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team manager jolning one of six established teams we
wish you the best and hope that you can bring success to
the teavme ana to the cycelists that glve thelr oloon, sweat
——andtears tothe team’s canse——————————————————————————

we sincerely) hope that yow are up to the challenge,
whether it Ls to lead the team tn a one off vace, or over the
course of a waultl stage tour or a seasow. Your tactics will

anol SPONSOYS.

Each cycelist in your team has different strengths, weak-
nesses ano abillitles and L order to clalme thot etusive

and protect Your cyclists from thelr weakmnesses.

Sowme may thrive in the strength-sapping mountains

of o180 Rilometre slog

s

Remenmber, Uf jerseys are belng fought for, that race vic-
tory alone Ls wot the only path to success. Green jersey

/

na A a A () A A

— the true professional team Leader will know what to fo-
cus ow to obtain glory for the team.

Best of luck. Yow'll weed it.
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With towr. You should have recetveo the following:

+ 9 Double-sided course boards

+n

Nyl ooaac Al oy e
riivivvs LU T ULLLLTYr S

Awngouleme to queret

+ & Team boards

capl’ca la, Team FATE, Barlo Estra, Casse Vasse,

Regarde § Schell SFSs

rlicte
v

e YA WA
1 Pl S W Uvlbo Lo

~ CT

5 green (Capitala)
5 blue (Team FATE)

5 HeLLow (Bario Estra)

5 ovange (CUSSe VISSE)

= nuvnle (Reonvoe)
p— rv\rl rvv \leV‘l V‘v/

5red (Schell SFS)

+ 120 Counters — 20 each L teamn colours

+ 24 Yellow heart tokens, 18 ved heart tokens

+29 cy ctist .s'tlp.s'trwm tites
+ & Dice = 3 white (2-4) § = black (5-#)

+ 41 Unique cyclist carads

+ 4 Jersey cards

green, Yellow, polka dot and light blue (under 25)

—+Score sheets(atsodownbondabtey —————

+ Wweather and conditions CD




Grey squares show change in road. Red squares up ahead mean upwards
slope. After red squares the road descends until next grey squares.



The basic aame covers t layin a one-otf race over a stnol
stage, otherwise Rnown as a “Classte”.

In veal Life professional cycling all that Ls tmportant is getting

DA NE AP NO\WN/E / DA NE _\A AN A P (1 NA NP P (A NA

that manages to win the wmost points overall at each sprint check-

e /

polnt or mountain checkpolnt and the final sprint across the

team to pick up polnts throughout before going for the final vie-

tory at the end of the stage.

] i) " ] e bonvd

shown on page 5. We would suggest the flat Orleans to Poitiers

stage for first play as there are slightly fewer rules to get your

lnannlr VDA
O S  AT OVVout,

Each team manager then needs to take the team board of their

/’ /’ ’
.

They also need to take the plastic counters of their colour. Certain

teams do NOT have advantages over others so it is merely a col-

owr/wnationality preference choice.

Next, the managers need to dectoe how many cyclists each team

will have. With two players we would suggest at Least four per

—teo, with-three ot teast three eyebists—————————

The wmore cyclists, the greater the occasion!

0 L " 0 Lo ot oty LtD
w choosing team members Lt Ls ant to take Lnto con-
stderation the tervaln and proba ble vace tactics. For exa mple, {’LLL-

g a teamn with sprinters guves the team a veal chance with the

struggle as the pace pi
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star team Leader with a sprinter (or mountain specialist) and
other solid all-rounders to support the team Leadler.

(position 1) on the team board. There are six team Leaders which

are chosewn, one each, by the team managers. Next the other cy-

clists need to be chosen. Sepening on which tenwe Leadter ts cho-

’ ’ ’ ’

W ? WS W
next cyelist first.

The following tables show the order o who chooses thelr second

e

cianlic -l—-.clvc‘-l—
oo

~J

Orleans - Poitiers | Angouleme - Gueret
Chooses second Christophe Dupre George Austin
Chooses third Nickolai Vinokovski Alex Schultz
Chooses fourth George Austin Christophe Dupre
Chooses fifth Matthew Phillips Nickolai Vinokowski |
Chooses sixth Alex Schultz Roberto DiMassa

to -ﬁLL thelr mumber 1 slot. (n which case they automatically get

first cholee at choosing the second cyelist. if two or more manag-

/ ’ ’ z

/

the Lowest total points score chooses first.

ownce the second cyelist has been chosen for each team, the man-

ager who chose tlfle cchLst chl/\ tl/le Lowest overall pomts score

{wst avwl so on until all teams are ﬁLLeol The pwtwe beLow ls an

example of how the game board will Look with the cyelists in




First cch’Lst
"l chosew - star
rated Schultz
will ong race [——
as team leader!
/4

Secondl cch’Lst
chosen.

Leclercis a ~t—~l =<~~~ B .
good strong A \ ] A B ] : : A B :E AE
sprinterll - HH | BBiHH  BA8e

Counters ave placed on the relevant
numbers to show a cyclist’s abLLitgd!

Each cyclist has four bmportant statistics that shows what kind

, ST A% AVCo—OW O000 NeEtA Ay 7 NELy

)% 2R Ne NLAANeY TNE UWVADEY

gives the cyclist bonus movement when racing for a green jersey

checkpolnt or in the last kilowmetre of the stage.

ﬁ Mountains: (}50L’Lsts with higher mountatn ratings cawn roll the

oreakaway dice more often golng up the mountains to help power
away from the rest of the group.

EOWEY A€ W N toOMeEr DOWEYr YU AV, VAR &Y, e OYrea AW

more often on the flat ground to charge away from the group.

vy
- - 717 ’ ’ ’

" take at the front of a group or cycling alone.

There is a full description of how these skills are implemented Latey.

Each team manager takes their counters and places thewm on each rating

—track below the cyelists as shownabove.

8
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w You have chosewn the stage to be raced and have each chosen
Your team and cyclists, placing the cyclist cards on your team

board and placed the counters below them to keep track of thelr
——ratlngs on the tracks. It ls thme to stavt thevace. —

There ave three of each of the two dice in the game. A standaro

movement dice (humbered 2-2-3-23-4-4) and a breakzawag dice

thelr cyclists as well as decloing on the outcome of danoerous

overtaking manoewvres ano crashes.

’ ’ ’

one With the stage overview and the names of the towns betng

raceol betweew cgcusts are placed one at a time by team manag-

quaL to the wumber of cyclists tn tl/le race. For example, Lf there

are 12 cyclists in the race, the back three rows of squares are

’

squares from the next row forward that arve staggered back. Each

manager can place any eyelist in turn in any of those spaces.

ward aMGZLSi' to f.’hf rearmost, /7[ twp cMclLsts are lel/fl the Zeﬁ-mast awcﬂst

as th%/ 7ace forward Ls movea fLrst.

Each of the cyclists that is divectly behind another cyclist after

all teams have been placed on the track is ”sLLpstreamm@ " or

roll wl/\ew moving. Each of these cyclists is given a pink arrow

token to be placed on the grey arvow above their corvesponding

cyjclist cavol on the teamd boarol. Every turn that o eyelist fin-

If there Ls no-one directly in front of them the pink arrow is




MOV EALIA tepont.. //

vV V UV VCe oo/ /

removed to show that they are not currently slipstreaming any

other cyclist and therefore do not get the movement bonus.

to the left) a dice is volled by the team wmanager. For normal

movement the 2-3-4 dice is volled, if the team manager wishes

for the eyelist to attencpt to break away fron the group
!// -~ _ e
The dice is volled and the cyelist moves up to that number of

spaces (@ minbmum of 1). Theg can move forwards or diago-

gane rolls and moves. Any that were sLupstrea ming can add 1 to

thelr roll as mentioned above. Turn order Ls based on road posn,-

ttowe, wot teavw per tean.

Any eyelist who does not have another cyclist directly in front

or diagonally in front at the end of the round of movement picks

- up o Yellow heart token to place over the green. heavt above the cor-

responding cyclist card on the team board. This indicates that

their heart rate has increased as they are do’mg more hard work

they replace it with a reol Meart If they have a reo heart aLreadV;

thewn theg remove the token and Lower the counter on the cchLs‘c S

” 1 | |

If & cyelist finishes his turn with another cyelist directly or di-

agonally n frowt of thew, theg downgraoe the heart to show re-

foremost cyjclist. This continues until the cyclists have all

crossed the finishing line. 10



Purple is furthest forwarol so will move first

next round. He is not slipstreaming and will

pick up a heart rate token.

Blue Will go second (level with orange butis [~

furthest to the left). He is not slipstreaming

and will pick up a heart rate token. -
will go third. He is slipstreaming and

pleks up a pink arrow token for next turn. He

does not pick up a heart rate token.

CU clists ]:os'bt'bows at the end Df a rounadl o-f red will go fourth. He is not slipstreaming but

moverment. They are moving Left to right. | also does not need to pick up his heart rate.
=" | green will move fifth. He (s slipstreaming and

is not needing to increase his heart vate. %

A cyclist can attempt to overtake another cyclist by moving

THROUGH the occupled space as if barging thelr way through.

However, this is visky ond could end tn a crash. First of all the

ment. The cyelist must be able to finish tn an open space. For

each cyclist’s space they are barging through the manager must

crashed! (f not they have passed through the space safely. tf they

are barging past another cyclist in that turn they must roll

agaiv for each 5ubscqmcw't oquicu{ Spuace.

If a green 2 is rolled the manager must roll again. If they roll a
4 thew the cycelist has fallen off bruised and misses one turn.

The cyjclist is turned to face the wrong way in the first unoceu-

used by other cyclists to slipstream or prevent tiving, but do use

up the space. 1f a = is rolled thew 2 turns are missed while a new

’ ’
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AND the cyclist loses one resilience. If a green 2 is rolled they are

out of the race with a broken collarbone! (If ractng a tour tn ad-

— vanced mode thew they ave out of the whole tour so bewavel)

11



Each cyclist has four ratings and abilities - Sprints, moun-
tains, power and resilience. Some of these have briefly been men-
tloned earlier but now they will be covered tn more detail.

Power:

The power rating shows how many times tn a stage a cycelist can roll the

5-6-7 Break Away dice. This is rolled instead of the standard movement
dice after the ma AAGEY ANAOUNLES M’Ls Lntention {or the 05 clist to “Break

ment boths Ownce they have moved theg must move the cowespowdmg
counter on the team mat dowwn bg one to show how many more bursts theg
have revaainin g

Whew their rating reaches zero the counter is removed and the cyclist may
no longer break away that stage.

CAN BE USED ON: Flat surfaces.

CANNOT BE USED ON: Up hill (including grey squares), down hill, fi-

ol leias
422178 Ae a4n

Mountains:
This Ls very simtilar to power Ln that the team manager gets to roll the

Break Awal U dwe for the cUcLLs‘c A@am sLLpstreammg bovu,cses can be

be moved dowwn one space. Once it reaches zero the cchLst cannot break
away wp the mountains again.

CANNOT BE USED ON: The flat, doww hill, final k.

Sprints:
This ability can only be used when racing for green jersey checkpoints

at the end of the race). The checkpoint sprint and final kilowmetre sprint
are handled differently.

A sprint can only be used once per checkpoint and the cyclist’s sprint
scove is Lowered by one each time it {s used making it less powerful at each

12



So if a cyclist’s sprint ability was 4 and they rolled a 3 they could move

7 (& U1 they were slipstreaming). n the final Rilometre a cyclist must
start his twrn in a blue space tn order to sprint (owLM once), while at a

green Jerseg cl/leclrepomt a cchLst must be able to reach the greew square

ordler to sprint. If the cyclist does not roll a 4 and tlnerefore falls short of

the line they still use the s]snwt but have peamd too earLg” and wma Y get

must Lower thetr ab’LLLta by owne for the rest of the stage. Cyclists cannot
riw ol t ol g wdlect

Grey spaces:

Grey spaces oenote a change tn road angle. Managers must always Look
for the next checkpolint to see what it signifies. For example, on Angouleme

to C,ueret the roaol starts ﬂat whew the cMcLLsts @et to the greg spaces

means that from the grey space the road has starteol to sLoPe upwards nto

a hill clmb. Atter the ved spaces which denote the summit the road then
falls (dowwnhill so no mountain or power breakaways can e used) briefly

until the next grey spaces. The next checkpoint is again a mountain

i I ’ l !i [/ l/ ’ ’ ll [ l ’

summit ts reached the road falls downhill again until just after 100km

which starts the ﬁwaL cLLmb foLLoweoi bg the final descent. There is no

fumsh (aLtMough spnwcs are always aLLoweol in the {’LwaL hm)

This is quite stratght forward for the standarol gante, however Lia the aol-
vanced tracks the managers must carefully check the Layout.

l{ the @r@g space is {oLLoweo{ bg a greew SP”WC chechpomt then the roaol has

The ong thme a reol checkzpomt oloes not meedw{teLg SL@VLLﬁj a olescewt is

whew it Ls followed by a green checkpoint. This signifies a flat section at-
ter the climb and power-based breakaways are allowed.

13
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whew racing a ‘classic’ or one stage race, the team that wins the

most po’mts n total wins the race. For each checl’epoiwt 6,4 and 2

pomts respectweLg are @Lvew to the Tirst three 05 clists across the

glven to the fwst & ﬁmshers Each team ao{ds aLL thew @atlaerco{

points together to determing the winning team. Score sheets are

a |ob.

Alternatively, managers can choose to play that the first cyelist

ACross the Llne Wing.

Mawnagers cawn ‘retire’ cyclists if they feel they are too far back to

gain any points or make a difrerence tn the race. The cyelist is

rence Ln professional cycling to prevent the cyclist from tiring

himself out for no reason.

While wost points ave available for the final finishing positions,

dont unoderestimate the po’:,m,ts avatlable at the cl/\echpo’wvcs

throughout.

selves. Use weaker cyclists to support the stronger cyclists and

set them up for the win.

tour. is copyright [© 2006 Luke Morris and Games On The Way.

The small power, mountain, resilience and sprint images are Microsoft Clip Art.

 hamsteroffuryEhotmail.com

| would like to thank all those who helped in the developing and playtesting of this project.
Especially my wife who's put up with enough stress, mess and money pouring from our ac-

count into little plastic |:y|:||sts tolasta ||fet|me and yet has still supported me in this. xxx

Thanks to |]wen and Junny fur' that fahled flrst game desmn day

— Massive thanks to Jesus.
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