OPTIONAL RULE REVISIONS

· ADDITION OF THE WHITE DIE TO MOVEMENT TOTAL

Due to the quality and caliber of the horses involved, the addition of the white die to the total sum of the movement has been changed.  The usual formula for calculating a horse’s total move allotment is:

Horse’s Basic Movement + Bonus (if applicable) + White Die Number = Total Movement
Unfortunately, this original formula would allow the fast starters an unfair advantage in the majority of races.  In order to compensate for this effect, use the following formula to calculate total movement.

6 FURLONG RACE

MOVES #2, 3, 4 and 6

 Horse’s Basic Movement + Bonus (if applicable) + White Die Number = Total Movement

MOVES #1 and 5

 Horse’s Basic Movement + Bonus (if applicable) = Total Movement

8 FURLONG RACE

MOVES #2, 3, 4, 5, 6 and 8

 Horse’s Basic Movement + Bonus (if applicable) + White Die Number = Total Movement

MOVES #1 and 7

 Horse’s Basic Movement + Bonus (if applicable) = Total Movement

10 FURLONG RACE

MOVES #2, 3, 4, 5, 6, 7, 8 and 10

 Horse’s Basic Movement + Bonus (if applicable) + White Die Number = Total Movement

MOVES #1 and 9

 Horse’s Basic Movement + Bonus (if applicable) = Total Movement

· JOCKEY ALLOWANCES

Most (if not all) of the jockeys of the horses in the “Best of Year” series have Veteran status.  It was a rare occasion when apprentice jockeys rode horses of this caliber.  All Veteran Jockey rules apply to these horses (i.e. - no more than two lane changes, a horse may not change lanes directly in front of another horse, etc.)

· 8 FURLONG RACES

Most of the Pacer / Trotter series races are run at 8 furlongs.  These races begin at the FINISH line and consist of 1 complete lap which concludes at the FINISH line.

· TIMING OF RACES

While this game was not designed with accurate timing in mind, the following chart may be used to estimate the track times involved:

10 FURLONG RACE

IF THE RACE IS COMPLETED ON THE 10th MOVE:

THE BASE TIME IS 2:05:00

Remove .5 seconds for every space a horse has moved past the FINISH line.   Add .5 seconds for every space he completes the race before the finish line (not counting the last space before the finish line). 

Examples:

 If a horse completes the race in the 10th move 7 spaces after the finish line, the time would be 2:03.5.

If a horse falls short of the finish line on the 10th move by 4 spaces, the time would be 2:08.5 (do not count the last space before the finish line).

If a horse falls short of the finish line exactly behind the finish line, the time would be 2:07.

 IF THE RACE IS COMPLETED ON THE 9th MOVE:

THE BASE TIME IS 2:01:00

Remove .5 seconds for every space a horse has moved past the FINISH line.  For the horses that have not completed the race (moved past the finish line), continue the race with their 10th move and then calculate timing.

· CREATING RACES

It is possible to make races among the various years in this series.  The simplest way is to simply select the various horses you would like to race and put them in a race together.  You may assign the post positions as you see fit.  Each horse keeps the bonus number that they are originally assigned.

OR

Since the differences between the top horses are not that great, you may elect to use the following procedure to re-create accurate variety in your races:

1.) Select 6 horses you would like to be in a match race.

2.) Select the post positions randomly (just like at any of the major stakes races such as the Kentucky Derby) by rolling both dice for each horse and the highest total selects first.  Ties are broken by re-rolls.
3.) The horse with highest Normal Class rating would receive a bonus number of 7.  The next highest would receive a bonus number of 8.  The 3rd horse would receive a bonus number of 6.  The 4th horse would receive a bonus number of 9.  The 5th horse would receive a bonus number of 5.  The 6th horse would receive a bonus number of 10.

4.) Odds would be calculated by comparing Normal Class Ratings.  The horse with highest rating would be rated at 2 to 1 odds.  Every horse thereafter would receive odds by subtracting the highest Normal Class rating from that particular horses Normal Class rating and adding that number to 2 to 1.

Example 1:  If the highest rating was 78 and the horse in question is 75.  Subtract 75 from 78 and the total would be 3.  Add 3 to the 2 to 1 odds of the highest rated horse and this horse would go off at 5 to 1 [ (3+2) to 1 ].

Example 2:

Horse 1 

Class Rating: 78

Original Bonus #: 7

Horse 2 

Class Rating: 77

Original Bonus #: 7

Horse 3 

Class Rating: 76

Original Bonus #: 9

Horse 4 

Class Rating: 75

Original Bonus #: 10

Horse 5 

Class Rating: 73

Original Bonus #: 6

Horse 6 

Class Rating: 71

Original Bonus #: 5

Example 2 Pre-Race Calculations:

Horse 1 

Odds: 2 to 1

New Bonus #: 7

Horse 2 

Odds: 3 to 1

New Bonus #: 8

Horse 3 

Odds: 4 to 1

New Bonus #: 6
Horse 4 

Odds: 5 to 1

New Bonus #: 9
Horse 5 

Odds: 7 to 1

New Bonus #: 5

Horse 6 

Odds: 9 to 1

New Bonus #: 10
