Cyclo 

Cyclo is the ultimate cycle race. You can determine the length of the race yourself, and also the duration of a game. 

Thanks to the different levels, infants can make their first steps in counting. 

For adults it is an interesting round game. Cycle lovers enjoy it because it approaches reality so closely. Non-cycle lovers enjoy it because it is a tactically and strategically attractive game. 

1. The players 

This game can be played by 1 up to 4 players. There are 4 teams and each team consists of 5 cyclists. When playing with less than 3 players, each player can choose more than 1 team. 

2. The gameboard 

Is a closed track of numbered lines which can be subdivided in mountains, descents, paved roads, last km (=last 30 lines), finish and normal road. The players can determine the length of each subdivision (see the different banners). 

Dices:    3 white for all levels  

              2 red for level 2 and higher

1 dice :  for climbing  mountains 

2 dices:  for normal roads 

3 dices:  for descents, last km(when the finish is not on a mountaintop) and at the first round 

The (white) dices have to be thrown together. 

3. Goal of the game 

To reach the finish with one of the cyclists of your team. Or, in a tour, to be in the yellow shirt after the last stage.  The different levels in the game make it possible for children as well as adults to play. 

4. Preparation of the game 

The players decide what'll be the length of the race and where they want to place mountains, paved road, finish, etc... 

Each player throws a dice. He who has the highest score gets to play first. 

                        LEVEL 1 

1. First round 

- is played with 3 dices 

- player 1 throws for all his cyclists (by number) and places them on the board accordingly 

- the other players do the same 

- the cyclists have to be placed on the board, as much as possible on the left handside of the course and                                                  

  this during the whole game

2.Second round 

- the players continue with 2 dices now 

They throw for all their cyclists, beginning with the one in first position, then the one in second position etc... 

- when two cyclists are on the same line, the one on the left has priority 

- when you come to a subdivision (mountain, paved road,...) the line under the banner is part of the subdivision 

f.e. mountain : -the line under the banner "mountain" is part of the mountain 

                        -this means that from this point on the players use 1 dice until they're over the top

                        -once over the top, 3 dices are used for the descent 

- once you're on paved road, the cyclist who comes on an odd line must turn 3 lines backwards 

3. End of the game 

The game continues as described in point 2. The winner is the first player who reaches the finishline with one of his cyclists. In a tour the winner is he who is in the yellow shirt after the last stage. 

4. How to organize a tour or stagerace 

Here you can work with time classification, green, yellow and white shirt, time rides for individuals and teams, mountain rides, etc... 

Before starting a tour, the players select a gameleader. This persons job is to do all the paperwork : 

- results 

- number of turns at a time ride 

- order of the cyclists at the top of the mountain

- intermediary sprints 

- classification after each stage + overall classification (O.C.) 

4a. How to do a timeride 

Individual 

The players follow the whole course with 1 cyclist. The gameleader writes down the number of turns the player used and how many lines he crossed the finishline(see pages herewith) 

f.e. a cyclist needs 6 turns to get to the finish and crosses the finishline with 2 lines 

Calculation : 6 x 10 =60 - 2 gives a time of 58 sec. 

So the time of a cyclist is the number of turns x 10 minus the number of lines

the cyclist crosses the finish  

Repeat this for all the cyclists. The one with the best time is the winner of the timeride. 

Team 

A timeride for a team is played the same way but with the whole team together. 

At the finish it is the time of the 3rd (or 5th) cyclist that counts as result of the team. 

4b. Ordinary ride (see pages "arrival ride nr ") 

The time registration begins when the first cyclist crosses the finishline. The gameleader writes down "0" for number of turns and separately, the number of lines he crossed the finishline. 

As of this moment, the gameleader writes down the number of turns the other cyclists still need to get to the finish and separately, the number of lines they cross the finishline 

Calculation of time is here : 

number of turns x 10 

minus number of lines the finishline was crossed 

plus number of lines the first arrived cyclist crossed the finishline 

f.e. a cyclist needs 2 turns to get to the finish and crosses it with 2 lines.

The first arrived cyclist crossed the finishline with 3 lines. Calculation : 

2 x 10= 20 -2 = 18 + 3 = 21

4c. To finish in group

Cyclists who finish in group get the same time if there's no free line between the first and the last cyclist. The results of the group are written down and the cyclists are taken off the gameboard. 

Example : 

A group of 5 cyclists (A, B, C, D and E) reaches the finishline with a small advance on another group (G, H) 

There's no free line between A and E so the group gets the same time as cyclist A.

The gameleader writes down the results and the group is taken off the gameboard. 

Between E and G there was a free line so G and H have to continue 



5. Draw up of the overall classification (O.C.) 

The time of each cyclist after a ride, is added to the previous score of the O.C. (see pages herewith). Then the gameleader looks for the cyclist with the fastest time. This cyclist gets "0" as time in the new O.C.. The time that was deducted to come to "0" must also be deducted of the time of the other

cyclists. 

Before beginning the next ride, the cyclist with time "0" must be replaced by the figure with the yellow shirt. 

When there're several cyclists with the same time, the one with the best score in the previous O.C. has priority (or you can draw straws) 

Next page an example of an O.C.

5a. The green shirt 

At the finish, points are given for the green shirt : 

1st cyclist: 15 pt 

2nd        : 10 

3rd        : 5 

4th        : 4 

5th        : 3 

6th        : 2 

7th        : 1 

At the intermediary sprints : 

1st cyclist: 5 pt 

2nd        : 3 

3rd        : 2 

4th        : 1 

The gameleader writes down the total score of the ride. The cyclist with the highest score gets the green shirt. In case of an equal score, the cyclist who had the best score in the previous O.C. has priority (or you can draw straws). 

5b. The white shirt 

This shirt is for the best climber. Points are given at the top of each mountain, according to the category of the mountain : 

Category          Nr of lines             Points 

4th                      < 20                     3, 2 and 1 

3rd                       > 20 and < 25     5, 3, 2 and 1 

2nd                      > 25 and < 30     7, 5, 3, 2 and 1 

1st                      > 30 and > 40     10, 7, 5, 3, 2, and 1 

out of cat.             > 40               15, 10, 5, 3, 2, and 1 

The gameleader keeps the score the same way as for the green shirt. 

When a cyclist won several shirts, he keeps one shirt and gives the other to the runner-up for that shirt. 

f.e. a cyclist has the yellow shirt, but also the green (or the white). He keeps the yellow shirt and gives the other one to the cyclist in second position of this classification 

The same for a cyclist who has the green and the white shirt. He keeps the green shirt etc... 

 LEVEL 2 

Until now only luck with the dices determined the outcome of the game. As of level two, the players can interfere in several ways. 

1. First adaptation 

Is the fact that the number thrown with the dices doesn't have to be used entirely: 

- a player can let his cyclist stop on the line just before a mountain. This to be able to use 2 dices in the next turn 

- at the finish you can "let a gap" in order to force a player of another team to use a turn more 



A and C are in the same team. A has crossed the finishline. B throws 4 with the dices and advances 4 lines. C throws 5 with the dices but only advances 4 lines in order to make B lose time.

2. Second adaptation 

Is the fact that players can now accelerate or attack. Therefore the red dices are used. 

1 red dice : to be thrown just after the white dices, in order to accelerate 

2 red dices, in order to attack 

In order to accelerate or attack you must use an "extra turn". An acceleration = 1 extra turn. An "attack" = 2 extra turns. The number of extra turns/cyclist is determined according to the length of the ride or stage. Per 50 lines a cyclist has 1 extra turn (=1 red dice)  

f.e. a ride is 190 lines long : each cyclist has 4 extra turns with 1 dice 

So when a player uses 2 red dices for an attack, he uses 2 extra turns at once. 

Attention ! 

- the gameleader writes down every extra turn used by a player (see pages herewith) 

- when a player doesn't use all his extra turns during a ride, he can save them for the next ride 

- on a mountain, and at the start of each ride, no extra turns can be used ! 

- on a paved road you can only accelerate, and this only with cyclists that haven't been put backwards with 3 lines 

3. Third adaptation  

Is the fact that players can make a difference between climbers, sprinters, time riders and helpers. 

* Climbers : (red bottomplate) 

Are the only ones who can use extra turns in the mountains. They may also advance 1 line more than the white dices indicate : 

- < 25 lines (all the mountains together) = 1 extra turn 

- > 25 and < 50 = 2 extra turns 

- > 50 and < 75 = 3   "     " 

etc....                                             

* sprinters : (green bottomplate) 

Are the only ones who can use 3 dices in the last km. Except when the finish is on a mountaintop.  Then the sprinters are just like any other cyclist 

* time riders : (blue bottomplate) 

Are the only ones who get extra turns in time rides : 

- < 35 lines    : 2 extra turns 

- > 35 and < 50 : 3 extra turns

- > 50          : 4 extra turns 

This cyclist can advance with 7 lines during an ordinary turn, this when the player chooses not to trow the dices.  With 3 dices that is 11 lines.  With 1 dice that is 3 lines. 

Remark : only a climber that goes from normal road or descent into a mountain, can use an extra turn. 

Attention : use of 1 red dice = 1 extra turn ! 

* Helpers : (black bottomplate)

These cyclists have no  additional capacities.
4. Alternative 

You can eventually choose a "teamleader" who is entitled to another 2 extra turns(also usable in the mountains). Or you can give extra turns/team. The players can use these extra turns for any member of the team. 

                         LEVEL 3 

A. "Sitting in the wheel"
This level is for the more experienced players. Here the principle of "sitting in the wheel" is introduced. This means that a cyclist can be followed by a cyclist who is 2 lines behind him. 

Attention : 

- if you want to sit in the wheel of someone, you have to announce this and show it by placing your cyclist just after the one you follow. However, this announcement does not contain an obligation to follow. If the first cyclist makes a bad turn, you can decide not to follow and wait for your turn. 

- you cannot sit in the wheel on a ascent of a mountain and on paved road 

- when the first cyclist accelerates (=uses an extra turn), this is not noted as such for the cyclists who follow : 



Cyclist A uses an extra turn and throws an 6. Cyclist B takes over this score without having to throw the dices 

- you cannot stay in the wheel of a cyclist who does an attack!!

- when several cyclists have the opportunity to sit in the wheel, the one on the left has priority over the others.  But once a cyclist is in the wheel of another cyclist, he cannot be pushed out ! 

- when a cyclist comes behind several cyclists and he's in the wheel of the first, he then may choose to    follow the second cyclist in case the first one makes a bad turn. 

This new rule contains the possibility to work in team. A helper can sacrifice his extra turns in order to bring his teamleader in a better position. This way the teamleader can save his extra turns for a better occasion. 

It can also be of use during time rides for teams and cooperation between different teams is also possible. 

B. Switch

When  a cyclist is sitting in the wheel of an other cyclist, they can trade places.  Meaning that the cyclist in the second position takes the place of the first one and vice versa.  If not of the same team, both of the players have to agree.

Now two cyclists can use their extra turns by turn.





LEVEL 4 

In this level, money is introduced. We can see 3 different adaptations. 

A) Budget  (see list herewith)

* Before the race, each player receives a budget in order to buy a team. You'll find herewith a list of cyclists with their qualities and price. 

* A cyclist can have the profile of a cyclist in reality. He can have excellent climbingscapacities and be a good timerider like most tourwinners. Of course you have to take into consideration that such cyclists are expensive and that you also need some money to buy helpers or other types of cyclists. 

* You can give your team a certain orientation. 

f.e. you take only climbers and sprinters and no other types of cyclists 

B) Premiums (see list herewith) 

These premiums are given at the finish of each ride and of course special

premiums are given after the last ride of a tour. 

f.e. green shirt of the ride gets 50,- extra 

C) Sponsoringsbudgets (see list herewith) 

A player can make use of a sponsoringsbudget in order to give extra premiums in function of his team.

The player can save extra turns for these occasions. 

f.e. - 2nd intermediary sprint in ride 5 : 1st cyclist get 100,- extra 

     - the 1st cyclist to cross the mountaintop gets 50,- extra 

Attention ! 

In this level there's also a timelimit. A cyclist who doesn't finish within the next 25 turns, after arrival of the 1st cyclist, cannot start in the next ride. 

Also, the winner of the tour is not necessarily the winner of the yellow shirt but the team with the most amount of money. 

ALTERNATIVES FOR ALL LEVELS 

1) It is possible to make a scenario (following your imagination) in order to determine the starting positions of a ride. 

f.e. 3 cyclists have a lead of 15 lines on another group of 5 cyclists. These 5 cyclists have a lead of 10 

      lines on the main group 

2) If you play a lot, you can eventually give FICP-points after each ride over a period of a year. 

ADDITIONAL POSSIBILITIES AND NOTES FOR ALL LEVELS
1) Cycling- track 

Here you can play cycling-track races like : sprint, pursuit, pointsrace, 1km, keirin. Depending the level, you can use extra turns, sit in the wheel etc...with the same rules as in roadraces. 

1a) Sprint 

- Played with 2 cyclists for 2 winning series 

- Each serie = 2 laps 

  2nd lap is played with 3 dices 

- The cyclists start together at the start/finishline 

- The players draw straws in order to determine who gets to throw the dices first 

  In the 2nd serie, the other cyclist can throw first 

  If there's a third serie, the players draw straws again 

- In each serie you can use 3 extra turns 

1b) Pursuit
- Is played with 2 cyclists or 2 teams of cyclists during 4 laps 

- player (or team) A starts at the start/finishline 

  player (or team) B starts at the opposite side 

- The players take turns in throwing the dices until they reach the finish. 

  If the cyclist who started  second crosses the finishline first he wins. 

  If the cyclist who started first crosses the finishline first, then the other cyclist gets 1 more turn and can eventually still win. 

  In order to determine the winner you count the number of lines the players crossed the finishline.

- If it is a team, it is the 3rd cyclist's score that counts. 

1c) Pointsrace 

- Is played with teams of 2 cyclists during 10 laps 

- After each lap (or half lap) points are given 

  1st cyclist : 5 pt 

  2nd         : 3 

  3rd         : 2 

  4th         : 1 

- After the 5th lap : double points are given. 

- After the last lap : triple points are given. 

- Winner is he who has the most points. 

1d) 1 km 

Is played as a timeride over 1 lap 

1e) Keirin 

- Is played like the sprint but with several cyclists (max. 10) during 2 laps 

- In the first lap a "derni" is used. Therefore a cyclingfigure is used to serve

  as motorcyclist 

- At each turn the derny advances with 9 lines 

- The cyclists may not pass the rearwheel of the derny. 

- Depending on the level, you can sit in the wheel of the derny etc... 

2) Classic races 

According to the level, these classic races are played over : 

     -    for level 1 : 1 or 2 x the whole lap

     -    for level 2 : 2 x          "    "      " 

     -    for level 3 : 3 x          "    "      " 

     -    for level 4 : 3 x          "    "      " 

Each classic has its own characteristics : 

*    Milan-San Remo :    - 2 mountains (+- 25 lines) at the end of the race 

                                       - the descent of the last mountain ends just before the last km 

*    Tour of Flanders :  -    6 small mountains of 10 to 15 lines 

                                     -    paved road of 15 lines after the 4th mountain 

*    Paris-Roubaix :     -    7 paved roads of 15 to 20 lines 

                                    -    the finish is on the cycling-track 

*    Liège-Bastogne-Liège :   -    5 mountains of 20 to 25 lines 

Other classic races can be based on one of these examples but with some changes. 

f.e. the "Flêche Wallonne" is more or less the same as Liège-Bastogne-Liège but with the finish on a mountain. etc... 

3) Stagetour 

The prologue is played over 20 to 40 lines before the start of a tour or stagerace.  

Other rides can be imitated considering that 100 km = 1 x the whole course. 

For the mountainriders : see rules white shirt.

LEVEL 4 TEAMBUDGET AND CYCLISTS VALUE

Each teamleader receives 11.000,-

Cost of the types of cyclists of level 2-3 :

Climbers : 3.000,-

sprinters : 3.000,-
Time riders : 3.000,-

Helpers : 1.000,-

Additional  types of cyclists :

Cyclist type "A" : costs 6.500,-

Has 3 extra turns for every 100 lines of the race.

In a timerace : he receives 2 extra turns for every 30 lines

In the mountains : he can use 2 of his extra turns  received for each 50 lines of mountain

In the sprint : -

Cyclist type "B" : costs 6.000,-

Has 3 extra turns for every 100 lines of the race.

In a timerace : he receives 1 extra turns for every 30 lines

In the mountains :. : he can use 2 of his extra turns  received for each 50 lines of mountain + for each trow in the mountains 1 line more then the dices value

In the sprint : -: 

Cyclist type "C" : costs 5.000,-

Has 3 extra turns for every 100 lines of the race.

In a timerace : -

In the mountains : he can use 2 of his extra turns  received for each 30 lines of mountain + for each trow in the mountains 1 line more then the dices value.

In the sprint : -

Cyclist type "D" : costs 5.000,-

Has 3 extra turns for every 100 lines of the race.

In a timerace : -

In the mountains : he can use 1 of his extra turns  received for each 50 lines of mountain 

In the sprint : Same capacities as a sprinter of level 2-3.

Cyclist type "E" : costs 500,-

Same capacities as a helper of level 2-3 but gets only half of the extra turns of this type of cyclists. 

LEVEL 4 SPONSORINGSBUDGET 

Each player may give 100,- as premium per stage. 

He can save this sum for one of the next stages (maximum save = 300,-)

The whole budget must be used at the end of the tour. 

You can divide your budget over the stage f.e. 50 for the winner of the first intermediary sprint, 25 for the cyclist first on the 2nd mountain, etc.) 

You cannot specify a certain cyclist or team in advance for a premium! 

- THE PREMIUMS 

The premiums : each point of the green or white shirt multiplied by 10. 

Winning a stage 200,- 

The yellow shirt of the day 100,- 

The green shirt of the day 50,- 

The white shirt of the day 50,- 

After the last stage : 

Winner of the yellow shirt : 1000,-

second place in the classification 500,- 

third place 250,- 

Winner of the green shirt : 600,- 

second place in this classification 250,- 

Winner of the white shirt : 550,- 

second place in this classification 225,- 

The team with the best classification all together receives 500,- 

Of course, you can also use the premiums in the other level's. 




    ....------oooOOOooo------....                                    








