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THE TOUR  2.0  
Introduction:   This game is intended to be a very playable game, yet one that reproduce the action and realistic results in a reasonable time frame.   In the past a problem for cyclist game designers has been the large number of riders and dealing with the recording of their times.  This game limits this problem by dealing with only 23 GC (General Classification) cyclists who compete for the overall tour victory.  Included in the 23 riders are some sprint specialist as well as some mountain specialists.

Rule 1.   Cards are provided for 23 cyclists.  The classification of each stage is found under the “Type” column on scoresheet as well as the Stage Data Sheet.

Rule 2 / SET UP:  At the start of each road stage, place the cyclist’s cards in the Peloton area of the grid.   While it doesn’t matter in what square of the Peloton grid cyclists are placed, things will be easier if the cyclists’cards of the same team are placed together.  Except for the last stage (into Paris), place the Attack Card in row 1, column 1.See page 5 for a layout idea. 

Rule 3 / Races other than Time Trials:    

Each race consists of 6 phases which can be counted by the Phase Counter chart on the grid.  Prior to each of these 6 phases a roll will be made on the General Ride Chart.  There are separate charts for Flats, Mountains, and the last stage.  More detail follows.

1.
Prior to each of the 6 rolls on the General Ride Chart, decide whether the PC (Player Cyclist) will attempt to breakaway.  If so, this will be in addition to any other identified breakaway riders – if any.   PC’s may only attempt to break in this manner – not when identified by the dice as with all other cyclists.  To keep the game fair, PC riders must roll on the “Solitaire Breakaway Attempt” chart prior to rolling the breakaway attempt on their cards.


PC Riders & Breakaway:  In contrast to other riders, if the PC Cyclist is identified for a possible breakaway, ignore it.  Instead, the PC rider may attempt a breakaway at any time so long as he announces his intention to do so BEFORE the dice are rolled on the General Ride Chart for a particular race segment.  He can restrict this announced intention by indicating he will only do so if a particular rider or riders attempt to breakaway.  For example, “My rider will break if Ivan Basso does so,” or “my cyclist will break if any or all of the top 5 riders in the GC do so.”

2.
R2d and apply the roll to the “General Ride Chart.”   If the chart directs you to roll to identify BA riders, R2d and read the result of the Green and White dice, cross-referencing them to the Race Display Grid (the green die determines the row, white the column).   If a rider counter occupies this box, he is considered to have attempted to breakaway.  Follow the steps in Rule 4.

3.
Each phase consists of the following sections:

1
Roll on General Ride Chart

2
Possible Breakaway Rolls

3
Possible rolls on the Peloton Chart IF a breakaway still exists.

Rule 4  /  BREAKAWAY:     R2d and apply the result to the cyclist’s card for the relevant stage type (flat or mountain).  If the break is unsuccessful  (e.g. failure to obtain a card result of +1, +2, or +3),  repeat the 3-step procedure that appears in the table in 3 (above)  until a break is sustained or the last phase ends absent a successful  breakaway.
(A marker should be used on the Phase Counter section of the Race Grid to keep track of the current phase.   If the last phase of any stage ends absent a successful breakaway, follow the steps in rule 7.)
Rule 5 / Successful Breakaway.    If a break is successful, make 1 roll on the “Peloton Catch-Up Chart” and apply it to all breakaway cyclists to determine whether the break is sustained.   In terms of modifiers – which may be different for different rungs (e.g. 3 riders at +2, 1 rider at +1) the result of the single roll might be different for the different rungs.

For example, Kloden & Basso are +2 out, Armstrong is +1.   Armstrong has a –1 single-rider-modifier.  The Kloden-Basso roll is unmodified.  The die roll is 6.  Since it’s not in the 4th or 5th phase of the day, the Peloton doesn’t change relative to Kloden & Basso.  However the 6 is modified to a 5 for Armstrong; therefore, he’s brought back to the pack.

The Peloton

Whenever there are breakaway riders, a roll or rolls on the Peloton chart are made to determine whether the breakaways are caught.  A roll is made for each rung of breakaway riders.  Thus, if there were riders at +1, +2, and +3, up to 3 Peloton rolls might be made.

The first roll determines if the closest breakaway is caught.  Roll on the chart and apply any appropriate modifier.  If the closest breakaway is not caught, no further roll is made.  (This is because it would be impossible for the Peloton to catch a longer break after having failed to catch the closest breakaway riders.)

For example,   Lance Armstrong has broken away via a +2 result.  Ivan Basso has also broken away – with 1 other rider - but they are at the +1 rung.   We roll an 8 on the Peloton Catch Up Chart to see what occurs relative to the Basso group. Basso’s roll of 8 is unmodified, resulting in, “Peloton can’t close the gap.”  Because Armstrong is ahead of Basso’s group, the Peloton rolling ends.  

Had Basso rolled a 4, the Peloton would have caught his group and then would have been given another roll (in the same phase) to attempt to catch Armstrong.

The only exception to rolling separately for each breakaway rung is if the Peloton achieves a +2 result.  This would catch both riders at the +1 and +2 rungs; therefore, a second Peloton roll would be unnecessary.

■  If the Peloton catches the rider or riders in a break, the break’s riders  are returned to the Peloton area of the grid.      

■  If the Peloton fails to catch the closest riders (e.g. usually in the +1 block of the Breakaway Column), no further Peloton examination is made because it would be illogical for the Peloton to be able to catch the race leader(s) but not the next group of riders back.   

Whether or not the break is sustained, continue with subsequent turns until all of the day’s rolls on the “General Ride Chart” have been made.  Thus the Peloton may have multiple rolls to attempt to catch a break.

If you want to get an UNOFFICIAL idea of how far the breakaway riders are ahead, consider each of the blocks in the column to be 1:00 minute of time.  Thus the blocks range from 1-5 minutes. These times are IGNORED when determining the finish times.  All finish times come from the Time Chart.

If at the end of the day’s race there are multiple breakaway riders leading, run a Sprint Finish to determine the winner.   If a lone rider finishes first and the Peloton or a group of riders is next, run a Sprint Finish to determine who finishes 2nd and 3rd – even though their times might be the same or the same as the Peloton’s time.    (more)
Riders not selected by any of the above criteria finish in the Peloton  or in the dropped column.

IMPORTANT:  As cyclists break out of the Peloton, replace their cards with the Stage Leader and 2nd thru 4th place cards into the Peloton grid.  This increases chances that riders in the break have a chance to extend their lead.

Rule 6  
  DROPPED RIDERS

Riders who lose time are moved either to the drop column (if they were in the Peloton) or back squares in the Breakaway Column or back to the Peloton if they were in the breakaway column.  


Mountain Stage & Dropped Riders:   The peloton’s time is determined by a roll on the Long or Short Stage Minutes Chart – depending upon the length of the stage.  Most Dropped riders use the Long or Short Stage Minutes Chart.   However, if a dropped cyclist has no “+” in his mountain column next to the number 4, he uses the “Drop Mountain Stage (S)” column.  (The later is for sprinters who do not do well in mountain stages.)

Rule 7
  BUNCH  SPRINT  FINISH  - NO SUCCESSFUL BREAKAWAY    If the 6th phase ends without anyone breaking away, the stage will end in a Bunch Sprint Finish.  Only riders with a Sprint Rating of 3 or higher are eligible for Bunch  Sprint Finishes.  
R2d.  Add the Green Die result to each rider’s Finish rating to get his result and place each cyclist’s card on the Finish Grid.   If DOUBLES are rolled, consult the “Sprint Finish Events Chart.”  If cyclists are tied, stack their cards.   (Ignore the second digit of the sprint rating for now; that digit will be used only to break ties.)   Repeat this procedure for all bunch sprint finishers.   

The highest total wins the stage, the next highest takes second place and so on.   In the event of a tie, the higher rated rider is deemed to have finished first.  If there is still a tie, resolve by the highest roll of 2d6.  

■  All who sprinted are credited with the same time as the stage winner, unless the Sprint 

     Finish Events Chart states otherwise.


■  The peloton’s time is determined by a roll on the Single Second Chart.

Example:   Robbie McEwen (6) rolls a 6, which gives him a  total of 12 (6+6).

Sprint Finishes and Bunch Sprint Finishes are compared and contrasted via the following table.

Sprint Finish

Bunch Sprint Finish

NO.  Only those in a Breakaway may participate in a Sprint Finish.
Can riders in Peloton Participate?
YES.    This is true if there was no successful breakaway or if 2nd and/or 3rd place have yet to be determined.

NO
Must Cyclists have Sprint Rating of 3.0 or better to participate?
YES

Rule 8 – TEAMMATE    At times a General Ride Result roll will allow a Breakaway Attempt ONLY if a teammate rolls a breakaway result or a (W).   If a rider has more than one teammate on the same portion of the grid (e.g. Breakaway Column, Peloton Columns, or Drop Columns), randomly determine which rider will make the roll.  The teammate breaks away with the rider on + results, but not on (W) results.  

For example, Lance Armstrong rolls this result.  George Hincapie is identified as the teammate that will be checked.  If Hincapie rolls a +1 or +2 he breaks away with Lance.  If Hincapie rolls a (W), Armstrong breaks due to Hincapie’s work, but Hincapie doesn’t have the energy left to join in the breakaway.

Rule 9  -   YELLOW  JERSEY   Starting with the 3rd Stage, the cyclist in the Yellow Jacket has the following advantage and disadvantage:


Advantage:
Because of increased team protection, any injury can be negated by a roll 


of 2-7.

Disadvantage:
Breakaway Rolls (not results) are modified –1 because other riders don’t 


want the “Yellow Jersey” to increase his lead.  For example, if a 7 is 


rolled, the result becomes 8.   However, NEVER modify up to # 12.

Rule 11. Race Times
The Stage winner is considered to finish at 0 minutes, 00 seconds (or at the stage Par Time if using that optional rule).  Any riders in the first (“adjacent”) group throws on the Single Seconds Chart (additional seconds from 0-8 seconds) and all riders in the group finish at that relative time.  Record the times on the General Classification Sheets.  

Those in the second (“track”) group throw once on the Seconds Chart (+9 to 40 seconds)in the same way. 

If an additional Group, add ten seconds to the previous group’s time to establish their relative standing.  As is the case with all riders after the winner, times behind are cumulative and as such are added to the previous rider(s)’ time.

Any other Key Riders finish in the Peloton or as determined below.  The peloton’s time is as follow:

· Flat stage:  The Peloton arrives at a relative time rolled on the Minutes Chart specified on the Stage Data Sheet.  That is, for a flat stage designated as Long (L), the Peloton rolls on the Long Stage Minutes Chart.  For a Short (S) stage, use the Short Stage Minutes Chart. All times are relative to the winner’s time.

· Mountain stage:  Any riders in a following group roll on the Short Stage Minutes Chart.  The Peloton’s time is rolled on the Long Stage Minutes Chart. 

Rule 13.   FALLS & PLACEMENT

Unless stated otherwise, when one falls – regardless of how much time he looses – he loses 1 rung on the grid.  Therefore, if he was at +1, he returns to the Peloton.  If he was in the Peloton, he goes to –1, etc.

Rule 14.    TIME   TRIALS.

The cyclist in first place in the current GC starts last; the last place rider starts first, and so forth.  Arrange the cyclists’ cards in this order.

A single die roll is added to the individual TT Ratings of each Key Rider.  Place the cyclist’s card next to that number on the grid.  The highest total wins the stage; ties are resolved in favor of the higher rated rider and then if necessary, by a roll of 2d6.   The difference in each grid square is a Base 4 Seconds.   The difference in the riders’ total multiplied X 4 and then by the TT length factor represent the seconds lost to the stage winner.

Riders who finish beyond the last square on the grid, square 1, roll on the Time Chart under Minutes to determine their time.

Example:  Stage 8 is a (x 5) Time Trial because of its challenging length. Armstrong (TT Rating 7) rolls 4 for a total of 11 to win the stage.   Basso (6) rolls 4 for a total of 10 which achieves second place.  Basso loses 20 seconds to Armstrong on the stage:  (11-10=1 ) (1X4=4) ( x 5).  McEwen, meanwhile has rolled a 1 which calls for a roll on the Short Stage Minutes Chart.   He rolls an 11 and loses a full 2 minutes to Armstrong.

Ties:  R2d to break ties for first, second and third so that Stage Win Time Bonuses can be distributed.  Treat other ties as “same time.”

Rule 15    GRID SET UP - OPTIONAL

While the cyclists’ cards may be laid out in any order, the following placement works well in terms of keeping the teams together:

BA Column
2
3
4
5
6-Dropped

Attack Card
Sastre
Kloden
Vinokourdov
Mancebo 
Phase Counter


Basso
Ullrich
Rasmussen
Voeckler



Periero
Landis
Merckx
Totschnig 
Bonnen


Azevedo
Hincapie
McEwen
Leipheimer
O’Grady


Armstrong
Popovych
Evans
Moreau
Hushovd

OPTIONAL RULES

Optional Rule 1 – TOP 5 Riders:   This highly recommended rule is intended to incorporate the racers strategy relative to marking the lead riders.      Starting in the 4th Stage, when any of the top 5 riders on the Leaderboard attempts a breakaway, do 2 things.     First, determine if the PC will attempt a breakaway.  Then, R2d for each of the other top 5 NPC cyclists to determine if the these NPC riders also attempt to breakaway.  They do so any roll but 2 and 12..

Optional Rule 2.  It is perfectly acceptable to record overall times as relative to the stage winner’s time, but for those looking for even more atmosphere, the Par Times for each stage are listed on the Stage Chart.  Simply look up the Par Time for the stage, take that as the winner’s time and add the respective relative times to get each rider’s actual time for the stage.  This can then be added to each Key Rider’s cumulative time on the General Classification Sheet.

Optional Rule 3.  Those willing to put in the not inconsiderable extra time and effort can maintain full statistics for the Points (Green Jersey) and King of the Mountain (Polka Dot Jersey) competitions.  Usually, The Tour’s mechanism will generate most of the necessary positions, but any further resolution can be achieved by common sense and use of the existing sprint sub- systems.  This will be required on stages where there are just a few riders in lead groups and the bulk of the Key Riders finish in the Peloton.  It is suggested that the sprint finish rules are used to establish these lower positions- the times will of course be the same.

PLAYING  TIPS

1.
When placing the cyclists’ cards on the grid prior to the race, it will be easier if the teams are placed together.    See the chart at the top of this page for optional placement.

2.
Have the “Key Rider GC Record” sheet handy.  Then, whenever a breakaway opportunity occurs you can quickly view the rider’s current stamina level in order to determine whether the PC or NPC Solitaire Chart wants him to attempt the break.
       

3.
Before filling out the Leaderboard sheet, put the times in an Excel file, then sort.  This will 
both save time and reduce errors.

4.
If you’re going to run another stage in the same sitting, there is no need to remove the cyclist’s cards from the grid.  Simply return the breakaway and dropped riders to the Peloton and begin the next day’s stage.

RULES  INDEX
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