Random
Events Table

2d6 — risk factors

Risk factors : -1 (cumulative)

@ e

inner curve downhill or cobblestones rain

Neutral riders never lose turns because of falls or punctures.

A very serious fall!

A very serious massive fall.

A complete break-down!

A massive fall.

A puncture!

A relatively harmless massive fall.

A technical defect.

However, sometimes they are allowed only one die to advance.

Wait for 2 turns or hand in an energy card for each turn. Then roll 1d6. If the result is
inferior or equal to your team classification*, you lose an extra turn.

All fallen riders must wait 1 turn or hand in an energy card. All sports directors of the
fallen riders must then roll 1d6. If the result is inferior or equal to their team
classification*, their riders lose an extra turn.

Wait for 1 turn or hand in an energy card for each turn. Then roll 1d6. If the result is
inferior or equal to your team classification*, you lose an extra turn.

All fallen riders may use one die only to advance this turn. All sports directors of the
fallen riders must then roll 1d6. If the result is inferior or equal to their team
classification*, their riders lose a complete turn or energy card.

You may advance with one die only. Then roll 1d6. If the result is inferior or equal to
your team classification*®, you lose a complete turn or energy card.

All sports directors of the fallen riders must then roll 1d6. If the result is inferior or
equal to their team classification*, their riders may advance with one die only this turn.
Roll 1d6. If the result is inferior or equal to their team classification*, you may advance
with one die only this turn.

* In a classic race, the ‘team classification’ is determined by the current position of the first rider of each team.
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