3rd Place Car 3 points*

4th Place Car 2 points* OR 2 cards
5th Place Car 1 point* OR 2 cards

* Important: If you played the stage card that
triggered scoring, your points for that stage
are doubled!

Important: /f your car is on the same space
as a triggered stage tile AND no other cars are
ahead of you in that space, take the stage tile.
It is worth 2 points at the end of the game.

Bypassing a Stage

If no one plays the stage card corresponding
to a stage that has been reached, the stage is
bypassed and does not score.

Bo (green) would also like to move to the
checkpoint, but he doesn’t want to play his
4-red card (and draw no cards). So, he plays
two 3-yellow cards, and moves to the space
with the 7-stage tile. He draws 1 card.

Carrie (blue) has lots of cards, but cannot
move more than 6. She plays her 2 yellow
cards to move 5 and draw 1 card. She ends on
the checkpoint (worth 2 points) and takes it. Mia
is currently in last place, so she immediately
draws 2 cards (she gets 1, 1).

(vellow) has been hanging back stock
piling cards. She plays all 4 of her red cards
and moves 14 spaces and into a big lead.
However, she draws 0 cards (continues on p. 4).




Example (continued from page 3): After
moving, Mia (yellow) is 1st, Bo (green) is 2nd,
Carrie (blue) is 3rd, and Dominic (red) is last.

Discard - To Carrie

Three stage tiles were reached this turn: 6,
7, and 8. They must be resolved starting with
stage 6. Carrie has the 6-stage card. Since
she is limited to scoring 2 stage cards for the
game and she is currently in 3rd place she de-
cides not to play it. The 6-stage tile is removed,
but Carrie holds onto her card so that the other
players do not know that she has it.

There are a number of special cases that can arise
during play,

Occupied Spaces
If your card moves to an occupled space

place your car slightly

behind the car(s)

already there. The othe

cars are ahead of you

for the purposes of

determining turn order

next round. Position

within a space also

determines who gets  &#

to take a stage marker &

from that space if it

is scored.

Example: The blue

cararrives in a

space that is already

occupied by two cars so it is placed slightly
behind the last (i.e., the green car). Next turn,
red will move first, then green and then blue.

Discard

Mia is in 1st place and has the 7-stage card
and plays it. Mia scores 10 victory points (5 for
1st doubled because she played the card). Bo
scores 4 VPs for 2nd and Carrie scores 3 VPs
for 3rd. Dominic draws 2 cards instead of tak-
ing 2 VPs. Since Bo is on the 7-stage space, he
takes the 7-stage tile (worth 2 VPs).

Bo has the 8-stage card and plays it. Mia
scores 5 VPs for 1st, Bo scores 8 VPs (4 for
2nd doubled), Carrie scores 3 again, and
Dominic again draws 2 cards.

Empty Hand

If you have no cards in your hand at the start of
your turn:
® You do not move this turn.

Shuffle your draw deck and discards
to form a new deck.

Draw 2 cards.
Out of Gas!

If your draw deck is exhausted, you are out
of gas! You can continue to play cards, but you
may not draw cards until you reshuffle your draw
deck. There are only two ways to reshuffle your
discards into your draw deck:

If you start your turn with no cards in your
hand (See Empty Hand above).
® If you begin your turn on a Gas space.

Two Scores Per Player

During the game, you may only score 2 of your
stage cards. Once you have scored 2 stages
return your other stage cards to the box without
revealing them.

SPEED|
LIMIT |
50|




SPECIAL SPACES

There are a number of spaces that have effects
on play, but only if your car starts or ends its
movement on that space.

Checkpoint - If your car
ends its movement on
this space, take the
checkpoint tile if it is
still there. It is worth 2
victory points. The player in last place draws
2 cards.

Gas - If your car ends
its movement on this
space, shuffle your
draw deck and your
discard pile to form a
new draw deck.

Shortcut - If your car ends
its movement exactly
on the space at the
beginning of a shortcut,
you may immediately
move to the space at
end of the shortcut.

¢ General Store - Instead of
playing one type of card
on your turn, you may
play up to 5 cards in any
combination of colors. At |
the end of the turn you
draw 1 card (even if you
play all green cards).

Mechanic - If your car ends
its movement on this
space, take the top 5
cards on your draw deck
(or all the remaining
ones if there are less
than 5). Look at them,
reorder them as you
wish, and return them
to the top of the deck (think of it as fine-
tuning your car). Then you draw the cards
according to the color of the cards you
played this turn.

FINAL TILE &
END OF THE GAME

The finish tile has 4 road spaces and a large,
“final space” (see below). Place the first car to
finish (i.e., reach the final space) on to the “1”
symbol. Place the 2nd car (if any) on to the “2,”
the 3rd on to the “3,” etc.

Two things happen at the end of the round
during which a car finishes:

1 - Score a final stage using the order in which
the cars finished. No points are doubled.
Cars that did not finish score 0 for the finish.

2 - The game ends. Total your victory points
from: VP tiles, stage tiles (2 VPs each),
and checkpoint tiles (2 VPs each).

The player with the most
V/Ps wins. If tied, the tied
player whose car is ahead of
the other tied players wins.

Example: Mia (yellow)

reaches the finish first and

takes the 1st position. Bo

(red) finishes 2nd, while

Dominic and Carrie do not

reach the finish as the game

ends. So, in the final stage

scoring, Mia gets 5 points, .

Bo gets 4 points, and Dominic & Carrie get no
additional points.
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B==" RULES

Except where noted, all base rules are in effect.

SET-UP

These set-up guidelines provide for a variable
race course and components based upon the
number of players.

. Variable Race Course

These variable race course (board) set-up
guidelines allow each race to present a different
route to victory.

Each course tile has 2 open edges. The start
and finish tiles each have 1 open edge. When
two tiles connect, each has an open edge in
common with the other.

Using all of the race tiles, build the road rally
course without overlapping tiles:

Place the start tile and connect a course
tile to it

Place the other course tiles one at a time,
so each connects to the previous tile.

After all course tiles have been placed,
connect the finish tile to the last course tile.

Initial Stage Cards
The number of stage cards you draw is based
on the number of players:

3 players 6 cards
4 players 5 cards
5 players 4 cards

Separate the stage cards into two decks: the
1-10 cards in deck A, 11-21 in deck B. Shuffle
each deck.

Draw half of your stages from deck A and half
from deck B.

In a 4 player game, each player draws 2 cards
from deck A and 2 from deck B. Then shuffle the

2 decks together and each player draws a 5th
card.

YOUR TURN

When playing the standard game, all of the
rules of the base game apply except for the
following additions and changes:

Gas Station

When you arrive at a gas station, you may
draw your cards for that turn before or after you
shuffle your discards into your draw deck.

Empty Hand

If you do not have any cards in your hand at
the start of your turn, you may reshuffle your
discards into your deck if you wish. You are not
required to do so.

Stage Scoring

Stage scoring has two additional rules.

If there are 3 or 4 players, you may score
3 of your stage cards during the game.

In any given round, only a total of 2 stages
may be scored. Once a 2nd stage has
been triggered, any other stage tiles to be
resolved in the current round are discarded
without being scored.

Stage Scoring
When a stage tile is scored, you score points or
draw cards based upon the number of players

5 Players: Use base game scoring.

4 Players:

1st Place Car
2nd Place Car 3 points*

4 points*

3rd Place Car
4th Place Car

3 Players:

1st Place Car 5 points*
2nd Place Car 3 points*
3rd Place Car 1 point* OR 2 cards

Optional Sprint Race Rules
For a quicker game, use 5 course tiles plus the
start and finish tiles (7 tiles in total). Place stage
markers 11-21 on the course. Draw 2 cards from
the B-deck for your stages, and score only 1 of
them for the race. All other rules apply normally.

2 points* OR 2 cards
1 point* OR 2 cards

You have purchased a game
of the highest quality. However,
if you find any components
missing, please contact us for
replacement pieces at:

custserv@mayfairgames.com.

WWW.MAYFAIRGAMES.COM
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