 Cyclo (
THE GAME 
The road can’t be blocked ,so it is possible to “jump over” other riders .However if there is no space available on the road , the rider must return to the first available spot. The obtain a better spread, the first round can be played with 3 dices.
Extra possibilities :

The number of boards used, is to be decided by the players. 
Bonus throws :

Leaders have 4 bonus throws, other riders 3.
One bonus = extra throw with one dice.

When a player has thrown the dice(s) for his rider, he can still decide if the rider will:



- accelerate : extra throw with one dice (1 bonus used).



- attack : extra throw with 2 dices (2 bonuses used).

An attack can’t be made while  :  climbing, or on a paved road.
Accelerating can’t be done while  : climbing, or  riders on a paved road who had to  return 3 lines. Climbers can accelerate once while climbing.

When a rider attacks, no other rider can take his wheel. A rider can take the wheel of a rider accelerating, only the accelerating rider uses a bonus

The race official takes notes of the bonuses used.

“Switch”.

Switch : 2 riders (wheel in wheel, trade places).

This way riders can alternate the use of bonuses.

example :
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A and B must be in the same road type, and not climbing or being on a paved road!!!!!

Track races

Same rules apply.

a) Sprint 

- two riders for two winning series,  each round = 2 laps,  2nd lap with t 3 dices. 

- Both riders start the race at the start/finish line.

- When both riders cross the finish line in the same turn, the one who exceeds it the farthest (most lines) wins.

- The players toss up to see who starts first ; in de 2nd round , the other riders goes first ; if each rider wins one round, a third round has to be played with a new toss to see who starts first.

- In each round 3 bonuses  can be used (level. Cyclo pro). Unused bonuses can be used in the following round.

b) pursuit
- played with  2 riders or 2 teams of riders for 4 laps 

- one player starts with his rider or team at the start/finish line  The other player at the opposite  side of the track

- The players alternate the dice throws, no matter who’s in the lead.. 

- When both riders or teams cross the finish line in the same turn, the one who exceeds it the farthest (most lines) wins. (remember who started to throw first)

· when doing the pursuit with a team, it’s the time of the 3d rider that counts

c) points rac eteams of 2 riders over 10 laps 

- each lap, points are given 

  1ste 
  : 5 pt. 

  2nd         : 3 

  3d         : 2 

  4th         : 1 

- after the fifth lap : double points  

- at the finish : triple points. 

- The rider with the most points wins. 

d) 1 km 

time stage over 1 lap

e) Keirin 

played like the sprint but with more riders (max. 10) over two laps. 

- In the first lap a “derny” is used .  Use a spare rider. 

- each turn the derny advances 9 line 

- The riders may not pass the back wheel of the derny.. 

- it is authorised to take the wheel of the derny. 
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