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= Aim of the game

FORMULA Dis a car race. The alim i to win a race
(of two laps) and be the first to cross the fnishing
line. There are all sorts of risks invalbred 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 abways
keep an eye on the technical condition of your car.

Thie following material ks used for the advanced garme

# 1 game board with the circuit of Monaco

@ & dice symbolizing the 6 car gears

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

# 1 instruction book containing the complete rules

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

& 1 dashboards

@ 10 “gear stick” pleces

I the: qome far odvarsed ployess Hie covdoand Tob
i5 ploged an the phestic doshboard like this,

# 10 scorecards (Forrmuola 1 page face-up)
@ 50 markers for car wear points (WF)
# 20 damage markers

@}Ihmsmv

The cars have & gears. each gear has its own die
The numbers on the dice tell you how mamy spaces
to moye the car. The higher the gear you choose
the faster and further the corresponding die will
allow the car to trayvel (see movement table below
You are not allowed to skip gears when accelerat-
ing (eg changing straight from P to 3~ gearl You
are allowed to skip 1 2, or 3 gears when braking
(e-g. from 5% to 4% or from 4% to M gear) howeyer
there is a penalty for doing this (see page 6}

Borkars indimtimg wear painds

WP read fioedfng

{or cands
[ ity raee ciremis o bark page)
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@ 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 #* 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 corresponds 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 concept Is important
espacially in the comers (see page 5|

@ Order of play: In each round. the drivers play
according to their car's position on the track
Example: During a roundof play Car A overtakes Car B
which was v I position. When the next round starts,
Car A, now In I position, will play before Car A

Cor A is im front of car B

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

IFboth cars are in the same gear, the car nearest the
Inside with reference to the next (or the current)
corner plays first

ey gear, end cor B is in 2%
ar A plays before car B

¢ | '-_“ - .
! Car A ond B are both in 3¢ gear. g
{ Car A phays befure cor B. »
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The carsdrive inthetrack lanes. Different driving codes
apply to comens and straights. Driving through other
cars Is generally not allowed - they must be driven
around. Driving backwards Is abo not allowed

@Dlhhl code In the cormers

To drive through a comer, a car must stop a mini-
i 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
Comer of It next mowve

Tomake it easier to drive through the corner, the driver
should consider the indicated number of spaces. The
number in the green box refers to the longest path, the
number in the red box refers to the shortest path
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The red-white rnn:rlungs show the comers or chicanes. 7
The red lines indicate the beginning ond end of |
B the red-white markings for the thres lones ¥
The amews indicose the enly legal routes s
ﬁ,kmu}.l fodiow, hef ore and in Tha mers. |

@ Driving code sm the stralghts

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

While driving on o straight,
0 Car moy only change two banes

=

By,
K “Tig-z0q"° driving is ellowsd when eversaking anether cor
Wi i N |l B “ -

@ Important The manewvre must be completed
using the smallest number of spaces possible

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 between sk differ-
ent categories These points are distributed as fol-
lows in the game for advanced players:

WP brokes:

WP oar body-

WP engine:

WF rood handling:

The race is held on the Monaco circult The two
halves of the garme board are spread ocut on the
table side by side. Each player is given a «car,
a scorecard a dashboard and a gear stick. The

¥ selected gear Is marked on the dashboard with a

(gear stick™) piece.
Each player places a marker in each car zone - next
to each part listed in the scorecard

- —————
“Tag-raq” driving on o straight is
mot allewed. A cor moy net change
Inne and refum to the same lone
dunng 1ha Same movement.




Inthe gome for odvanced ployers, the spedal
wear points (WF) ond the gear sfick ome the ondy
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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)

p |

Before engaging 1** gear. every player rolls the black
die tosee how successfully he can start.

@ Number rolledt 1 - poor start. The player has
stalled the motor of his car. He cannot engage
gear and so he has to walt till the next round Then
he can start in P* gear withowut having to roll the
black die again.

@ Number rollecdt between 2 and 19 - normal
start. The player canstart normalhy He rolls the die
for P* gear and moves his car Ferward according to
the number rolled

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

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

-_"-

@ Comer with 2 stops: If the car has made no
stops, it Is autcmaticalby removed from play.

@ Comer with 3 stops: If the car has made no
stops, of onby one stop. it is automatically removed
Fromm play.

When coming cut of a corner the car may not change
lanes, but must stay in the same lane IF the move
ends in another comer, this stop does not count for
the new comer. If the car is bloched by another car,
he canmot 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 is placed
on the space where his move ended, pointing back-
wards The player must turn his car round again and
drive off in 1 gear when It is his next tumn. 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 3 car koses more tFe WP than It possesses, It &
elimiated from the race.




P - - As a result. the car then loses a certaln number of
- Bruklng brake WP, engine WP and gearbax WP The table
3 below lists the comesponding wear Mote: It is not
A player may use his brake WP at any 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 Gemrs shipped  Gearbox WP Broke WP Engine WP
if he would otherwise overshoot a comer. 1 gear 1 L] 1]

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

= (ollision :

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 sitgation must roll the black
die to see whether there is a collision or not. IF he
rolk a L his car loses 1 car body WE

If a car loses its last car body WE it s ellminated

L | —

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 copnts 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 a5 a consequence.

Spaces remaining Broke WP Tire WP

The cor is elimingted from the roee.

If a car doesnt have enowugh brake WP and tire WP to

iver of oar & provokes fsiom risk (s |
stap befare u Sockage, i Is cimingged from e o The driver of car A provokes o collision risk with the cars

0B and D. Procedure is o5 follows: The ployers of cors B,
{ and D each roll the blod: fe once 1o see whether they
tollide wish car A. Sehsequently the dn-nr{-f oar A rolls

the block die three fimes = once endh for the cors 8, €

{ and D - 1o determine whether he o with them.

AR

= Gearing down'

A driver can skip one, two or three gears when
changing down, however this wears out his gearbox.



= Motor dumagel

If a player rolks a 20 in 5 gear or a 30 in 6 gear, this
puts a strain on his engine. After his car has fnished
moving, he must therefore roll the black die to test
whhether his engine has withstood the strain All play-
ers who are driving in 5* or & gear at this moment
st abso roll the black die IFa numbser betweaen 1 and
4 k rolled, the coresponding car loses 1 engine WE

If a car loses lts last engine WF, it Is ellminated
from the race

= Damage and road

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

The sarme applies whenever a car 5 eliminated
from the race for whateyer reason. These spaces
are judged to e “dangerous” from then on

If a car passes ower one of these spaces or lands
on It. the driver must roll the black die If the result
Is betwesan 1 and 4, the car loses one road han-
dling WF. The dangerowus spaces can be avolded by
changing lanes.

If a car loses its last road handling WE it Iselimi
nated from the race

= Slipstreaming

IF a car drves 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 & car wants to profit from slipstreaming after maoy-

ing. it has to stop directly behind another car From

this pesition he can then add 3 spaces onto his last

move He can move forward 3 spaces In the follow-

ing way:

# change a lane, cwvertake the car in front and return
to the original lane

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

@ change two lanes and move one space In a
straight line

The player must move a total of three spaces In

amy case (However, the driver may use brake WP in

arder to reduce this number of spaces ) If slipstrearm:

Ing brings a car up immediately behind another car,

he can carry on slipstreaming (and so on).

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 (eg. following the arrows)

Braking in order to take advantage of slipstreaming
in the wake of ancther players car Is not allowed
Drivers do not have to slipstreamd|

At the end of the first lap. a player may decide to
make a pit stop toregain all the tire WP he has lost
There Is no speed limit in the pit lanes. It Is also not
necassary to roll the exact number needed toreach
oneEs own pit

To enter the pits it 5 necessary to roll the mini-
i numiber required or higher using the die cor-
responding to the selected gear. As soon as the car
enters the pits. it receives all its tire WF back. The

) Fit for qreen cor

Entry/exit zane
for green cor
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The cars mest follow the saly lane whid’
leads to the pits. The fwe pit entry and exif
spoces are marked by Twe omews each

s .



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

# Resmlt between 1 and 10: quick pit stop. The
player divides the number shown on the black die
by two (rounding it up If necessary). 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
remalns in the pit untll the next round Then the car
mioves on in 4% gear (or a lower gear)

The rules for gearing down collislon, braking and
engine damage do not apply in the pit lans Cver
taking Is not possible as it s a single lane. Drivers

hawve to be patient and walt until the car ahead of
them moves forward regandless of selected gear
and with mo effect on the WE

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

== Finish |

The player whose car passes the finlshing 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 following rules can be wed independently
of one another.

onstruction/otionesstownlcar

ST

Every player can distribute his 20 WP between the
six zones of his car at his own discretion However,
the following restrictions must be observed

between 1 ond 14.
hetween | omd 1.
between 1 ond 7.
between 1 ond 7.
between 1 ond 7.
betwean | omd 7

All players drive a qualifying lap with stopwatch
consecutively, in order to determine thedr start
positions. The rules for moves and driving code
remain unchanged during the qualifier. however
the WP are not taken into account The onby excep-
flon Is if a car overshoois a corner - this is penalk
ized (see below )

@ One player is made referee and ks given paper, a
pen and a stopwatch.

_h{-:r A is ready o begin the quedifying session.

& The player whose tumn It is to drive a qualifying
lap places his car in the middle lane in front of

~ the starting line.

el The referee staris the stopwatch before the
player rolls the die for P gear.

i The referse 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

& The referese notes the exact duration as shown on
the stopwatch and adds one throw of the die fior
every full minute the player has taken to com-

_ plete the lap.

@ In addition, he adds one throw of the die per

space that the car has overshot the cormer.

Note The qualifying lap s 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 field 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-
tian 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 neaded 18 throws )

- of the die. he ployed for 4
minures ond 23 seconds and
avarshot the comer by two I

g spaces. He has pole position.

Cor B neaded 17 throws of the
die, played for 7 minutes and
wershot the comer by three
‘ spores. He is on posifion two.

ed for 8 minutes ond 16
seconds and did nat oversheet

any corners. He finishes wp after)

car B becawse of the total time

needed to complete the circeit ¥,

Cor I mode no staps in @ mamer where
two stops were obligatery, so he must

b?"l definitely start fram the lost posision.

P Three-loprace

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

®- Weather conditions

There Is a weather chart for each “*Formula D7 rac-
ing circuit, which is available to all players before
the game so that they can inform themsebves
about weather conditions during the race and
qualifying laps.

If the weather rules are used, it Is strong ly 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:

& Good weather no problems for drivers

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

@ Raln: The qualifying laps for all players take
place in rain (see below )

Before the actual race begins, the black die s rolled
.afﬂa_in 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 during 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.
« [f "rain” is the result. the weather conditions
are shifted one line downwards.
« If the result Is “changeable”, the weather
stays the same.

Weather Effact on roce
Good nong [Evorinkiz)
Chongeabéz N

Ruin, chongeable rain

Ruin

roin finvariohle)

@ Raln: The entire race takes place in rain.




The wenther i changenkle end a player throws a 20 in
Sth gaor. He rofis the block die ond “roin® comes sp. The
weather monditions are shifred one ime dowmwards, so
thot “roin, chengeshle” now oppliss. (it staris rining. )
During the murse of the game the weather onditions are
shiifted ome [ine wpwards by another roll of the black die:
the weathar tums changanbla again and the rin stops.

& Collislon: A result of 1 or 2 (instead of justa L as
h_'k good weather) means a collision occurs

@ Englne 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 between
land 4, as in good weather]

The cholce of tires is cruclal not just for qualifying
lap. but for the race liself. When weather condi-
tions have been determined each play er 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 om a dry
track and inefficient an a wet track.
- The game rules apply unchanged Iif the
weather is good or changeable.
= IF it Is raining. the car moves three addi-
tional spaces. provided at least one space
included in the mowve lies within the limits
of a comer.

il Saft tires: They are recommended on a dry

track and inefficlent - 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 additi=nal move is not compubkorny. But
if a car overshoots a comer, the penalty Is
doubled (loss of tire WPL If a driver does not
change his tires during a plt 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 overshooting a
cormner are treblad.
= 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 limilts 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 trebled.

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

@ Rain tires: They are highly recommended iFit is
raining. but are otherwise very sensitive.
« If the weather is 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 cne space
further every move, providing at least one
space of the move lles within the confines
of a comern

If the driver decides fo use rin tires, one damags
marker is placed on the score card, with the “rain”
side face up.

\{ Dakfstons

Your pit has 2 WP which can be used during the
race to regain lost WP (with the exception of tire
WP Every time a driver makes a pit stop he can
choose betwesn two options

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

& Technbcal plt stop. The driver can change his
tires (see aboyve) and in addition regain up to two




WP In one or two zones (except the tiresl This “res-
ervolr” 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
bome of an additional space when leaving the pits.

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

@ PIt stop- Each team has 4 WP to repair the cars
Both players must decide together how they want
o use these points

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

i

Ho. of points

E_r;n-qp.mx_uu;u_.....
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COne of the innovations of this new edition of For-
mula D is the option of using the second racing
circuit (on the back of "Monaco™) for exciting road
races. The complete version of game rules should
b= used for this game optlon however with several
minor changes which are explained below. We also
recomnmmend applying the optional weather condi-
tlons. Chitherwlise |Julien Marcellin and his car should
not take part im the race

The following material ks required for the road races:

' 1road race game board
@ 6 dice with colours symbolizing the 6 car gears
1black die to determine mechanical damage to
car or other unpredictable events
* 1instnucrihon book contalning the complete nubes
8 10 GT cars
! 10 dashboards
@ 10 “gear stick” pleces
10 score cands (GT page)
¢ &0 markers for car wear points (\WF)
¥ 20 damage markers

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

Marker inficoSing ez or paists
for ok zome of the cor

WP road howding

(o ands
[Formula 1 diroiss o the frans poge)




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

All cars have a nitro fusl Injection, which allows
Instant acceleration. Players can wse their nitro
once a lap after rolling the comesponding gear
die They recelve a movement bonus according to
the gear they are using at that moment (I space in
b gear, 2 spaces in 2 gear, etc.) This bonus must
b= used completehy.

The player then places a damage marker on the

»  (ircuit
There are pits on the clrcult; howeyver they are not
used during the road races They are only used
when classic Formula 1 cars are driven on the circuit
= atyour own risk, of course. The circuit is designed
wilth special detailk 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 residents find the nolse of the cars extrameady
annaying and complain about it. Mow and then a
hot-termpered trouble-maker decides to take pot
shots at the cars driving past his window. The driv-
ers of all cars ending thelr moves here must roll the
black die and then consult the following table

Block die Rasult
115 Taa late: the shat goes wids.
1618 Grazing shot- the aor luses 1 1ire WE.
" Not bad: the car fuses 1 nr hody WE.

Direct bit: the cor beses | engine WP,



The danger zone s the part of the circuitwhich is 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 71

There is a speed limit in force in the whole town,
but it Is great fun tearing past the police station
Ewery time a driver crosses this line his speed must
be recordedieg. the number shown by the gear die,
multiplied by 10). When all drivers have crossed this
lime, the fastest driver gets Z WP which he can dis-
tribute between the six different categories of his
car howeyer he likes (however the original number
of points may not be exceeded.) In the case of a
draw. the first driver to haye passed the police sta-
tion recelves the bonus.

The spaces underneath 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 number
on the ather side of the tunnel

A or on spae 7 confinues
its mawe on spoce 2

Ifthe race consists of several laps. each carrecelyves
its complete number of tire WP on crossing the fin-
ish line, and an additional Z WP to be distributed
batween the other categories at his discretion
(However, the original number of points may not be
exceeded in any categoryl
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